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once, play- 
of play, 
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tty 


have to get Pure Platinum medals in each Verse will never 


understand the sheer genius of Bayonetta. 


And yet not everyone has the time or desire to in- 

vest hundreds of hours in order to master a game. 
Not everyone has the experience, patience or skill to 
discover all the tricks, techniques and combat strate- 
gies by themselves. But those who still want to get 

the maximum potential out of Bayonetta — and out of 
themselves — will be well served by this guide. Not only 
will it provide tested and reliable strategies for every 
battle, on every difficulty setting, but it will teach how to 
control Bayonetta with virtuosity and win those battles 
in style. 


Bayonetta deserves to be mastered, and this guide is 
your key. A noble aim, and ultimately the reason why it 
had to be over 400 pages. 


TO EVERYONE WHO LOVES VIDEO GAMES 


My name is Hideki Kamiya from Platinum Games, the director of “Bayonetta”. 
“Bayonetta” is a work brimming with my enthusiasm. There has always been 
this fate-like thing from when I made “Devil May Cry” eight years ago, and 
“Bayonetta” is definitely along the same line. Just as our lifestyle keeps chang- 
ing, the ways in which games are enjoyed has become more multifaceted 

in the past few years. People’s expectations of what games can be have also 
been gradually changing. 


But I believe that the primary enjoyment from playing games, the challenge of 
“overcoming difficulties”, will never change. “Bayonetta” is a pure and authentic 
battle-action game with the difficulty set just right so you 
= can enjoy the experience of “accomplishment”, which is 
A something | advocate when developing games. 


. a the ruggedness of giving a challenge to players has not 
changed from 8 years ago, but | would hope for everyone 


™to Give it your all and take on this “challenge”. 
~as M _ Hideki Kamiya, Director, PlatinumGames 
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— usuke Hashimoto, the producer of “Bayonetta”. I'm so happy to finally be 
able to present “Bayonetta to all you players outside Japan. I'm sorry to have 


When we starte; ‘on “Bayonetta” the aim was to make a “3D action 


game of the highest quality” and we wanted to create exhilarating gameplay 
based on “perfectly intuitive control of the character”. In addition to this 
“feeling of touching the game”, we have created a story that should astonish 
players, and give the feeling that many climax scenes from action movies are 
happening continuously. 


a 


There is no fixed style of play in “Bayonetta”. You can equip weapons on your 
arms and legs to perform various combos. You can then combine them with 
accessories that add various effects, so that you really have the freedom to 
create your own playing style. I'm looking forward to your strategy and combo 

presentations, which | know will take my, and my staff's, 
i q breath away. 


Finally, there are no plans to have any downloadable 
content (DLC) for “Bayonetta”. We have put every single 
unlockable element we could imagine onto the one disc, 
so just forget all about the time and enjoy playing! 


Yusuke Hashimoto, Producer, PlatinumGames 


“I want you all to challenge your limits and master this game.” 


Hideki Kamiya’s message to owners of this guide 


About This Guide 


There are many ways to approach Bayonetta, and there's 
something in the game for all types of player. This quide 

is designed to help you reach your goals, whether you just 
want to see the story through or you want to learn to play 
on the hardest setting without getting hit. Along the way, it 
can enrich your gaming experience and eventually ensure 
that you master the game. 


If you want to experience the maximum enjoyment with 
Bayonetta you must be open to a challenge. Don't just stop 
after you have played through on Normal setting! Don’t 
leave until you have earned a full set of Pure Platinum med- 
als (in your favourite costume, of course). After that, there's 
the Achievements/Trophies, a hidden bonus mode, and the 
toughest battles the game has to offer. All of these and more 
are covered in detail throughout this guide. 


The guide's six chapters are specially designed to give you 
the information you need to get exactly what you want from 
the game. Here is a brief chapter overview: 


Getting Started 
Want to know more about the Chapters and Verses, or your 
Health Gauge, or what an Angel Arm is? You're likely to 
have many questions about the most basic of things when 
you first start playing, and this chapter is your go-to refer- 
ence. Consider it an expanded version of the manual that 
came with the game, but with more depth, and many more 
topics covered. 


Scenario Guide 
This is the “Walkthrough” chapter. Using Verse numbers 
and hand crafted maps, we guide your through each and 
every Verse of every chapter. We show you were every 
single collectible is located, and how to get past the few 
puzzles or tricky areas in the game. Turn to this chapter on a 
first pass through the game to ensure that you find every- 
thing possible. 


Pure Platinum Battle Guide 
This is a truly unique chapter dedicated to what is Bayo- 
netta’s core: defeating your enemies with style. Unlike the 
Scenario Guide, the focus here is purely on combat. We give 
detailed strategies how to complete each and every Verse 
with a Pure Platinum medal on every difficulty level. Note, 
that Boss battles are not discussed here since they consist of 
single Verses that are covered in the Angels chapter. 


Angels 
In this chapter you will find detailed entries on every enemy 
in the game. Everything from enemy Health Points to the 
number of Halos they drop when you kill them is revealed. 


We reveal the best combos and techniques with which to ut- 
terly decimate each type of enemy, while also teaching you 
the vital defensive measures against each of their attacks, to 
ensure you come away unscathed. 


Combat Guide 
If you master the combat, you master the game. This chap- 
ter is designed to give you a full understanding of Bayo- 
netta’s deeply complex battle system. It also introduces you 
to weapons, Special Techniques and Accessories and how 
to use them effectively. It will take you from basic evasion 
all the way down to advanced techniques that require split 
second timing of individual animation frames. 


Secrets 
Not only is Bayonetta jam packed with action, but it is 
also loaded with many unlockable secrets. This chapter is 
designed to show you how to unlock everything. And we 
mean everything! From Achievements/Trophies and the 
bonus contents, all the way down to hidden messages and 
references in the game. Be warned, this chapter is full of 
spoilers! 


Additional Guide Features 

Quick Chapter & Section Finder Three unique markings 

make navigation through this 400 page tome a bit easier: 

+ The grey tab with the reddish glow at the edge of each 
right hand side page indicates the current chapter. This 
also makes finding another chapter you are looking for 
especially quick. 

+ To halo at the edge of both sides is also a chapter indica- 
tion. We start with the lower Third Sphere Archangels halo 
all the way up to Rodin’s special Gates Of Hell logo. 

* Below the halo is the name of the chapter, above is the 
name of the section you are in. 


Quick reference card You can use the reference card as a 
quick tool to see what every map icon and button code from 
the guide represents. Other information include a Chapter 
completion overview, a purchase list with helpful ratings 
what to buy first at the Gates of Hell, and an Achievements/ 
Trophies list is arranged by category. Tick them off once you 
have earned them, so that you always know the status of 
your completion, even when the console is switched off. 


Movie codes Do you have problems putting a particular 
strategy or advanced technique into practice? Or are you 
simply keen on seeing how we cope with the toughest of 
situations? As owner of this guide you can register for free 
on the FuturePress.com website and gain immediate access 
to the many film clips matching the contents of this book. 
Perfect for replaying them yourself for even more fun with 
your game. See details on how to get access on the 
INDEX page at the end of the book. 
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AN AUDIENCE WITH PLATINUMGAMES 
INDEX 


For aeons uncounted, there have been two factions that 
have watched over mankind and protected the passage of 
time: the Umbra Witches and the Lumen Sages. The Umbra 
Witches side with the forces of darkness while the Lumen 
Sages are aligned with the forces of light. Together, they 
balanced each other throughout the centuries until one day, 
a scared commandment was broken. A Lumen Sage paired 
with an Umbra Witch, and together they conceived a child 
unlike any other. Once aware of this sacrilege, the Lumen 
Sages and Umbra Witches rose up in unison against the of- 
fenders and sealed the child away. 


Fast forward 500 years. In a forgotten coffin submerged be- 
neath a gloomy lake, a mysterious woman awakens. Unable 
to recall her past, or even her own name, a single memory of 
her unknown origin is impressed upon her - she is a child of 


(i; : Pun 
(Hikiviignay- 


BAYONETTA 


A mysterious witch of the Umbran sect, trained in their 
ways of combat and the dark arts, she sold her soul 

to a butterfly-like demon known only as Madama But- 
terfly. The pact sealed her fate and aligned her with the 
dark side forever. She bears the mark of her master in 
the form of butterfly wings that appear in her shadow 
or when she jumps. 


The pact granted her great powers, but came with a great 
toll; she must now kill Angels as a daily offering to her new 
master. Failing to do so breaks her pact and will send her 
straight to hell. Awakening in the modern world after a 500 
hundred year slumber, she is not one to sit on her laurels 
and immediately begins her search. Wielding titanic magical 
powers, she rages war against the Angels of heaven in order 
to keep herself alive long enough to find the key to her miss- 
ing past.” 


Armed with Scarborough Fair, an enchanted set of hand- 
guns equipped to both hands and feet, she practices the 
“bullet arts”, a combination of gunfire and melee attacks. 
With the aid of her consorts Rodin, a master weapon smith, 
and Enzo, an underground informant, Bayonetta trudges 

on through battle after battle. Nothing will deter her as she 
searches for the keys that will unlock the buried memories of 
her forgotten past. 


darkness with “witches’ power”. She quickly comes to terms 
with her power, and masters the ability to summon forth fero- 
cious demons and engage the servants of heaven in mind- 
numbing combat. 


Returning to life in the modern world after centuries of 
absence, Bayonetta spends 20 years following the clues of 
her hazy memories, eventually 
reaching the remote European 

city of Vigrid. She is assaulted 

at every turn by Angelic foes 
straight from the heavens, yet 

she presses on in order to unlock 
the mysteries of her forgotten past. 
What lies ahead for this most unlikely 
heroine? 


JEANNE 


z A sleek and calculating woman as skilled as Bayo- 
netta. Her abilities imply that she too was trained 
in the ways of the Umbra Witches. But when 

and how? Further, her powers show that she has 
entered into a dark pact with a demoness by the 
name of Madama Styx. Possessing the same dark 
powers and consigned to the same demonic 
this mysterious provocateur appears unwilling to si 
cost. 


Often appearing along Bayonetta’s course 
unlikely of times, she provokes Bayonetta 
and cryptic verbal taunts. Jeanne obviou: 
information about Bayonetta’s past, but 
is unknown. Does she desire Bayonetta’s 
more to her hidden agenda? 


Sophisticated, cunning, and fast, this mysterious woman 
wields her own unique set of enchanted handguns as shi 
pursues Bayonetta doggedly. Fragmented memories and 
the briefest of flashbacks tell Bayonetta that she and Jear 
are somehow tied together, but by what bond? If only she 
could remember! Will Bayonetta be able to unravel this 
mystery before it is too late? Friend or foe, Bayonetta refuses 
to stand down. 


RODIN 


Once a fearsome and highly ranked Angel, Rodin was outcast 
during the great angelic war centuries ago. Now that he has fallen, 
he has nothing but contempt for his once angelic comrades. As a 
master weapons smith, he holds the power to craft the most sinister 
and powerful weapons the world has ever known. While he has 

no desire to directly aid Bayonetta in her quest, he has no qualms 
what-so-ever in arming her to the teeth with his special creations. 
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Enzo is an odd wf ive man with his finger on the pulse of the un- 
derground. Styling himself in the manner of the Italian mafia, he loves 
the finer things in life. For Enzo, everything has a price tag attached to 
it, even the information that he supplies to Bayonetta and Rodin. Yet, 
oddly enough, he is more than a simple money monger looking out for 
his own good. As a loving husband and devoted father, he also has a 
family that he dearly loves and seeks to provide for. 


CEREZA 


In a damp and crumbling castle, Bayonetta 
stumbles upon a small female child known simply 
as Cereza. The child is immediately enamoured 
with Bayonetta and calls her nothing more than 
“mommy”. Astonished at this proclamation, Bayo- 
netta falters not knowing what to do. Is she truly 
the mother of this child? Does this child hold the 
key to unlocking her buried memories? Only time 
will tell. 


As a small child, Luka saw his father perish. His father, a deter- 
mined journalist by the name of Antonio Redgrave, had been fol- 
lowing an esoteric trail that led to Bayonetta’s resting place. Upon 
her awakening, Luka witnessed his father being torn to pieces by 
some unseen force. Determined to get to the bottom of the mat- 
ter, and expose Bayonetta for what she truly is, Luka takes up his 
father's torch and continues the investigation. 


Getting started 
Chapter 1 
GETTING STARTED 


This chapter covers some basic information, aiming 
to help those new to this genre to familiarise them- 
selves with the game more easily. While the game 
itself doesn't put many obstacles in your way at the 
beginning, it doesn’t hurt to know the game me- 
chanics and elements prior to your first play. In this 
chapter, you will get to know your general possibili- 
ties and also your limits as Bayonetta. 
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GAME MECHANICS 


In this section we'll go over the basics of gameplay. We'll cover the un- 
derlying mechanics that make the game tick so that you fully understand 
what is going on and how you can interact with the world of Bayonetta. 


Tutorial... 
Saving & Loading... 
Difficulty Levels. 
Game Screen, 
Chapter & Verse... 
Alfheim Portals 
Loading Screen... 


Play History insincere v 
Umbran Tears Of Blood. 33 
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Starting a New Game from the Title 
Screen will begin a new instance of your 
adventure. A new game always starts 
with the opening Chapter “The Witch 
Hunts" During this opening Chapter, 

you have full control of Bayonetta from 
the past, meaning she is dressed in her 
old costume and using archaic guns. 
There is no health or penalty for taking 
damage during this opening Chapter, nor 
are you ranked on it. Use this Chapter 

to experiment with the intricate combat 
system by using combos such as @&@, 
OAA, and so on. 


By default, the Tutorial is On when you 
play the game. You can turn it off via the 
menus before you start a Chapter; the 
Tutorial cannot be turned off while you 
are playing a Chapter. The biggest part of 
the Tutorial will be displayed when you 
play the Prologue Chapter: The Vestibule. 
You will be taken to a special training area 
and introduced to the basics of combat. 
Simply follow the on-screen display to 
get through the training. As you play the 
game, hints will occasionally be displayed 
in the lower left-hand corner of the 
screen when you are introduced to new 


Saving & Loading 
There are three separate save files maintained for Bayonetta. The 
System Save file tracks any changes to system configuration. 
The Auto-Save file saves at various checkpoints and event points 
in the game. The Player File holds your manual saves. The sys- 
tem file is ready on power-up so that your saved game settings 
are put into place. 


When you choose to “Continue” a game, the Auto-Save file is 
loaded and you begin again from the last checkpoint or event 
point you triggered during your last play session. When you 
“Load” a game, you will begin the game from the last point 
you manually saved it at the Chapter start screen. 


Red HotTip! Auto-Saves and the Player File will not match 
unless you manually save. Strive to manually save your 
game before turning your system off to ensure your Player 
File is always fully up to date. 


elements, or tricky parts, of gameplay. 
2001 


There are five difficulty levels of gameplay in Bayonetta, When 
you first start playing, you have access to only three levels. By 
completing the game on the appropriate difficulty level, you can 
unlock two additional ones. Each difficulty level makes adjust- 
ments to several aspects of gameplay. 


In Very Easy Automatic and Easy Automatic, the Immortal Mari- 
onette accessory is automatically equipped, thus turning on Auto- 
matic combat. In Automatic mode, all you need do is press @ or 
© repeatedly and the CPU will decide the best moves and make 
combos for you — you can actually play the game with one hand 
in this mode. You can unequip this accessory during Very Easy 
Automatic and Easy Automatic gameplay, if you would like to dis- 
able Automatic mode and instead take full control of combat. 


Very Easy Automatic, Easy Automatic, and Normal are available 
from the start. You have to complete Normal to unlock Hard. You 
have to complete Hard to unlock Non Stop Climax (Very Hard). 


Aspect | Very Easy Automatic | Easy Automatic Normal d 
Enemy attack damage 50% 50% 100% 200% 300% 
Enemy set Easy setting Easy setting Normal Hard setting Very Hard setting 
Enemy aggression Low Low Normal High High 
Bayonetta’s attack damage 200% 200% 100% 100% 100% 
Ranking requirements Easy set Easy set Normal set Hard set Very Hard set 
Default Health bar setting (% of 1 bar // HP) 100% // 4,000* 100% // 4,000* 50% // 2,000 50% // 2,000 50% // 2,000 
Default Magic bar setting (Bars filled // # of orbs) 2/116" 2116" 1/8 1/8 118 
Broken Witch Hearts, Broken Moon Pearls, Crows Not available Not available Available Available Available 
Alfheim Portals Not available Not available Available Available Available 
Quick Time Events (QTE) Cannot fail Can fail Can fail Can tail Can fail 
Health regenerates if not taking damage for 5 sec. Yes No No No No 
Loss of Magic for taking damage No No Yes Yes Yes 
Immortal Marionette equipped Yes Yes No No No 
Witch Yes Yes Yes Yes No 


*cannot be upgraded 
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Game Scree 


While playing the game, a lot of valuable information is displayed 
on screen. Some of that information is context-sensitive and will 
not always be displayed 100% of the time. While you explore 
the area (i.e. not fighting), the game screen is almost free of 
elements, which allows a clearer view of your surroundings. The 
table shows all possible information as well as conditions for 
each items to be displayed. 


Red Hot Tip! Apart from the conditions listed in the table, 
you can cause the basic on-screen display to reappear by 
pressing any of the attack buttons, the Evade button, or the 
Lock-on button. 


fealth Gai 


“Te, Equipped Ite A 
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Verse Number 


Health Gauge Amount of Health you have. 

Magic Gauge Amount of Magic you have stored. 
CELOT Type and durability of the currently equipped Angel Arms. 
Verse Number The Verse you are currently playing. 


Combo Scoring The collected points, their multiplier and the total 
combo score during your attack 


Lock-on Indicator This kiss icon indicates which enemy you are locked to. 


Enemy Health How much health the targeted enemy has left. 
Not all enemies display this. 


Halos The total number of Halos you have collected so far. 
Equipped Item(s) Items that you have set to the D-Pad for quick use. 
Weapon set A or B The weapon set (A or B) that you have just switched to. 


| Condition for display 


During an attack 

During an attack 

While you have an Angel Arm equipped. 
During a Verse. 

After you hit an enemy. 


When you have locked on to an enemy. 
Near an enemy, or when you have locked on to one. 


During an attack 
Must have consumables set to one or more D-Pad slots and then tap the D-Pad. 
After switching to the other weapon set. Displays for just a few seconds 
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Chapters & Verses E 


Bayonetta takes place across a series of Chapters. Each Chapter 
tells you a little more of the story and introduces you to more 
and more combat. All Chapters are divided into Verses, which 
are basically enemy encounters. Some Verses you'll find in the 
normal way, but others are hidden, which means you'll have to 
seek them out. 


After each Verse, your performance in that Verse is evaluated in 
three categories: Combo Points, Time and Damage. Depending 
on your result, you'll be given a particular medal in each category: 
Stone is worst, Platinum is best. If you manage to get a Platinum 
medal in all three of them, you'll win the ultimate medal: Pure 
Platinum. 


Red HotTip! Verses are not connected to each other, which 
means you don’t have to rush from place to place to get a 
good score in the Time category. Each Verse has its own 
time clock that begins counting once the Verse has been 
triggered. When triggered, the start of a Verse is displayed 
by an on-screen message. You'll know the Verse has ended 
when the medals are awarded on the right-hand side of the 
screen. 


Hidden Verses 

Once you have completed a Chapter, you'll see all the medals 
you have previously earned in each Verse of that Chapter. If med- 
als are missing (as indicated by a dark and unfilled circle), you'll 
know you missed a Hidden Verse. That is to say, not every Verse 
in a Chapter will be triggered by simply making your way through 
the Chapter. Certain enemy encounters take place in a location 
that you have already passed or have not fully explored. You 
might even have to backtrack at the right time to the right place 
in order to find it. But don’t worry, our Quick Reference section 
of the Scenario Guide shows you how to find all Verses in all 
Chapters at a glance. 


About Cutscenes 

As a Chapter unfolds, the story will be told through cutscenes 
and other bits of dialogue. While we strongly suggest you watch 
every cutscene at least once, it is understandable if you want to 
get back to the extraordinary gameplay of Bayonetta as quickly as 
possible. To skip a cutscene, press the Pause Menu button and 
confirm by selecting "Yes" Not all scenes can be skipped. 


This is a special type of Hidden Verse. These are typically located 
in areas that you have already passed, or would not normally 
pass in order to progress through the game. You are generally 
required to backtrack to areas you have already passed in order 
to find these. You'll know you have discovered one when you see 
the glowing circular symbol on the ground. Stand on this symbol 
and you'll be asked if you wish to enter. +0 01 


After entering an Alfheim Portal, run forwards to the battle ground 
to get started. Each portal presents you with a special combat 
scenario, in which you must kill a set number of enemies ina 
specific way. Follow the on-screen directions and kill the enemy 
in the specified manner and you'll clear the Alfheim Portal. If you 
fail a portal, it does not count as a death, so don't worry if it takes 
you a few tries to get the hang of a specific one. It should be 
noted that you cannot use Items in an Alfheim Portal. 


Completing an Alfheim Portal will earn you a Broken Witch 
Heart or a Broken Moon Pearl and will also totally refill your 
Magic Gauge. Each difficulty level of Normal, Hard, and 

Non Stop Climax has its own enemy set per Alfheim Portal. The 
Pure Platinum Battle Guide in this guide shows you how 

to accomplish each portal with a Pure Platinum ranking. 
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Loading Screen 


When you first begin a Chapter you will find yourself in a dark 
and void area, which is the Loading screen. By pressing the 
Game Menu button during that loading period, you will enter 
Practice Mode and can stay in that special area indefinitely as 
you practise your combo moves. On the right-hand side of the 
screen is a list of the combo moves that are available to your cur- 
rently active weapon set. Use the D-Pad (Up & Down) to scroll 
through the combo list to learn the proper inputs and to also see 
a numerical count which shows how many times you have used 
that combo. You can also press Left & Right to hide/unhide the 
combo list. 


For combos that are activated by a Technique you purchased 
from the Gates of Hell (page 26), you'll see a faint Gates Of Hell 
icon on the left side of the combo box. If you don’t see the icon, 
then the combo string is not tied to a Technique, but is standard 
for the weapon set you are using. 


While in Practice Mode, you can switch freely between weapon 
sets, but you cannot equip other weapons. Press the Game 
Menu button to exit from Practice Mode and return to the game. 


No 


e Gates of Hell i E 


Once you've reached a certain spot within Chapter 1, you will 
gain access to the Gates Of Hell. These are glowing red symbols 
located at various spots in the game. Simply stand on these sym- 
bols and you'll be asked if you wish to enter the shop. >20 02 


In the Gates of Hell, you will use Halos as currency (defeated 
Angels leave Halos behind that you can collect). Rodin has many 
stock items for sale, and many that you'll need to unlock. Rodin 
won't sell Lollipops, Red Hot Shots, and Magic Flutes, if you 
already have one (or more) in your inventory. Instead, he'll claim 
that he is Sold Out. 


Check the “Items” section of this Chapter for a complete list of 
Items that can be bought from Rodin. For a list of the available 
weapons from Rodin, see “Weapons” on page 27. Accessories 
and Techniques are listed in the Combat section on page 26. Ro- 
din’s Treasures are revealed in the Secrets Chapter on page 367. 


When you press the Game Menu button, you will pause the 
game and be taken to a screen with four tabs. These tabs 
contain the inventory of all the weapons, files, and items you 
are carrying. 


Equip 

On this screen you can equip weapons to your Weapon Sets and 
accessories to your accessory slots. There are only two acces- 
sory slots for regular use. The third slot you see can only be filled 
by the Immortal Marionette accessory. 


About Weapon Sets 

You can use up to two unique weapons at one time — one for 
your hands and one for your feet. But Bayonetta takes it a step 
further and allows you to have two unique Weapon Sets that 
you can swap between on the fly and in real time. 


The Hierarchy Of Laguna 


Rarities Achievements/Trophies and Crows. 


Tome Of Umbran Arts 
Antonio's Notebooks 
Infemal Demons 


From the Equip menu, you can equip your weapons to your 
hands and feet for each Weapon Set. On the left-hand side of 
the screen is a circular symbol with all the weapons you have 
acquired located on it. Inside the circle, you'll see A and B with 
four smaller circles. The two circles under A are for Hands & 
Feet (in that order) which constitutes Weapon Set A. The circles 
above B are for Hands & Feet for Weapon Set B 


Press Up or Down with the D-Pad or Left Stick to select a 
‘weapon and then choose the circle in the Weapon Set you wish 
to equip that weapon to. Some weapons can only be equipped 
to hands, some to only feet, and there are some that can be 
equipped to both. In some cases, you will need to purchase the 
Alternative Version of the weapon from the Gates of Hell in order 
to equip it to both the hands and feet of one Weapon Set. How- 
ever, it is perfectly acceptable to equip the same weapon, even if 
you don't have the Alternative Version, to the same location of a 
different Weapon Set. 


Item 

On the left, you will find you current inventory of all consumable 
items, as well as a the number of Broken Witch Hearts and 
Broken Moon Pearls you are carrying. On the right is where you 
will find your concoction items and be able to make concoctions; 
we'll discuss these in greater detail later in this Chapter. 


Some items, such as Lollipops, can be equipped to the D-Pad for 
on-the-fly use during gameplay. Select the item you would like to 
equip, and in the lower right-hand corner you'll see the options 
Use and Set. If you use the item, you'll manually consume it on 
the spot. If you Set the item, you can pick one of the three cir 
cles on the left. The circles correspond to Left, Top, and Right on 
the D-Pad. During gameplay, you can use the items equipped to 
those circular slots by pressing and holding the desired direction. 
For example, if you equip the Magic Flute to the left circle, then 
press and hold Left during gameplay to use it. 


File 

These files give you valuable insights into the game, as well as 
allowing you to view available combo information for weapons 
and turn special Techniques on and off. 


A 


Enemy list. Entries are filled as you encounter new enemies. 


Combos of weapons in your inventory and learned Special Techniques. 
Notebooks that give you more insight into the story. 
A list of the Wicked Weave & Climax Kill demons. 


Quick Time Events (QTE) E 


During certain parts of the game, typically at the end of a cut- 
scene or special event, you'll face a Quick Time Event. QTEs 
require you to enter a special controller input, such as pressing 
a% or ¥€, within a short period of time. QTEs are indicated with 
a special display in the lower centre portion of the screen. When 
you see the special QTE display appear, quickly look at it to dis- 
cern what you need to press and then do so before time expires. 
If you fail, you will die. >0 01 


Most QTEs are simply a button press, or a series of the same 
button press repeated, but a few do require you to use the Left 
Stick and a button press, so be vigilant and alert and never let 
your guard down. You can also check our Scenario Guide. It 
warns you prior to every QTE encounter. 
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Bosses 


Bosses are particularly large and very skilled enemies in the 
game. Beating a Boss will net you a nice Halo bonus at the end 
of the Chapter. Some enemies within a Chapter will count as a 
Boss fight, while other Bosses have their own dedicated Chap- 
ters. As you might imagine, in a Chapter dedicated to just the 
Boss, there is nothing to do other than fight the Boss. 
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There are a few tricky places in the game that require you to 
think a bit. Nothing terribly ponderous, but you will be required to 
stop your hacking and slashing and figure out what is going on. 


Golem Walls 
These are special walls that will block your path through a door- 
way to the next area. In most cases, all you need do is attack the 


wall to destroy it. Once it has been destroyed, you will need to 
move past it before it re-forms. In some cases, the wall re-forms 
so quickly that you can't get past it — at least not in regular time. 
That is where the Witch Statues come in! >0 02 


Witch Statues 

You'll find this pair of statues in various areas of the game. One 
statue is of an Umbran Witch, the other of a Lumen Sage. When 
you find a pair of these, this is a hint that you'll need to acti- 
vate Witch Time in order to progress. In some areas one of the 
statues is broken. You'll need to inspect the statue to trigger its 
re-formation — which often triggers an enemy encounter. >C) 03 


To use the statues, approach them — it doesn’t matter which one — 
and press ™%& to pick them up. When they are raised, you have ten 
seconds to drop them and trigger the action. When you drop them, 
lightning will strike you within two seconds. What you need to do 
is Evade that strike in order to trigger Witch Time. Do this correctly, 
and you'll be able to use the slowed time to your advantage in 
order to get past a puzzle element. When Witch Time is active you 
can walk on water and get past the rapidly re-forming Magic walls. 


Red HotTip! Once you have raised a statue, you are free 
to transform into the Panther and run to wherever you like 
before triggering the statue to drop. 


gel Attack a 


When you have finished a Chapter, you will be treated to a spe- 
cial mini-game, called Angel Attack. To play, you will use Arcade 
Bullets. Each bullet grants you three shots during the game. You 
start each Chapter with three Arcade Bullets in your possession 
and can find more during the Chapter. However, you cannot store 
unused bullets — it's a use-it-orlose-it kind of thing. 


The number of shots you have is displayed in the lower portion 
of the screen. However, only 33 shots can be displayed at a time, 
so any shot over 33 will not immediately appear until you begin 
using them (by shooting at the enemy). 


The mini-game is a first-person shooter in which you must target 
and destroy as many as possible of the enemies that appear on 
screen. There are three enemy types to deal with. >0 04 


Angel Attack Enemies 


Points 
Decorations 1 3 
Affinity ane 5 
Dear 1 10 


*1 if head shot 


While the Affinity Angels require two body shots to kill them, 
you can earn a one-hit kill with a headshot. Also, you will obtain 
a Double Kill Bonus worth 10 extra points if you kill two of the 
same enemy within 2 seconds. So, if you manage to make two 
headshots on two Affinities, you will gain 5 points each for the 
Affinity kill, and an additional 10 points for the Double Kill which 
gives you 20 points. 


To get the most points for your bullets, you'll need to perform 
headshot Double Kills on the Affinity Angels or kill only the Dears 
which are worth 10 points by themselves. Killing two Dears grants 
you 20 points for two expended bullets, or a more difficult head- 
shot Double Kill will grant you 20 points for two bullets as well 


Hin 


Once Angel Attack is over, you can trade your points for items. 
Unlike the Gates of Hell, you can acquire as many of the same 
item as you like. You can cancel out of Angel attack at any time 
to claim the points you have accumulated. For every one point 
you earn in the game, you get 100 Halos. You can also opt for 
200 Halos per unused Arcade Bullet. If you're looking for Halos, 
you can get more for points than bullets, but trading in points 
takes time to play the game, and you need to play it well for truly 
high scores. 


Check the “Items” section of this chapter for a complete list of 
Items that can be traded in Angel attack. 


Red HotTip! There is no time limit for Angel attack, so you 
can take as long as you like and shoot only the rare Decora- 
tions for the highest possible score. 


After you have cleared the game once on Normal, a new option 
will be added to your Chapter Select Menu, and that is Play 
History. This special page shows you all the difficulty levels 

you have unlocked and has slots for each Chapter, per difficulty 
level. Each slot will hold a Statue Award for every Chapter that 
you have completed and been ranked on. You can select each 
slot to see details on your play performance within that Chap- 
ter. When you select a slot, you'll see how many Verses you 
have completed, your Combo count per Verse, and your time 
spent in that Verse. 


You can replay any Chapter you have previously completed, in 
order to gain a better ranking, and then select Update at the 


final screen after your Chapter Ranking. If you select Update, 
then your current performance will be logged to your Play His- 
tory, thus overwriting the old information. If you select Cancel, 
then you will keep the old performance data that is logged in 
your Play History. 


Red HotTip! It should be noted that, to “Complete” a 
difficulty, all you need do is receive a ranking for those 
difficulty levels in every Chapter. There is no need to start 
a new game to complete a certain difficulty level. Simply 
change the Difficulty via the Chapter Select sub-menu, 
then play the Chapter you desire to complete. 
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Character Control 


CHARACTER CONAMNOL 


LT Switch Weapon 
LB Taunt 


Back] Game Menu 


tstick Move 
f 


Cancel Witch Walk/ 
Drop Angel Arms 


© Use Items 


L3) Switch Weapon 


Li) Taunt 
Game Menu 


té Use Items 


Move 
L3) Cancel Witch Walk/ 
Drop Angel Arms 


e 
Kick t 
Pause indication > 
Punch+Kick (same time) | @+& 
Jump x 
Evade v 
Action 5 
Lock-on a 
Hold Punch KQ 
Hold Kick Gg 
Tap Punch rapidly e 
Tap Kick rapidly e 
Switch weapon - 
Taunt = 
Air technique air 
Either/or indication i 
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Evade íF 
Lock-On [RE 


Pause Menu 


Punch © 


Kick © 
Jump @ 


Action @ 


Move Camera Right 
Reset Camera 


Pause Menu [TART 
Evade 
Lock-On 


Action 
Punch 
Kick 
Jump 


Move Camera Right 
Reset Camera F 


PlayStation 3 
® button 
© button Obutton 
Short pause between two inputs 
0-0 ©+0 
@ button ® button 
Right trigger button 
@ button @ button 
Right bumper button 
Hold @ button hold @ button 
Hold © button hold © button 


Rapidly tap @ button Rapidly tap @ button 
Rapidly tap © button Rapidly tap © button 


Left trigger T button 


Left bumper button 


Must be in the air 


C E eooo 


Move 

Move up 

Move right 

Move down 

Move left 

Move towards enemy 
Move away from enemy 
Spin 

Move Camera 

Reset Camera 

Pause Menu 

Game Menu 

Use item set to up 
Use item set to left 
Use item set to right 


Cancel Witch Walk/ 
Drop Angel Arms 


doareer” 


PlayStation 3 
Left stick 

Left stick UP 

Left stick RIGHT 

Left stick DOWN 

Left stick LEFT 

Left stick towards enemy 


Left stick away from enemy 


Spin left stick 

Right stick 

Right stick button button 
‘START button button 
BACK button button 
D-Pad up button 
D-Pad left button 
D-Pad right > button 


Left stick button 
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Bayonetta is packed with fast paced action, and in order to keep 
up and stay on top, you'll need to be able to see everything that 
is happening. This means mastering the use of the camera. The 
camera will automatically follow and centre on Bayonetta as you 
move about the game, but you can manually move and centre 
the camera with the Right Stick. Proper use of the Right Stick 
during your gameplay is imperative, so you should try and famil- 
iarise yourself with the camera system early on. 


Camera Settings You can change the way the camera 
operates via the options menu. If you are used to the classic 
“flight” camera control, swap the default settings for either 
theY or X axis. 


First Person View/Reset 

The First Person Camera in the game can be accessed by click- 
ing down and holding the Right Stick. This will put the game into 
a classic first person point of view, which allows you to get a 
better look at your surroundings. However, you cannot move in 
the first person; it is only for stationary viewing. As soon as you 
move, the camera will revert to the regular third person view. 


If you simply click down on the Right Stick, but do not hold 
it, then you will reset the camera so that it is directly behind 
Bayonetta and looking forwards. 


Red HotTip! The Camera speed is set by default to 0%. We 
strongly suggest you adjust this slider to 50%, which will 
make the camera far more responsive and the gameplay 
much smoother. We find that 0% makes the camera too slow 
and sluggish for the high-intensity action of Bayonetta. 


Liumping 


One of the most basic, yet often used, moves in the game is the 
good old-fashioned jump. In Bayonetta, there is the regular jump 
and the tried and tested double jump. A jump can be performed 
by pressing Y€ at any time. After you have performed the first 
jump, and are still in the air, you can press YẸ once more to 
execute a double jump. You are limited to just two regular jumps 
before your feet touch the ground, so after you have performed 
the double jump, you'll have to touch down before you can jump 
again. However, there are a few exceptions to this. 


Wall Jump 

If you are near a wall or other suitable surface, you can make Bayo- 
netta come into contact with the surface and perform a jump off 
the surface. This is called a wall jump. A wall jump does not count 
against your regular jump tally, so it is possible to do a jump, to 
double jump, to wall jump, or any combination thereof, to get three 
jumps in a row before you must touch back down on to the ground. 


Witch Float 

This is a special manoeuvre in which you “step off” an enemy. 
The official term is “Witch Float’ but we are using the more 
common “step-off” throughout this guide. While you are in the 
air, and an enemy is close, you can get Bayonetta to come into 
contact with the enemy so that she performs a special jump or 
step-off (similar to a wall jump). When you perform a step-off 
correctly, it actually resets your jump count by one. Please refer 
to the Combat Guide Chapter for more information about the 
step-off and its unique qualities. 
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One of the most integral aspects of surviving the game is learn- 

ing to Evade properly. You accomplish an Evasion by pressing the 
Evade button, but it gets a little more complicated than that. You 

can use a regular Evasion to avoid being hit by an attack. A regu- 

lar Evasion will simply play the Evasion animation and Bayonetta 

will deftly avoid being hit. A successful Evasion will gain you one 
orb of Magic. 


Witch Time 

If you Evade within five frames (0.083 seconds) of taking 
damage, you will activate Witch Time. When Witch Time is ac- 
tive, time in the game slows to a crawl and everything except 
Bayonetta moves in slow motion. This allows you to move about 
your enemy and attack them fiercely, without them being able to 
retaliate. When Witch Time is activated, it will last for 2 seconds 
before expiring, if you do not hit an enemy. If you do attack an 
enemy, you can extend Witch Time by up to 6 seconds with a 
long and smooth-running combo. Witch Time gives you a boost in 
your combo scoring as long as it is active, so hit the enemy hard 
when it's active. >0 01 


In addition to combat, Witch Time is also a useful element in 
exploration. It allows you to walk on water as if it were solid, and 
it slows time enough for you to get past a fast re-forming Golem 
wall or a fiery environmental trap. 


Bat Within 

Bat Within is a technique you can buy from the Gates of Hell after 
you have completed Chapter V. This is like Witch Time, but your 
Evasion must be executed during the exact frame of animation in 
which damage occurs. In doing this, the damage you take during 
that frame will be negated (you get your HP back) and Bayonetta 
will dissolve into a flock of bats as the attack passes through her. 
As she re-forms into her regular self, Witch Time will be activated. 
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Air Dodge 

When you purchase the Air Dodge Technique from the Gates of 
Hell, you'll gain the ability to Evade while in the air. This is invalu- 
able for stunning aerial combat as well as for general exploration. 
When exploring an area, if you come up short on a jump and 
have no jumps left, don’t hesitate to perform an in-air Evasion 

to cover a little more distance and reach your goal. 
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There are two alternative forms Bayonetta can assume for ex- 
tended periods of time. These are Panther and Crow. There is a 
third, that of a bat, but this particular form is only part of a special 
Evasion technique (for purchase in the Gates of Hell) known as 
the Bat Within. 


Panther form 

You'll automatically gain the use of this form at the end of Chap- 
ter V. To activate it, simply double-tap © while you are walking 

or running. It doesn’t require any Magic to transform into the 
Panther, and you can remain in Panther form indefinitely as long 
as you are moving. Once you have stopped moving, perform an 
Evasion or press ™% to fire your guns and you will revert to regu- 
lar Bayonetta. Apart from running, you can jump and double jump 
when in Panther form. >20 01 


Another way to exit Panther form is to hit an enemy with a 
Catfight Claw. To do so, simply run to your foe and press @ 

or W. When you do this, pay attention to the screen, and you 
will see the distinct Magical strike of the Panther’s paw slashing 
across the screen. If you have any Magic stored, the Catfight 
Claw will consume one Magic orb in order to become more 
powerful, if you actually hit an enemy. If you only hit inanimate 
objects, or completely miss the enemy with the strike, no 
Magic is consumed. 


Crow Form 

Once you gain Panther form, Rodin will immediately begin selling 
the Crow Within technique. This technique allows you to change 
into a Crow by jumping into the air (or just simply being off the 
ground one way or another) and then double-tapping D. It does 
not require any Magic to transform into the Crow, but you are 
limited to a total of 7 seconds in this form. After that time, you 


will automatically revert to regular Bayonetta - so make sure you 
are safely over solid ground before that happens! +0 02 


You can also revert to regular Bayonetta by pressing © again 

or by pressing "® to fire your guns. As with the Panther, you 
can jump in Crow form — although it is more of an upward spiral 
manoeuvre than a jump. Since it counts as a regular jump, it 

is limited to two uses, after which you have to touch ground 
again. If you fall off an object so that you are airborne, falling to 
the ground, or if an enemy attack knocks you into the air, you 
can transform into a Crow and have two uses of this special 
manoeuvre. 


Check out our Combat Guide to learn more about Beast forms, 
where we also discuss the special attacks that you can perform 
while in Crow form. 


As you play through the game, you'll come across many items 
that you can pick up to use or just to add to your collection. The 
game is littered with breakable objects that you can attack to de- 
stroy. Destroying a breakable will often release an item. Enemies 
can drop items as well. Some special collectible items will be 
tucked away, hidden, or are even lying in plain view for you to 
pick up. On a first play through the game, you should take your 
time to fully explore every area and break everything possible. 
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Collectibles 


Collectibles are items that you'll pick up to add to your collection. 
Some are for upgrades, others are for your files (as accessed 

via the Game Menus). Acquiring them not only enhances your 
gameplay, but finding them is tied to a few special Achievement/ 
Trophies. 
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Crows and Umbran Tears Of Blood 

The first 50 Umbran Tears of Blood are Achievement/Trophies. 
The last 51 are Crows. On the difficulty levels of Normal, Hard, 
and Non Stop Climax, there are Crows scattered about each 
Chapter. Your goal is to find and capture each one. Each Crow 
counts as one of the Umbran Tears of Blood. You'll recognize a 
Crow as a small, black bird with a bright red aura. When you see 
‘one, run up to it and press "® to grab it. Do this correctly, and the 
Crow is yours. >20 03 


Be aware that some Crows are very fast or tucked well away, 

so you'll need to use a Beast form in order to capture the more 
tricky ones. Each difficulty level of Normal, Hard, and Non Stop 
Climax has its own Crow set, each placed in a different location. 
To capture them all, you'll need to play through all three difficulty 
levels. If you have a problem locating one, then please refer to the 
Scenario Guide for full details on finding and capturing them all. 


Broken Witch Heart 


Collect four to increase your Health Gauge. 


There are 40 to collect. There are 16 to collect. 


Antonio's Notebooks) 


Gives insight into the story. There are 28 to collect. 


Angelic Hymns 

Angelic Hymns are special LPs (phonograph albums) that Rodin 
can use to make a new weapon for you. As soon as you have 

a complete Angelic Hymn, go to the Gates of Hell and he will 
automatically make the new weapon for you. During a first pass 
through the game you can find six Angelic Hymns. In some cases 
the Hymns are whole, but in others, the Hymns are broken into 
two or three pieces. When they are in bits, you'll need to find all 


Collect two to increase your Magic Gauge. 


Part of the Umbran Tears Of Blood 


Witch Coffin 


Break open to find an item. 


Angelic Hymn 


Unlocks a new weapon. 


the pieces in order to make a whole LP All the pieces of one LP/ 
weapon will always be found in a single Chapter. So, if you are 
missing a piece or two after completing a Chapter, you should 
play again and search for the remainder. #1) 04 


Besides the six hidden in the game, there are three special 
Hymns that you can unlock. Please refer to the Secrets Chapter 
for more details on finding and unlocking all Angelic Hymns. 
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Consumables 


These are items that you can use to restore health or Magic, 
change your attributes, make other items and even damage en- 
emies. For a complete list of the consumables and what they do, 
please refer to the table at the end of the Items section. Here is 
some basic information about the most important consumables: 


Green Laurels and Purple Butterflies can be found in breakables 
or from enemy drops. They are used immediately you pick them 
up. They do not count as an Item Used in your ranking. 


The concoction items can be found in breakables within the 
game. These items are stored in your concoction inventory. 


The Lollipops need to be purchased from Rodin, won in Angel 
attack, or concocted. These items are stored in your Item inven- 
tory. You can use them manually via the menus, or set them 

to the D-Pad for on-the-fly use during gameplay. Using one will 
count against your Chapter rank. 


The Red Hot Shot and Magic Flute reside in your item inventory. 
The Magic Flute can be equipped to the D-Pad or used manually 
via the menus. The Red Hot Shot is used automatically when you 
die. Using a Magic Flute will count against your Chapter rank. Us- 
ing a Red Hot Shot doesn’t count per se, but since you have to die 
for it to be used, you will log a death against your Chapter rank. 
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Concoctions 


Like all good witches, Bayonetta is familiar with a cauldron and 
knows how to cook up some special recipes to make valuable 
items. The items she can make are called Concoctions. >0 01 


To make a concoction, enter the Game Menus and select the 
Item tab. Now press Right on the D-Pad or Left Stick to move 
over to the concoction side of the screen. Once there, a list will 
appear on the left-hand side indicating the number of concoction 
items required to make a specific Lollipop or the Magic Flute. 

If you kill an Angel with the Guillotine Torture Attack, they will 
always drop a concoction item. 
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When you decide what you want to create, use Up & Down on 
the D-Pad or Left Stick to rotate the concoction items to the 
desired one. Next, press and hold Y€ to select the number of 
concoction items to use (as detailed in the concoction chart). 


Once you have loaded the necessary number of concoction 
items, spin the Right Stick in either direction (as if you were stir 
ring a cauldron) to create the item. You can create as many items 
as you like up to a maximum of 99 of each in your inventory. The 
chart here shows the number of concoction items needed to 
make the Lollipops and Magic Flute. 


CX 
ER adagra Root Baked Gecko Unicorn Hom 


Green Herb Lollipop 10 - 
Mega Green Herb Lollipop 15 = = 
Bloody Rose Lollipop = = 10 
Mega Bloody Rose Lollipop = = 15 
Yellow Moon Lollipop - 10 = 
Mega Yellow Moon Lollipop 
Purple Magic Lolli 
Mega Purple Magic Lollipop 10 = 5 
Magic Flute 10 10 10 


Red HotTip! You can obtain consumable items in both 
Angel Attack and the Gates of Hell. In Angel Attack you can 
obtain more than one of the same item, even if you have 
it in the inventory. But in the Gates of Hell, if you have the 
item in the inventory, Rodin will not sell it to you — he'll 
claim it’s sold out. 


Item Overview Table 


This complete table shows you at a glance where each item can be found or what it costs, what it does, and what it's good for. 


Description 


Restores 200, 500, or 1,000 


OK HP (small, medium, or large) 


Green Laurel - 


Purple 


ox Restores four or eight Magic 
Butterfly 


orbs (small or large) 


OK Gives you three extra shots 


Arcade Bullet Tilia for Angel Attack mini-game 


Mandragora 


OK | Green concoction item 
Root 


Baked Gecko - OK Yellow concoction item 


Unicom Hom fia OK | Red concoction item 


Green Herb 


2.000 | 30 OK | Restores 1,000 HP 
Lollipop 
Mega Green 
Herb 3,500 50 - | Restores 2,000 HP 


Lollipop* 


Doubles attack strength 


Bloody Rose 
pow iea for 15 seconds 


Lollipop 


Mega Bloody 
Rose 8,000 50 = 
Lollipop 


Doubles attack strength 
for 60 seconds 


*There is a single one hidden in the game in Chapter III near Verse 10. 
tt Limited supply. 
+**Effect only lasts for the duration of the next Chapter that you play. 
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Description 


Yellow Moon Makes you invincible (no 


Lollipop a || 20 ~ | damage) for 15 seconds 
Mega Yellow i 
Le ana | © _ | Makes you invincible (no 
damage) for 60 seconds 
ollipop 
Purple Magic 
Lolipen 3,000 | 20 - | Restores four Magic orbs 
Mega Purple 
Magic 5,000 | 50 = | Restores eight Magic orbs 
Lollipop 
Red Hot Shot METAR ok Revives you automatically 
if you die 
Does 2,000 HP in damage 
et | a OK | to all enemies on screen 
Increases the size of your 
Sana: i. = = | Health Gauge by 400 HP 
Increases the size of your 
a = -| Magic Gauge by one orb 
Increases the size of your 
rie s 40 - | Health Gauge by 2,000 HP 


for the next Chapter 


Same effect as Eternal Testi- 
mony Accessory for the next 

“ Chapter (gives two Magic 
orbs that replenish; will stack 
with Eternal Testimony for 
tour orbs) 


Gold Moon 
Peari*** 


On Normal difficulty and above, you start the game with the life 
bar half full, which is worth 2,000 Health Points (HP). This is your 
Health Gauge. You can increase the Health Gauge to a maximum 
of two full bars for a total of 8,000 HP You gain increases by find- 
ing Broken Witch Hearts or buying whole Witch Hearts. 


When you take damage in the game, either from environmental 
traps or enemy attacks, you will lose HP Each time you take 
damage, you'll see a quick flash of a rose over Bayonetta. The 
rose indicates that damage has registered. If you drop below 
30% of your total HP value on any given attack, the rose anima- 
tion will be prolonged and display longer on screen. This will 
appear as a slow motion hit. Examples: For a health bar worth 
2,000 HP you'll see this animation when you drop below 600 
points. For a full gauge worth 8,000 HP you'll see it when you 
drop below 2,400 points. 


Witch Hearts 

You can find Broken Witch Heart pieces hidden in the game. It 
takes four broken pieces to make a full Witch Heart. There are 40 
Broken Witch Heart Pieces in the game to find which gives you 
10 full Witch Hearts. You can also buy five whole Witch Hearts 
from the Gates of Hell at a price of 30,000 Halos each. 


Each Witch Heart you find or buy increases your health Gauge 
by 400 HP So it will take five Witch Hearts to complete the first, 
top-most bar of your health gauge, and then another 10 for the 
second bottom bar. 


Critical Health Status 

If your HP drops to 600 or less, you will enter critical health sta- 
tus. When in this status, the game screen will be framed in red 
and you will see the vague outline of demon hands circling the 
screen, as they prepare to grab Bayonetta and drag her back to 
Hell. To clear the screen of critical status, you'll need to increase 
your health to greater than 600 HP The display of critical status 
is only there as a visual warning of impending doom. It is meant 
to alert you to the urgency of the situation, but it does not affect 
gameplay. >20 02 


Dying 

If you lose all your HP you will die. Upon dying, you will be 
given the option to Continue. If you choose to continue, you will 
register one death for the Chapter Rank of the Chapter you are 
playing and then you will be taken back to the last checkpoint 
you reached. Each death drops your final Chapter Rank by one 
full rank, so only five will be registered, as that is the maximum 
number of ranks you can fall. We'll discuss Chapter Ranking in 
more detail at the end of this Chapter. >0 03 


Red HotTip! No single attack in the game can kill you, as 
long as you have more than 1 HP of health. Instead, you'll 
simply be stripped down to that final 1 HP, no matter what 
the strength of the attack is, and then, if you are hit again 
with only that 1 HP left, you will die. This makes things rather 
interesting. In a heated battle, you can actually keep yourself 
alive by restoring very little health. All you need do is increase 
your HP to any value greater than 1, and then the next hit, 
regardless of how strong it is, can only strip the HP that is 
greater than 1. 


The full potential of the Magic Gauge is three bars, consisting of 
eight orbs per bar (24 orbs in total). You start the game with only 
one bar, or a total of eight orbs. You can increase the size of your 
Magic Gauge by finding and buying Moon Pearls. It takes two 
Broken Moon Pearl pieces to make a full Moon Pearl. 16 Broken 
Moon Pearls are scattered throughout that game for you to find; 
they will grant you an additional eight orbs. There are also eight 
whole Moon Pearls for sale in the Gates of Hell for 30,000 Halos 
each. >20 04 


You fill the orbs in your Magic Gauge by attacking the enemy and 
evading their attacks. When you have filled eight orbs (one full 
bar), the bar will collapse down to a large Moon Pearl for display 
on screen. When you see the large Moon Pearl, you will know 
that it means you have one full bar of Magic stored. 


Red HotTip! On Normal difficulty and above, you lose four 
orbs of Magic when you suffer damage. 
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Character Control 


The primary use of Magic is Torture attacks, which we'll discuss 
in further detail later in this section. Magic also grants access to 
powerful Wicked Weave versions of some of Bayonetta’s Special 
Techniques, such as Tetsuzanko. You can also use Magic for 
special manoeuvres while in Bayonetta’s Beast forms. Use of the 
Crow form's Umbran Spear and regular feather attacks requires 
‘one orb each, and the Panther form's Catfight Claw also requires 
one orb. The Crow's (® full set of feathers requires two. 


By pressing the Taunt button, you can perform a Taunt; a special 
bit of animation and a verbal remark to tease your enemy and 
goad them into battle. Taunting gains you one Magic orb, and it 
also enrages the enemy. There is a short Taunt that is activated by 
tapping the Taunt button and a long version that is accomplished 
by holding down the button for longer than a second. +20 01 


Once started, the long Taunt will play out by itself until inter- 
rupted (by either your attack or that of an enemy). The long Taunt 
is the same with every weapon, but the short Taunts change with 
the weapon you equip to your hands. Experiment with different 
weapons equipped to hands in order to see all the short Taunts. 
The weapons equipped to your feet do not affect the Taunt at all. 
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Enraged Enemies 


All enemies in the game can become enraged (extremely angry). 
They can do so on their own during combat and will always do 
so when you Taunt them. Once an enemy is enraged, it will 
change colours (Bosses will change the colour of their Halos) and 
they become physically stronger. While enraged, the power of 

all physical attacks is doubled, which means they do 2x regular 
damage. >20 02 


The increase in power only affects physical attacks (punch, kick, 
weapon strike, etc) and not Magical attacks (fireball, bearn attack, 
etc). This is because an enraged enemy is physically stronger, 
but Magic is Magic and not affected by physical strength. 


Once enraged, an enemy will remain so for 10 seconds. Attacking 
enraged enemies give you higher combo points. Defeating them 
doubles your Halo reward. But beware: the enemy is far more ag- 
gressive in its enraged state. 


== “o 


Punish attack: 


These are special attacks you can unleash on smaller enemies, 
such as the Affinity and Applaud. Executing them does not re- 
quire Magic. Bayonetta uses her equipped hand or foot weapon 
for these attacks. 


Ragdoll 

After launching an enemy into the air with an uppercut, quickly 
press @ to grab them out of the air for a Punish attack. This one 
involves knocking the enemy quickly from side to side, and you 
can then press ® for a finishing attack. This Punish attack can 
only be performed with a firearm equipped to your hands. >O 03 


Ground Punishment 
If you knock an enemy to the ground, such as by using the leg 
sweep of the {4% sequence, and then stop attacking and 
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walk over to them while they are on the ground, you can access 
a special Punish attack. Simply walk to the fallen enemy and 
press © repeatedly to perform this punishing stomp attack. If 
the enemy dies during the attack, Bayonetta will finish with a 
Wicked Weave stomp, thereby destroying the enemy. Otherwise, 
the attack will be broken off by the enemy and they will escape 
your punishment. >20 04 


Combo Punishment 

Each weapon has its own animation for these special attacks, 

so experiment with them all to see each animation. Be aware 
that only the weapon equipped to your hands affects this special 
attack. When you want to initiate the attack, use the combo 
OQAVA. The & strikes put the enemy on the ground and 
the last @ strike initiates the attack. When the attack begins, 
continue to press @ rapidly to achieve more hits while the attack 
plays out. If you don't get interrupted, this attack will run until the 
enemy dies and end with a Wicked Weave strike. >20 05 


Torture attacks 


When you have at least eight orbs of Magic stored, you can per- 
form a Torture attack. Get close to an enemy and press @+% to 
initiate it. Torture attacks are very powerful and damaging. In fact, 


Torture attacks can kill smaller enemies outright. They are also a 
good way of making healing items drop when you are killing an 
enemy. >20 06 


When the Torture attack begins, you will be able to power it up to 
a higher strength level by repeatedly pressing a button or circling 
the control stick. The commands you have to input are unique 

to when the Torture attack is being executed, and each enemy 
has its own Torture attack animation. This is good to know, as 

it allows you to start pressing buttons, even before the button 
displays shows up, and hence gives you a head start. 


Red HotTip! In some cases, more than one Torture attack 
can be executed, depending on whether you initiate it from 
the front, from behind, while the enemy is lying on the 
ground, or while the enemy is in the air. 


Special Eternal Grave Torture attack 

Each type of Torture attack you can trigger plays through the 
same animation; all except the Eternal Grave attack which has 
three possible endings. 


When you knock certain enemies like the Affinity to the ground, 
and they are lying there, the Torture attack you trigger will be a Eter- 
nal Grave Drop, There are three possible drops during this attack. 

If your Torture attack score is 65 or less, a small Eternal Grave will 
drop. If you have a score of 70 or more, there will be a random drop 
between a Large Eternal Grave and a 16 Ton Weight. +0 07 


A Combo is a combination of attacks that you string together in a 
set pattern. Each pairing of weapons in a Weapon Set has its own 
set of recognized combos. In most cases they are the same as the 
@&@ combo that all weapons share. In other cases, a weapon 
pairing may have a unique combination not shared by the other 
weapon pairings. You can view the full set of recognized combos 
for each weapon pairing by accessing the Tomb Of Umbran Arts 
(Techniques) via the File tab displayed in the Game Menus. 


Dodge Offset 


Dodge Offset is a system that allows you to continue your current 
combo string, even after Evading an attack. Simply hold down the 
button you used in your combo (@ or W), and quickly tap Ẹ to 
Evade. As long as you're still holding your last attack button, your 
position in the combo will be remembered, so you can continue af- 
ter the Evade just where you left off. This is an extremely powerful 
tool that opens up many possibilities within the combat. See the 
Combat Guide Chapter for much more detail on this subject. 


AWicked Weave is a special Magical attack that Bayonetta executes 
using her hair. Wicked Weaves have to build up power before they 
can be released, although it is possible to release an instant Wicked 
Weave strike using the Tetsuzanko, Heel Stomp and Witch Twist 
techniques, at the cost of Magic orbs. The minimum combo string 
that can build enough power for a Wicked Weave attack is three 
inputs, such as the @%@ combo. The power of a Wicked Weave 
attack is dependent upon the weapon being used, and whether the 
weapon is equipped to the hands or feet. >0 08 
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Character Control 


Infernal Demons 


When you face certain enemies, such as the Beloved, you will 
need to finish them with a special attack called a Climax Kill. This 
is very similar to a Torture attack but uses Bayonetta’s Infernal 
Demons to do the killing. Infernal Demons are demonic entities 
that use Bayonetta’s hair to gain physical form. +0 01 


When you have stripped the enemy of all its HP a display will 
appear, informing you that you need to press @+®& to finish the 


[Bears Toenni 


enemy. Do this, and a special animation will play out showing the 
Infernal Demon taking shape. Once it is formed, you can repeat- 
edly press the button indicated on screen to increase your kill 
bonus. You don't have to push the button but, if you do, you will 
get a higher bonus — the bonus is the number of Halos you get 
for the kill. This bonus is given immediately and is independent of 
any Chapter ranking bonus. 


Red HotTip! If you don’t use the Climax Kill after two tries, 
the enemy will die the third time you strip its health away. 
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Tec 


Rodin sells special combat techniques. Some are just nice to 
watch, while others are extremely effective in tight battles. 

The file in the Game Menu titled “Tome of Umbran Arts” and 
their “Special Techniques’ lists all the techniques you have 
purchased. In the file you will also find a description of each 
Technique and how to trigger it. You also have the option of 
turning the Techniques on and off. This is handy if you find that a 
certain Technique you have purchased is accidentally being trig- 
gered while you are playing the game or trying to pull off another 
technique with similar inputs. 


| _Tecniques| Pics L [Description 


Input command 


Air Dodge 10,000 Evade while airborne. Y in mid-air 
Stiletto 20,000 Dash forward with your hand weapon. LLES Gx e+b+@ 
Heel Slide 20,000 Dash forward with your foot weapon. BB+ eo G++ 
Tetsuzanko 30,000 Powerful Shoulder Barge attack. Instant Wicked Weave if Magic is available. ese 
Heel Stomp 30,000 Powerful long-range Stomp attack. Instant Wicked Weave if Magic is available. e6e 
Breakdance 15,000 Special dance attack Hold Y 
After Burner Kick 20,000 Jump and then dash to the enemy while airborne. eee = xe 
Witch Twist 15,000 Special spinning attack that Launches enemies. Instant Wicked Weave if Magic is available. | Hold Y + @ 
Umbran Portal Kick 15,000 Special warp attack Hold Y+ & 
Bat Within 30,000 Negate damage during an Evasion. P the moment you get hit 
Crow Within 20,000 Change into Crow form. P Vin midair 
Umbran Spear Dash immediately to the enemy while in regular Crow form. ee 
Total 
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Accessories 


Rodin sells accessories that grant you a special powers. Some 
require the use of Magic, while others are free for you to use 
as often as you like. You can equip an accessory in the Game 
Menu to either your right or left arm. Once equipped, you can 


see the accessories on her arms as you play the game. Some 
of the accessories Rodin sells need to be unlocked before you 
can buy them. Please refer to the Secrets Chapter to learn more 
about unlockables. 


Rodin’s Alternative Weapons 


Summon Doppelganger to fight alongside you, thus increasing your attack damage for regular 


Summons butterflies that will absorb damage so that you are not hit by an enemy attack. Consumes your Magic Gauge. 
‘Triggers Witch Time automatically when you take damage. Regular Witch Time via an Evasion is disabled 


Lets you activate Witch Time by holding the Taunt Button. Regular Taunts are disabled. Regular Witch Time 


Puts all weapons in Boss Mode so that each strike is a Wicked Weave. Play History updates are disabled when this is used. 


Serger: Lover 100,000 physical attacks. Consumes your Magic Gauge. 

Infemal Communicator 100,000 Summon Little Devils that you can launch at your enemies. Consumes your Magic Gauge. 
Pulley’s Butterfly 100,000 

Selene’s Light 100.000 

Star of Dineta 100.000 | Gain health (100 HP) by Taunting an enemy. 

Evil Harvest Rosary 100,000 | Disables Witch Time during an Evasion, but plants a powerful bomb instead. 
Gaze of Despair 100.000 _ Puts all enemies in the enraged state. 

Moon of Mahaa-Kalaa 200,000 _ Allows you to Parry and counter enemy attacks 

Etemal Testimony 500,000 _ Give you two free Magic orbs that always replenish. 

Bracelet OFT nie 200,000 Via an Evasion is disabled. Consumes your Magic Gauge 

Climax Brace 500,000 

Immortal Marionette 100,000 


Total 2,200,000 


Activates Automatic combat mode. Combo points are halved in difficulty levels above Normal 
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WEAPONS 


Bayonetta has an incredible arsenal at her disposal. You start 

the game with only regular handguns, but you can unlock more 
‘weapons by finding Angelic Hymns within the game. Take these 
Hymns to Rodin and he'll craft a new weapon for you. The fol- 
lowing descriptions give you a brief overview of what to expect 
from your six basic weapons that can be unlocked during a first 
pass through the game. For more detailed information about 
each weapon please refer to the Combat Guide. For details about 
the secret weapons, check out the Secrets Chapter. 


Upon acquiring certain weapons, Rodin will begin selling the Al- 
ternative Version of it. Buying the Alternative Version allows you 
to equip the same weapon to both hands and feet simultaneous- 
ly. Besides slight cosmetic differences, the Alternative Versions 
are identical to their counterparts in function and damage. 


Rodin’s Alternative Weapons | 


[An Weapons | Halo PRS aileron 
Onyx Roses 69.800 Acquire Onyx Roses in the game. 
Lt. Col. Kilgore 99,800 Acquire Lt. Col. Kilgore in the game. 
Durga 129,800 Acquire Durga in the game. 


Total 299,400 


carborough Fair 


Unlock with: Complete the 
Vestibule Chapter. 


A set of four enchanted hand- 
guns that can be equipped to the 
hands and feet simultaneously. 
This weapon is fast and makes 
for stunning high-speed combos. 
Notable special quality: Can shoot 
out of a combo attack by holding 
@ or & during the move. 


onres 


Unlock with: Angelic Hymn 
Trois Marches Militaires 
(1 piece: Chapter |) 


A pair of enchanted shotguns that 
can be equipped to either hands or 
feet. A bit slow, but good power. 


Notable special quality: Incredible 


f combo boost for %& %(% combo. 


Unlock with: Angelic Hymn 
Quasi Una Fantasia 
(1 piece: Chapter II) 


A Katana that can be equipped to 
hands only. This is a fast weapon 
and one of the most powerful you 
can equip to your hands. Notable 


special quality: Charge attack by 
holding @. 


EA 
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haracter Control 


Unlocked with: Angelic Hymn 
Fantaisie-Impromptu 
(2 pieces: Chapter II!) 


This is a whip. It's fairly slow 
with moderate power. It can be 
equipped to hands only. Notable 
special quality: Ability to pull an 
enemy to you 


Unlocked with: Angelic Hymn 
Sonate in D K. 448 
(3 pieces: Chapter V) 


A set of Magical claws. These 
Operate in either Fire mode or 
Lightning mode. Fire mode is 
very slow, but powerful. Lightning 
mode is very fast, but lacks the 
power of Fire mode. You can equip 
Durga to either hands or feet. No- 
table special quality: In Lightning 
mode, speed and electric blast 
attack; in Fire mode, extremely 
powerful firebomb attacks. 


Unlocked with: Angelic Hymn 
Les Patineurs Waltz op. 183 
(3 pieces: Chapter VI) 


A pair of ice skates. These can be 
equipped to feet only. Fairly fast 
with moderate power. Notable 
special quality: Increased move- 
ment speed and ability to freeze 
an enemy. 


= Unlocked with: Angelic Hymn 
Messiah, HWW. 56 
(3 pieces: Chapter IX) 


This is an enchanted bazooka that 
can be equipped to either hands 
or feet. It's a very slow weapon, 


F but extremely powerful. 
Ke iuro Attack 
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The weapons the Angels use are called Angel Arms. You can ac- 
tually claim these for your own use. In general, you have to use 
a Torture attack to make the enemy drop its Angel Arm. Some 
enemies drop their Angel Arms automatically on death, such as 
the Beloved, and on occasions, some will drop their weapons 
freely. Typically, however, you need to use a Torture attack. Once 
the weapon has been dropped, walk over and you'll be given the 
option to pick it up. 


Angel Arms can't stand up to Bayonetta’s demonic powers for 
long, and will break after a bit of use. The amount of use the 
Angel Arm can withstand is displayed in a special icon on the left- 
hand side of the screen when you pick it up. A small bar beneath 


Angelic Spear / Angelic Halberd 


Dropped: Affinity A, Affinity E 
and Applaud B 


This long polearm has incredible 
reach. It’s most impressive attack 
is its Pole Dance attack, which you 
can unleash by pressing W. Using 
this attack in a crowd is nothing 
short of phenomenal, as it hits all 
enemies close to you and fills your 
Magic gauge quickly at the same 
time. 


Dropped: Affinity B 


A golden trumpet with a power 
ful punch. It's good for long-range 
attacks, but be careful with the & 
attack as it is slow to start up. A 
great way of using this is to jump 
into the air and fire the trumpet 
with @ while you are airborne. 


Dropped: Affinity C 


This is a large sousaphone, a 

type of tuba, and it is a very slow 
weapon indeed. However, use 
Witch Time first to slow your foes, 
then get amongst them and use 
the devastating © attack to hit 
every enemy around you. 


the icon will slowly decrease in length as the item begins to 
become unstable. Once the bar reaches zero, the Angel Arm 
will disintegrate. 


Each angel arm has a unique @ and © attack. The W attacks are 
generally more powerful and will often break the Angel Arm with 
one use. Also, the © attacks are slow to begin, which means 
an enemy could hit you before the attack actually starts, so be 
aware of the surrounding enemy when deciding how to use an 
Angel Arm. 


Red HotTip! Once you have picked up an Angel Arm, you 
can drop it by clicking down on the Left Stick. 
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Character Control 


Dropped: Affinity D 


This chained weapon consists of a 
short handle and a spiked ball. Its 
swinging attacks effectively Stun- 
lock any enemy it hits, making it 

a good choice for use in a crowd. 
Its reach is limited, but it can hit 
multiple enemies all around you 
with very powerful strikes. 


Dropped: Applaud A 


This dual-purpose weapon has 
two modes of attack. Pressing @ 
will initiate sword attacks, while 
pressing % will unleash long- 
range arrow attacks. The long 
range © attacks are extremely 
powerful against all enemy types. 


Dropped: Ardor A & B 


This is a very large sword with 
slow attacks, making it a tricky 
weapon to use for @ attacks. 
However, the © attacks, while 
weaker, are much faster. When in 
a crowd, opt for the W attack to 
avoid being hit by faster Angels. 


Great Axe / War Hammer 


Dropped: Beloved & Braves 


This weapon is truly powerful, 
but very slow. When faced with 
a large crowd, players should opt 
for the @ attack, with its large, 
circular attack radius. The ® 
attacks are much better suited to 
attacking dangerous foes at long 
range. 
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Dropped: Grace & Glorious 


These melee claws come with a 
nice grapple attack that allows you 
to drag distant enemies to you for 
attacks at close quarters. Holding 
W will charge a flaming Inferno, 
allowing you to move freely 
around the area, damaging nearby 
enemies. 
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AÀ Dropped: Glory & Gracious 
The @ attack and the grapple func- 
tion on this weapon are shared 
with the Fire Claws. Pressing ® 
with the lightning claws exchang- 
es the close-range damage of the 
Inferno for an extremely long- 
range attack that shoots electricity 
along the ground. 


r 
Chainsaw 


Equipped automatically after 
Harmony is defeated through 
Torture Attack. 


This weapon handles similarly 

to the Great Sword of the Ardor, 
but it's not nearly as powerful. 
Be wary of using it in crowds. It's 
best to use it after you have acti- 
vated Witch Time, or even while 
airborne. 


You won't see this one often. It's a 
large key you need to use to clear 
certain Verses. However, upon kill- 
ing the Angel carrying it, you can 
use it as a weapon. It performs 
identically to the Great Sword of 
the Ardor and has the same attack 
values. 
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Bayonetta is about more than just hacking and slashing your way 
to the end. On the contrary, the intricate combat system and 
near limitless customisations available make the ultimate testing 
ground for challenging your skills. Not only can youchallenge your- 
self to reach the penultimate Pure Platinum ranking in combat, 
but there are also a few set challenges that the game specifically 
places before you 
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Verse Ranking 


At the end of each Verse you receive a ranking and a Medal for 
your performance in that Verse. Ranking in a Verse is based on 
three things: Combo Points, Time, and Damage. When you finish 
a full Chapter, you receive a Statue Award based on the summa- 
tion of your Verse Medals. 


In a Verse, all three aspects are ranked equally. Each aspect can 
gain from the maximum Platinum rank all the way down to the 
lowest rank of Stone. Each rank level is worth a set number of 
points. Check out the Pure Platinum Battle Guide for the exact 
requirements of each Medal in each category of each Verse. 


Red HotTip! The only way to achieve Platinum in Damage 

is to sustain no damage at all. 

CER Your Verse ranking is achieved by 

[ Mme Points summing the total point values for 

Platinum 4 your Medals in Combo, Time, and 

Gold 3 Damage and then dividing the total 

Silver 2 by three. The resulting number is 

Bronze 1 then rounded up if the decimal point 
0 is 5 or greater. For example, if you 


Stone 


32 


achieve Platinum in Combo, Gold in Time, and Platinum in Dam- 
age, then you have a score of: 4 + 3 + 4 = 11. Divide 11 by 3 and 
you have 3.66, which is rounded up to 4.0, which grants you a 
Platinum Rank for the Verse. >20 01 


Conversely, if you achieve Platinum in Combo, Gold in Time and 
Gold in Damage, then you have a score of 4 + 3 + 3 = 10. Divide 
10 by 3 and you have 3.33, which is rounded down to 3.0, net- 
ting you a Gold Rank for the Verse. 


A special Medal called Pure Platinum is obtained if you achieve 
Platinum in all three categories of Combo, Time, and Damage 
in a Verse. Pure Platinum counts as five points for your Chapter 
ranking, 


Chapter Ri g a 


Chapter ranking works in the same way, except that it sums all 
your Verse Medals and divides this number by the total number 
of Verses. As with Verse ranking, decimal points of 5 or higher 
are rounded up to the next whole number, while those that are 
less than 5 are rounded down. Let's look at Chapter 1 as an 
example. Chapter | has seven Verses, so let's assume these are 
your achieved medals: 


Platinum 


Platinum 
Gold 
Silver 
Pure Platinum 
Gold 
7 Platinum 


Points 
4 
4 
3 
5 
3 
7 
Tota 
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In this example, the summation of your Verse score is 25 points. 
There are seven Verses in Chapter | giving us 25 + 7 = 3.57, 
which is rounded up to 4.0 for an overall Platinum Ranking in the 
Chapter. So it is entirely possible to get low Medals on some 
Verses and still get an overall Platinum rank. #7 02 


Red Hot Tip! The only way to get a Pure Platinum Statue 
for a Chapter is to get Pure Platinum Medals for all Verses. 


If you miss or skip a Verse, it counts as 0 (just like a Stone 
Medal), and your total score is still divided by the total number of 
Verses. This means skipping a Verse can drastically lower your 
score, so it is advisable to always complete a Verse, even if you 
only get a Bronze or Silver award. Every point will help in the final 
arithmetic of your Chapter ranking. 


Along with your final rank, you also get Bonuses for completing 
the Chapter (Award) for not using an Item and for Boss encoun- 
ters. These bonuses are given to you as Halos. In addition you 
will gain 10% of your total Chapter Combo score in Halos. So, 

if you have a combo score of 26,300, you'll gain 10% of that, 
which is 2,630 Halos. Add that to your Bonuses and you can rake 
in some serious Halos 


Death And Using Items 

If you die during a Chapter, you accumulate one death tally on 
your Chapter rank. A death will lower your final Chapter rank by 
one full level. Since you can only drop a total of five ranks (from 
Pure Platinum down to Stone is five levels), the most deaths the 
game will track per Verse or Chapter is five. If you do well and 
have the numbers for a Platinum rank, but you suffered 1 death 
along the way, you will only receive a Gold rank. 


Using an Item counts as a partial death, as indicated by the red 
skull icon in the Items Used section of your Chapter ranking. A 
partial death greater than 50% is rounded up to a whole death. 
This chart shows the percentage of a death each item counts for. 
You'll see that some items are less than 50%, which means you 
can use them without them counting as a whole death, so your 
rank will not be lowered. However, item use is cumulative, so if 
you use a Small Green Lollipop (20%) and a Mega Green Lollipop 
(40%), those two add up to a total death of 60%, which will be 
rounded up to a whole death, lowering your rank. 


Item Death Value 
Ci eath Count 


Green Herb Lollipop 20% 
Mega Green Herb Lollipop 40% 
Purple Magic Lollipop 20% 
Mega Purple Magic Lollipop 40% 
Bloody Rose Lollipop 30% 
Mega Bloody Rose Lollipop 60% 
Yellow Moon Lollipop 30% 
Mega Yellow Moon Lollipop 60% 
Magic Flute 40% 
Red Hot Shot 100% 
—_ 7 o : 


Umbran Tears Of Blood 


These consist of 101 special challenges. The first 50 are Achieve- 
ments/Trophies that you can unlock. The last 51 are Crows that 
you can find and capture within the game. You can view your 
progress in finding and achieving all 101 Umbran tears Of Blood 
by viewing the Rarities file in the Game Menus’ File tab. There is 
also an option to view the Umbran Tears Of Blood via the Extras 
option of the Title Screen. However, the Title Screen option does 
not display the number of Crows you have captured; only Achieve- 
ment/Trophies are shown. The Scenario Guide shows how to 
catch all Crows in every difficulty level. Can you get them all? 


= E 
Leaderboards 


If you are connected to Xbox Live or the PlayStation Network, 
you can access the leaderboards for Bayonetta. Your play per- 
formance is automatically uploaded to the leaderboards, and 
you can then view how you rank amongst the other players. 


The first option to choose is the ranking for Time or Combo 
scores. Next, you can choose to display rankings for all Award 
levels, or just Platinum and Pure Platinum. The third display 


option allows you to choose to view the difficulty level. You can 
choose Normal, Hard, or Non Stop Climax. Finally, you can display 
the Chapter for which you want to view the results. You can view 
results for any of the Chapters you have already completed for 
the selected difficulty level. 


When you have displayed the results screen, you can sort the 
results by High Score, Friend's Score, or Your Score. You can 
improve your ranking by replaying Chapters for better scores and 
then choosing the Update option at the end of the Chapter to 
update your Play History. 


If you clear all 21 Alfheim Portals in the game, you'll unlock the 
Lost Chapter in the Chapter Select menu. This is the Angel Slayer 
Chapter, which is a special battle arena of sorts. You are faced 
with a series of Alfheim type battle grounds where you must 
defeat every enemy in order to progress to the next battle. There 
are five Verses, and each Verse has 10 battles, with the exception 


of the 5th Verse, which has 11, giving you a total of 51 battles to 
clear. >0 03 


The Verses increase in difficulty as you progress. Verse 1 is on 
Normal difficulty, Verses 2 and 3 are set to Hard, and Verses 4 
and 5 are set to Non Stop Climax. As with Alfheim Portals, you 
are not allowed to use items during Angel Slayer. This means you 
start with full health and must make it all the way to the end with 
one life. If you die, you will have to start again from the beginning 
— there is no continue or saving in Angel Slayer. For a full strategy 
on how to accomplish this ultimate challenge, please refer to the 
“Clearing Angel Slayer” section which you will find in the Secrets 
Chapter. 


~e 
Ultimate Boss Fight (222) 


This hidden Boss Fight is the hardest the game has to offer. We 
won't divulge the details here but will refer you instead to the Se- 
crets Chapter. However, we will give you a hint: it's related to an 
unlockable treasure that Rodin sells in his shop. Can you uncover 
this ultimate Boss Fight on your own? Are you prepared to face 
your ultimate challenge? 
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Chapter 2 


You'll be guiding Bayonetta through an esoteric adven- 
ture filled with bloody combat and a nearly unfathomable 
amount of hidden collectibles. The key to your success lies 
as much in your adventurous exploration, as it does your 
stylish combat. In this chapter we will guide you through 
the entire game and reveal the exact location of every col- 
lectible. Use this chapter to ensure you don't miss a single 
item, so that you are completely upgraded and armed to 
teeth. Being fully prepared is your first step to the ultimate 
victory of a Pure Platinum ranking. 
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OUT THIS CHAPTER 


In this Scenario Guide, we will take you through the game using 
maps and text pointers. You'll notice this Scenario Guide is rather 
brief and doesn't go on and on with mountains of text. This is by 
design. Our goal here is to show you the basic path through the 
game while also allowing you to play it as you see fit. This will 
allow you to develop your own play style and ensure an enjoyable 
gaming experience. 


Of considerable interest in this Scenario Guide is that we have 
left no stone unturned. We show you where every collectible is 
located, By following this 
guide, you will acquire 
every upgrade and weapon 
there is to be had. We also 
show you the locations 

of all the Crows spread 
across the three difficulty 
levels of Normal, Hard and 
Non Stop Climax. With this 
information, you'll not only 
be able to find these birds, 
but you will also be able to 
successfully bag them. 


Consider this Scenario 
Guide as being like a col- 
lectible check list of sorts. 
Follow it carefully during 
your first run-through of the 
game, and you will not only succeed, but will come through fully 
upgraded and sporting every weapon you can possibly find on a 
single pass. From there, you can then concentrate on replays and 


Platinum ranking without having to worry about missing anything. 


This vast array of information will be presented as follows. 
oi) In-game Chapter Title 
Chapter overview map 


This map shows you the location of all the Verses and any 
collectible items that are present. 


IE) chapter Info 
The Chapter Info is a quick glance table that discloses 
vital information about the Chapter and its collectibles. 


E) Verses 

This entry details the number of Verses in the chapter as well as 
how they are broken down. A regular Verse is one you'll easily 
trigger as you make your way through the game. A hidden Verse 
is an enemy encounter in an out-of-the way location. These typi- 
cally require that you do some backtracking to trigger them. An 
Alfheim Portal is a special battle where your combat is restricted 
by the rules of that particular portal. Alfheim Portals also require 
that you do a little backtracking or searching in order to find them. 
The entry here is in the format of: (6 / 1H / 1A). This shows there 
are 8 Verses total in the Chapter — 6 regular Verses, 1 hidden 
Verse, and 1 Alfheim Portal. 


5) Antonio's Notebooks 

This entry will let you know how many of Antonio's Notebooks 
you can expect to find in the Chapter. If you look to the in-game 
files and find you are missing one of Antonio's Notebooks, this 
entry will help you figure out where it is. 


ca] Broken Moon Pearls 

Collect two Broken Moon Pearls to increase the length of your 
magic gauge. There are 16 pieces in all for a total of 8 increases. 
This entry tells you how many are in a Chapter, as well as how 
many you should have found by that particular time in the game. 
Besides in-game pieces to find, there are also 8 complete Moon 
Pearls to be bought from the Gates of Hell for 30,000 Halos each. 
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Broken Witch Hearts 

Collect four Broken Witch Hearts to increase the length of your 
health gauge. There are 40 pieces in all for a total of 10 increases. 
This entry tells you how many are in a Chapter, as well as how 
many you should have found by that particular time in the game. 
Besides in-game pieces to find, there are also five complete 
Witch Hearts to be bought from the Gates of Hell for 30,000 
Halos each. >20 01 


5) Crows 


Crow locations change depending on the difficulty level. Each 
difficulty level has its own set of Crows that you must find and 
capture in order to complete all 101 of the Umbran Tears Of 
Blood. The Crow entries in the Scenario Guide indicate the spot 
where the Crow resides, as well as the difficulty level you'll need 
to be playing to find it. Also listed is the Crow's number which 
corresponds to the in-game Rarities numbering system. The en- 
try here is in the format of: 6 (2N / 2H / 2C). This shows there are 
6 Crows total in the Chapter: 2 on Normal difficulty, 2 on Hard, 
and 2 on Non Stop Climax. >O 02 


6) Angelic Hymns 

Angelic Hymns are special LPs that Rodin uses to make new 
weapons. This entry will let you know which weapon you can ex- 
pect to find in the Chapter. It should be noted that some Hymns 
are broken into pieces, so you will need to find all of the pieces in 
a Chapter in order to complete the LP 


Red Hot Note: It is strongly suggested that you read the 
Getting Started Chapter prior to starting a new game. That 
chapter is loaded with vital information that will make play- 
ing the game a bit easier, as well as increasing your overall 
knowledge of the game's mechanics. 


HE 


H HONTS 


When you start a new game, it opens with you controlling Bayo- intricate combat system. There are no penalties here, and you 
netta alongside Jeanne. During this section, you'll be attacked can not die, so go ahead and cut loose. Experiment with different 
by many Angels, but you are not restricted by health or damage combos like @@@&&&, GG, and so on. 

at all. Instead, consider this a free time to get familiar with the 


3 PROLOGUE: THE VESTIBULE 


Verse 1: Cemetery Tutorial 

This area begins with a tutorial on basic gameplay. As the cut- 
scenes play out, it’s interesting to note that Angels exist on a 
different plane to Humans. Thus, Bayonetta uses witchcraft to 
cross over to their plane of existence to do battle, which is why 
Enzo can't see what is causing all the ruckus about him. 

of ering four of 
After the cutscenes are done, you will have control of Bayonetta ther mit of your 
in a cemetery. You'll immediately be taken to a tutorial that covers 
basic gameplay. During the tutorial, follow the onscreen prompts 
and perform the actions indicated to advance. Once you have 
performed the indicated action, you are free to keep playing with 
the combat in the current tutorial, or you can press the “Game 
Menu” button to move on to the next tutorial section. It should 
be noted that the tutorial will only activate the first time you play 
through this Chapter; subsequent replays after a proper save will 
be devoid of this tutorial. >0 03 


When you have cleared the first section of the tutorial, you'll be 
free to battle several Angels. After you have killed them all, a set 
of flying Angels will enter the cemetery from the rear. Once they 
are close to you, and the final section of the tutorial will begin. As 
before, perform the actions indicated and then press the “Game 
Menu” button to progress. 


After you have finished the last section of the tutorial and killed bd 
all of the enemy, you'll trigger the next cutscene. When the Fora rena kick 


scene is over, jump through the hole in the fence down to the press ®. 
next area. There you'll be faced with one last round of Angels. 
Kill them all to finish this Verse and receive your ranking 


Verse 2: The Plane Gi 


The goal during this Verse is to use three Torture Attacks. A 
Torture Attack becomes available once you have filled eight orbs 
in your magic meter. You start the game with just eight orbs, but 
you'll be able to acquire more as the game progresses. 


Attack the enemy to fill your magic gauge. If you take a hit, you ee 


will lose four orbs per hit, so avoid taking damage at all costs. we i L TNO y 
Once you have filled your gauge, get close to an enemy and X SX $ 
press @+%& to initiate the Torture Attack. During this section, all Í Tam 


Torture Attacks are Megaton events which require you to press 
=% rapidly for 2 seconds. Press the button quickly to fill the 
Megaton gauge which will increase the strength of the attack 
as well as award you a higher Halo bonus. >20 04 
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Verse 1: Central Station Platform 


There are many breakables scattered about the Train 
Station. It's worthwhile to take a little time to go about Q 
smashing everything to collect items. Of particular inter- 1/16 
est is a hidden Broken Moon Pearl. If you destroy every 

bench on the second floor of the station, the train will leave. Once 
the train is gone, you can collect the Broken Moon Pearl that is ly- 
ing on the tracks. When you're ready, go through the doors at the 
rear of the station on the ground floor. Be sure you're done before 
going through the door as it will lock behind you. = 01 


Red HotTip! When the train leaves, get on its roof and ride 
it into the tunnel. Doing so will net you an easy 10,000 Halos. 


Dyr Normal Hard Non Stop Climax 


This Crow resides at the rear of the station on the 
left-hand side. To easily grab it, get on top of the train and run 
down its length to the rear. As you get near the Crow, you'll 
see its distinctive red glow. Jump down from the train so that 
you land right on top of the bird and immediately hit "® to 
make the grab. 


You'll encounter a magical wall at the bottom of the stairs. Attack 
the wall repeatedly to shatter it, after which you have 5 seconds 
to go through before it reforms. Move forward and drop down 
into the hole ahead to find a Witch Coffin. Destroy it to get a key. 
Return to the magical wall with the key and kill the enemies that 
spawn there. Now use a well timed double jump to get over the 
hole and reach a door you can use the key on. Once you use the 
key, this Verse is over. 


Verse 2: Witch Statues 


You'll immediately come to a small book lying on the floor of the 
room ahead, This is one of Antonio's Notebooks. After 
you have the book, inspect the two statues near the 
water. This will trigger an enemy encounter. Destroy all 
the Angels to end this Verse. 
#1: A Voyage Towards the Truth 
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Verse 3: Alfheim Portal 


Defeat all the Angels before time expires! 
Enemies can be defeated during Witch Time. 


This Verse is actually hidden and takes some work to find. 

After clearing Verse 2, inspect the statues again. You need > 
to use these statues to activate Witch Time so that you 2/16 
can run across the water ahead. Run across the water to 

the far side. You will need to destroy the Golem Wall you will find 
there. Doing so activates an elevator, but do not get on the elevator 
just yet. Instead, back track to where you found the key in Verse 1. 
Destroying the wall has opened a hidden Alfheim Portal there. 
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Verse 4: The Gates Of Hell) 


Get on the elevator and you'll automatically ride it up. It should 
be noted that once you ride the elevator up, you can't come back 
down, so make sure you are ready to go. 
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Once you reach the next area via the elevator 
ride, look to your left and you'll see a small grassy area. This 
Crow is hiding in the grass there. Jump over the wall just left 
of the railing and you'll land right on top of the bird. As you do 
this, be quick to hit "$ and snag the Crow before it flies off. 


Move forwards down the hall to the small area ahead 
where a scene will trigger. After the scene is over, a new 
element will have been added to the game: the Gates Of 
Hell. This gateway takes you to the Gates of Hell where 
you can use the Halos you have collected to buy items. The gate- 
way will be off to your left. To your right you'll see a balcony high 
up on the wall. Use well timed double jumps and wall jumps to get 
onto that balcony and find a Broken Witch Heart. >20 02 


1/40 


Chapter | 


Red Hot Tip! Air Dodge is an excellent Technique to buy at 
this point in the game. 


Head out into the plaza and you'll see one of Antonio's 
Notebooks lying clearly in the path. On the right and 
just off the path you'll find a Witch Coffin amongst the 
trees. Attack it repeatedly to destroy it and release 

its contents: a Broken Witch Heart. Near the Witch 
Coffin is a small gazebo that has a table with a jar on it. G 


2/40 


Destroy that jar to find an Arcade Bullet for use in the 
Angel Attack mini-game. 
#2: The Crystal Witch & Sage 


Re Normal Hard Non Stop Climax 


After you have Antonio's Notebook, look ahead 
and you'll see this Crow perched on top of a wall near the 
fountain. Run down and get just beneath the Crow, and then 
jump up for the grab. If you miss, run back to the head of the 
stairs. The Crow will come back and allow you to try again. 


Normal Hard Non Stop Climax 


Near the Witch Coffin where you snagged the 
Broken Witch Heart is where this Crow is perched on a street 
light. You can grab him by walking down the right-hand side of 
the stairs and looking to your right. Once you see the Crow, 
get close and use a well timed double jump from the stairs to 
bump into the Crow and grab it. 


When you're ready, move past the fountain in the centre of the 
plaza and you'll trigger an enemy encounter. Destroy all of the 
Angels to end this Verse. You'll see that the last Angel dropped 
an Angelic Hymn. +0 01 


Angelic Hymns can be traded for new weapons. Now that you 
have this one, it's a good idea to backtrack to the Gates Of Hell 
that recently opened so that you can claim your new weapon. 
Just enter the shop, and Rodin will do the rest. Acquiring this 
‘weapon will also open the alternate version for purchase in the 
shop. Buying the alternate version allows you to equip 
the weapon to both your hands and your feet simulta- ® 
Trois Marches Militaires (1/1) - Onyx Roses 


neously. 
Qo Normal Hard Non Stop Climax 


After clearing Verse 4, run forwards to the door 
that leads to Verse 6. As you get close, look up and to your 
left. There you'll see this Crow perched on a stone archway. 
Get just beneath it and then perform a double jump. At the 
apex of your jump, immediately hit "§ to grab the Crow. 


idden Battle 


After you have completed Verse 4, Verse 5, a Hidden Battle, will 
be available. To trigger it, backtrack all the way to the elevator. 
Once you enter the elevator area, the enemies will spawn. Kill 
them all to clear this Verse. 
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Verse 6: Cramped Encounter 


After clearing Verse 5, return to the regular path and 
move forwards. You'll soon come to a door. Approach 
it and press ™® to open it. Once through the door will 
close behind you, so make sure you are truly ready 
to proceed. Once you are in the next small room, enemies will 
spawn. Take them all out to clear this Verse. Now, get up onto 
the balcony on the left to find a Broken Witch Heart. 


3/40 
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Verse 7: Flashback Batlle 


After clearing Verse 6, attack the Golem Wall to break it and make 
your way to the next area. As you move forwards, you'll trigger a 
scene and will be submersed into a flashback from Bayonetta’s 

past. Once you defeat the Angel here, the Verse will end. =) 02 


Re Normal Hard Non Stop Climax 


When the Verse is over, return to the start of the 
area where the Golem Wall is located. On your left, perched 
on the railing, is a Crow you can grab. Just run up under it, 
jump, and immediately hit "% to grab it. 


Sa __) 
Verse 8: Skyclad 


of Antonio's Notebooks lying on the floor in front of a 


As you make your way down the path, you'll find one © 
Gates Of Hell entrance. 


#3: A Witch's Brew 


CHAPTER II: 


GRID, C 


After grabbing the book, go right down the path where a large 
Angel will begin climbing up the wall. Attack this beast to make 
him throw the bridge you are standing on. Then be ready for a 
Jump QTE. 


QTE +H 


After you succeed at the jump, you'll need to run down the 
stairs. At the bottom, the Angel will reappear and begin climbing 
the stairs after you. Don’t hang around on the stairs, or you'll fall 
to your death as they crumble. Make your way back to the top 
and engage the Angel. Kill it and then this Verse, as well as the 
Chapter, is finished. 
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Verse 1: Flashback With Jeanne 
This Verse places you in a flashback where you'll have to battle 
Jeanne as Bayonetta from the past which limits your weapons to 
just handguns. Once you defeat Jeanne, the flashback and this 
Verse are over. 


m aa O 
Verse 2: Witch Walking 


Witch Walk. This allows you to walk on any surface 
as if it were normal ground as long as the light of the 
moon is shining on you. This means you can walk on 
walls and ceiling as easily as walking across the ground. To can- 
cel Witch Walk, jump and then click the Left Analogue Stick. Be 
careful doing this as it will cause you to immediately fall down to 
the nearest horizontal surface. 


After clearing Verse 1, you will now have the ability to 6 


4/40 


Walk up the wall of the building to your left. Stay to the left and 
you'll soon find a gargoyle statue. Destroy that statue to release 
a Broken Witch Heart. Now head to the right to trigger an enemy 
encounter. Once you have defeated all the of the Angels, this 
Verse is over. >0 03 
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After clearing Verse 2, make your way down the side of the wall 
to the door. Continue forwards and you'll find one of Antonio's 


Notebooks lying on the ground. At the end of the path is a Golem 
quickly to get past it. This means you'll need to slow time. Head 
back the beginning of the area to the pair of Witch Statues. Grab 
last second as you move towards the wall before using 
the statue; the closer you are to the door, the easier G 
to break it and then move on to the next area. >0 01 
#8: An Unknown Metal Wall 

Le Normal Hard Non Stop Climax 

in the middle of the street, so run towards it. You'll get close 

enough with a regular run to grab it before it can fly off. 

As soon as you go through the door, look up 
and left to see this Crow perched on a small windowsill. Get 


Wall. You'll soon discover that it reforms entirely and much too 
one and make your way back to the Golem Wall. Wait until the 
this will be. Once Witch Time is active, attack the door 
This one is fairly simple. The Crow sits squarely 
Yy Normal Hard Non Stop Climax 
beneath it and use wall jumps to reach it for a quick grab. 


balcony area. Look to your right and you'll see a Witch 
Coffin that holds an Arcade Bullet. There is a small 
alcove to the left of the chest. On the right side of the 
alcove (near the ceiling) is a Broken Witch Heart, and 
on the left side is one of Antonio's Notebooks. When 
you're ready, move further into the plaza and you'll 
trigger a cutscene after which it's go time. Destroy all 
the Angels that have spawned to finish this Verse. 

#4; Notes On The Topic Of Magic -1 
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As soon as you enter this area, look directly across 
the plaza from the raised balcony area you are on. At the far 
end of the plaza, directly ahead, you should spot a small nook. 
On the left side, you'll find this Crow perched on a balcony high 
above the ground. To get this one, you'll need to perform a 
jump followed by a wall jump off the back wall. Once you reach 
the apex of your wall jump, pull back towards the Crow for a 
double jump and you'll be close enough for the grab. Timing is 
tricky, but with a little practice you'll snag this one. 


After you pass the Golem Wall, move forwards to a 6 


—. DNS 
Verse 4: Runaway Trolley 


Make your way out of the plaza to a narrow alley where a trolley 
car track is located. Head right and follow the tracks. Once you 
reach the bottom, a runaway trolley car will come barrelling your 
way. Hold your ground and then evade it at just the right moment 
to avoid damage. Enemies will now spawn, so take them out to 
end this Verse. >) 02 


Defeat all the Angels before time expires using the limited 
number of punches and kicks allotted! 

This Verse will open after you have cleared Verse 4. B 
To find it, backtrack up the path you are on and follow 

the trolley car tracks all the way to the beginning. You'll 3/16 


find this portal in the small alcove where the trolley car 
came from. 
6: Alfheim Portal 


Defeat all the Angels before time expires! 


path. At the bottom, head left, and look up. You'll see 
a small balcony above you that you can reach with well 
timed jumps. The Alfheim Portal is on the balcony. 6/40 


uae) Normal Hard Non Stop Climax 


While you are on this balcony, look up to the 
left-hand rooftop and you'll see this Crow. If he flies off after 
you climb on the balcony, simply sit still till he comes back. 
To grab him, go to the wall for a quick wall jump, and imme- 
diately hit " for the grab. The camera is tricky here since the 
jump takes you into the game’s environmental ceiling, but if 
you hit "% at the apex of your wall jump (just before you start 
to fall), you'll grab this bird. 


After clearing Verse 5, follow the tracks back down the } 
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Verse 7: Twin Trouble 


Once you enter the plaza, go right to find a Witch Coffin with 
concoction items in it. Above that chest is a balcony where you'll 
find one of Antonio's Notebooks. On the left side of the plaza is 
another Witch Coffin with small Purple Butterflies in it. Move to 
the centre of the plaza, and you'll trigger an enemy en- 

counter. Destroy them all to finish this Verse 

and receive an Angelic Hymn. >20 01 

#5: Notes On The Topic of Magic — Il 

Quasi Una Fantasia(1/1) - Shuraba 
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Verse 8: Alfheim Porta wien i 


Defeat all the Angels before time expires, while executing 
the required number of Torture Attacks! 


After clearing Verse 7, backtrack as far as you can. You'll Q 
find this Alfheim Portal when you reach the Golem Wall 
that you had to pass to initially enter the first plaza. 4/16 
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Verse 9: Terrible Twos 


After clearing Verse 8, make your way back to the plaza where 
Verse 7 took place. Now head down the path to the next area. 
On your left you'll see a doorway with a pair of broken Witch 
Statues. You can’t do anything with these statues at this point, 
you will however find a notebook on the ground in front 
of them. There is also a Gates of Hell entrance to the 
tight of the notebook, so use it to have Rodin craft you 
a new weapon from your latest Angelic Hymn. 

#9: About the Umbra Witches — I 


Once the book is yours, head to the right and down to a small 
area where a Golem Wall is located. Entering this area will trig- 
ger an enemy encounter. Kill all the Angels that appear, and this 
Verse is done. 


‘oss the Chas) 


When you have cleared Verse 9, you'll see a Golem Wall 
in the area you are in. There is also a Witch Coffin you 


can destroy to find a Broken Moon Pearl. To the right 5/16 
of the chest is a balcony. Use well timed double jumps 

and wall jumps to get up there. Now head right and 

you'll find a small tree. Suspended in the air above that 4 


tree is a Broken Witch Heart. Use double jumps to grab 
it. =D 02 


Your next goal is to destroy the Golem Wall and make your way 
across the chasm. However, this wall reforms quickly meaning 
you'll need to use Witch Time. Go back to the previous area and 
raise one of the Witch Statues. Now make your way back to the 
Golem Wall and activate Witch Time. Break the wall and quickly 
cross the chasm before Witch Time expires. 


D Normal Hard Non Stop Climax 


Once you are across the chasm, move forwards 
to find the door on the right. Before going in, look up and to 
your left to see a Crow perched on a street light. Get under- 
neath the light and perform a double jump. At the apex of your 
jump, quickly hit "® to grab the Crow before he gets away. 


Da Normal Hard Non Stop Climax 


As soon as you cross the chasm via the de- 
stroyed Golem Wall, look to your right. This Crow is sitting 
amongst the trees just off the path. Jump on top of it and 
perform the grab in order to bag this bird. 


A cutscene will trigger when you move through the door after 
which you face a battle. Reduce the beast's life-bar by two-thirds, 
and you'll trigger a QTE event. Get past that, and you'll be done 
with this Verse and Chapter. >20 03 
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Verse 4: Walk The Dog 


The ground here is broken and several spots are on fire. If you 
step into a fire you'll take damage, so avoid it. Once you move 
into the centre of the plaza, Angels will appear. They are engulfed 
in flames and are not vulnerable to regular attacks. The only way 
to affect them at this point is to activate Witch Time, which will 
allow all attacks to land. You can also claim their Angel Arms for 
your own use and deal instant damage to the Angels. Finally, us- 
ing Torture Attacks works instantly too. Later in the game, you'll 
gain weapons (Durga and Odette) that will allow you to walk on 
fire unharmed and also deal damage to fiery Angles immediately, 
but on a first play, you won't have that luxury, so stick to Witch 
Time, Torture Attacks and Angel Arms. >20 04 
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From where you started this Verse, look to your 
left and you'll see a small alcove with a wrecked car and quite 
a bit of fire in front of it. This Crow is sitting on the ground 
near the wall behind the fire. double jump over the fire so 
that you land on the Crow. As you are falling, perform a grab 
immediately to nab this bird. 


Stay in the air for a set period of time! 


This Verse is hidden in a rather tricky manner. From 
where you started Verse 1, turn and look behind you QD 
to see a raised area. Climb up to that area and you'll 6/16 
find a small dustbin. An Alfheim Portal will appear if 

you destroy it. You'll find it ahead and to the right of your present 
location. It's in the small sitting area located under the burning 
windows. To the right of that area is a Witch Coffin that contains 
an Arcade Bullet. 


~ —No i 


Verse 3: Wave Of Fire 


Make your way out of the plaza though a small tunnel on the 
right. On the opposite side of the tunnel is a small pathway with 
some trolley car tracks. Head right, and you'll trigger a fiery trap. 
A wave of lava will burst forth and begin rolling towards you. You 
must now run quickly and stay ahead of the lava or else perish in- 
stantly. As you make your way down the path, Angels will appear, 
but you can ignore them (if you don't care about your combo 
score) and simply run to the exit which will be at the bottom of 
the path on the right. 


After clearing Verse 3, continue on to the next plaza courtyard 
where you'll trigger an enemy encounter. Once the Verse is over, 
you'll find the Angel has dropped an Angelic Hymn. This one 
is not complete, it is only half of the whole meaning. 
You'll have to find the other half later in this chapter to 
complete the LP On the right and left sides of this area 
you'll find Witch Chests which you can destroy to gain 
concoction items. 

Fantaisie - Impromptu (1/2) - Kulshedra 


=~ NES 


e 5: Alfheim Portals a 


Defeat all the Angels before time expires using 
only Angel Arms! 


After clearing Verse 4, make your way down to the next 
area. In the next courtyard, you'll find a pair of Witch ty 
Statues on your left. To the right of those is a Gates Of 
Hell entrance should you want to visit the Gates of Hell. If 
you go to the far right, you'll come to a small area near a chasm. 
You'll remember this area from the previous chapter. Climb up to 
the balcony on your right to find the Alfheim Portal. >O 05 


8/40 
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Chapter III 
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Dy- Normal Hard Non Stop Climax 


You'll see this Crow to the left of the balcony that 
holds the Alfheim Portal just behind a small tree. A well timed 
jump will land you on top of the Crow for an easy grab. 


a 
L 


ss The Buildings 


Verse 6 


Make your way to the pair of Witch Statues, use them to activate 
Witch Time and then watch the doorway. Once the lava is clear, 
run through the door to the other side. Angels will appear, but 


don't bother trying to fight them. Instead, run into them to trigger 
a cutscene. 


When the scene is over, you'll be Witch Walking on the side 

of the buildings with lava down below you. Near you is a rocky 
bridge to the next building. Approach it and Angels will appear. 
Take them out and then continue. Take a left after reaching the 


next building to find another bridge. Cross it and then head right. 
Carry on avoiding the exploding walls while making sure to jump 
over the pits that open before you. Make your way to a wrecked 
bus on your right that serves as a bridge to the next building. Run 
up the bus and the adjoining building until you reach the top. At the 
top the building will collapse and you'll soon be faced with a QTE. 


QTE = 


Once you clear Verse 6, you'll be in a small alley. Head forwards 
and you'll immediately find one of Antonio's Notebooks lying di- 
rectly in your path. Continue past where you found the notebook 
to the courtyard ahead. Once you reach the centre, you'll trigger 
another enemy encounter. When the Verse is complete, 
don't get complacent as you will soon be faced with 
a Megaton event. Watch the screen, and at the right 
time, press ™& rapidly to get through the event. 

#10: About The Umbra Witches — II 


— “No 


Verse 8: Fiery Fiends 


When Verse 7 is done, you'll find yourself in some cata- B 


combs. Before heading forwards, turn and run to the 


rear to find a Witch Coffin that holds a Broken Moon 7/16 
Pearl. Once you've ransacked the chest, head up the 
tunnels where you'll soon be attacked by some Angels. >20 01 
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Chapter Ill 


Chapter II! 


a SA 


Make your way out of the tunnels and you'll come toa 
Gates Of Hell entrance. Go right from there to a small 


Verse 9: Falling Bridge 
wooden plank, Just before you reach the plank you'll ® 
encounter one of Antonio's Notebooks. 


#6: Notes On The Topic Of Magic - III 


Continue down the plank to the area below. You'll soon encoun- 
ter an inactive portal. Go right of that and try to cross the bridge 
ahead. After you have gone a short distance, the bridge will col- 
lapse. Backtrack to the portal and Angels will spawn to do battle. 


Dyo Normal Hard Non Stop Climax 


This Crow is perched on top of the portal. A well 
timed double jump will get you near enough to grab it. 


ac 
Es £ \ 


When you're ready, go to the switch and activate it. This will 
release an hourglass which will turn back time. If you activate it 
now, simply use the switch to release the hourglass once more. 
With the hourglass in hand, go back through the large portal. 
When you are on the other side, activate the hourglass to turn 
back time and restore the broken bridge. #7) 02 


Defeat all the Angels before time expires! Enemies can be 
defeated using Wicked Weave attacks! 


Once you have used the hourglass, backtrack to the 
tunnels that you started this area in. Mid-way into the 
tunnels you will find an Alfheim Portal. If you have col- 
lected both pieces of the Angelic Hymn in this Chapter, 
then stop by the Gates Of Hell and have Rodin fashion 
you a new weapon. 


10/40 


~ = she 
Verse 10: Alfheim Portal eee, 


Defeat all the Angels before time expires! 
However, Witch Time has been disabled! 


After clearing Verse 9, the portal will become active. Go through 
it to reach the next area. As soon as you cross through the 
portal, turn around and head back behind the portal to a 
small island where you will find an Angelic Hymn. This 
piece matches the one you found earlier thus complet- e@ 
ing the LR 

Fantaisie - Impromptu (2/2) - Kulshedra 


After you have claimed the Hymn, make your way back 
to the portal. When you reach it, go to your right. In the 


distance is a small island with an Alfheim Portal. 8/16 
Return to the large portal once more. In front of the 
portal you'll find a pair of Witch Statues, Use them to 


activate Witch Time and then cross the water pillars 
ahead to the next area. When you are across, you'll 
see a switch which you should ignore for now. Instead, go right 
to find a Broken Witch Heart at the base of a tree. To the right 
of the Broken Witch Heart you'll find a small island that holds an 
Arcade bullet. 


9/40 


Red HotTip! When you reach the switch, go left and you 
can walk behind cliffs to find a small ledge. Follow the ledge 
and you'll soon find a large Green Lollipop. 


Qe Normal Hard Non Stop Climax 


Just behind the tree where the Broken Witch 
Heart was located is a series of ledges. Use well timed 
double jumps to get back behind the tree and onto those 
ledges. This Crow is sitting between a couple of roots. It's 
more than likely that you'll scare him off as you try to get back 
there. If he flies away, move as far to the right as you can by 
following the ledge. Wait a bit, and the Crow will come back. 
Move towards him and use a well timed double jump to land 
on him for a quick grab. >20 01 


After you have cleared Verse 11, make your way back to the re- 
stored bridge in the previous area. Start crossing the bridge, and 
Angels will fly in to attack. Destroy them all to clear this Verse. 


Once Verse 12 has been cleared, continue down the path and it 
will begin to crumble. Be quick and use well timed double jumps 
to stay on the path as you make your way to the end. Once you 
reach the end, hold your ground and wait for the pathway to 
crumble under you. As it falls, you'll be faced with a QTE. Jump 
at the indicated time, and you'll land on a rocky path in the lava 
below you. 


QTE x 


Follow the new path towards a cliff. Climb up to the top 
of it and then go left to find a Witch Coffin that contains 

a Broken Witch Heart. 11/40 
Now head back to the right and follow the path to a small cham- 
ber with a large tunnel above you. Witch Walk up the tunnel to 


the area above. As you do so, avoid the lava pits and g) 
falling boulders. At the top, go forwards and then left 

to find yet another Witch Coffin that contains a Broken 12/40 
Witch Heart. 


Now head right to an open area. Once outside, you'll 
see one of Antonio's Notebooks lying in the path. After 
claiming the notebook, go to your left and up the path 
to the Coliseum ahead to finish this Chapter. >O 03 
#11:The Old Coliseum 


Do Normal ) T 1 


As you are heading up the path toward the Coli- 
seum, you will see this Crow sitting directly in the path ahead 
of you. Simply run up to it for a fast grab to claim this one. 


OA A 


D »rmal 1 Non Stop Climax 
As you head up the path towards the Coliseum, 
you'll come to a broken piece of stone archway lying in the 
path. This Crow is sitting on the ground directly on the other 2 
side of the rubble. Jump over the obstacle to land on this g 
Crow and grab it. 


Boss Fight: Fortitudo 


This Chapter is strictly about beating Fortitudo. Please refer 
to Chapter 4: Angels to find a full strategy for this fight. 


A 
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CHAPTER V: THE LOST HOLY GROUND 
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Verse 1: Frequent Flyer Mi es 


At the start of this Verse, look to the left and you'll see 
‘one of Antonio's Notebooks. Once you have the book, 
make your way down the path and you'll be attacked by 
some Angels. 
#12: Crescent and Sunrise Valleys 


Rye Normal Hard Non Stop Climax 


At the very start of this Verse, immediately turn 
around and look behind you to see this Crow on the ground. Run 
over to it quickly and you can easily grab it before it flies off. 


—_ —e : 


Verse 2: Scratch and Cla 


You'll soon encounter some Angels you'll need to dispatch. Kill 
them with style and this Verse will be done. Once it is 
over, you'll find an Angelic Hymn. This is only a third of 
the whole LP so you'll need to find the other two parts 
later in this Chapter. = 01 
Sonate in D K. 448 (1/3) - Durga 


Defeat all the Angels before time expires! Enemies can be 
defeated during Witch Time. 


After clearing Verse 2, backtrack to the very beginning QD 
of the area to find the Alfheim Portal. 
9/16 


= a E 
Verse 4: Trilogy of Terror 


Make your way up the path and you'll be confronted by the first 
of three groups of angels. Dispatch the first group and continue 
forwards for a cutscene. Dispatch the Angels that appear after the 
scene and then move on to the third encounter to clear this Verse. 


= i 


Verse 5: Call Forth The Moom 


To the right of the Heavenly Manipulator is one of Antonio's 
Notebooks. When you're ready, use the Heavenly 
Manipulator to bring the Moon out. Now you can Witch 
Walk up the glowing structure and jump through the 
circular hole at the top. >O 02 
#13: Heavenly Manipulator 


D Normal Hard Non Stop Climax 


You'll find this Crow directly across from the 
Heavenly Manipulator on the opposite side of the path. Run 
quickly to it for a fast grab and this one is yours. 


Once you land after the fall, destroy all the Angels that appear 
to complete this Verse. You'll then receive the second 

piece of the Angelic Hymn you are carrying. Only one 

more to go before it is complete. @ 


Sonate in D K. 448 (2/3) - Durga 
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#14:The Witches’ Tears of Blood 


paw) Normal Hard Non Stop Climax 


This one can be a bit tricky. In the area where you 
land after the fall, look to the left of the staircase and on top 
of the second pillar to the left where you'll find a Crow. The 
best way to grab it is to break the Gargoyle statue on the left 
side of the staircase. Now stand on that pedestal and face 
the pillar the Crow is on. Jump and then double jump to the 
pillar. As soon as you hit the pillar, perform a wall jump and 
you'll be high enough to grab the bird. 


After clearing Verse 5, look to the right of the 
stairway to find a Witch Coffin that holds a 
Broken Witch Heart. Next, make your way up 
the stairs to find a Gates Of Hell entrance. To 
the left of the entrance you'll see a broken area in the 
railing. Go there and drop down to the area below. You'll 
find one of Antonio's Notebooks and a Witch Coffin that 
contains a Broken Moon Pearl there. 


Get back on the path and continue to a door. In front of the door 
is a pressure switch, and above the door is a ledge. Climb up 
onto the ledge and then jump out and fall down onto the switch 
to activate it. Go inside and begin climbing the spiral staircase. 
As you do, Angels will appear on the floor below you. 
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2 | Scenario Guide 


i > 
Verse 7: The Ascension ai 


Use Witch Walk to climb the tower. As you go, make sure to get 
close to every piece of broken staircase and trigger it to fall. This 
is needed in order for Verse 8 to appear. Along the way, you'll 
encounter some Angels. Once you have killed them all, this Verse 
is over. 


Verse 8: Alfheim Portal Re 


Stay in the air for a set period of time! 


After you have caused all of the staircase pieces in 
the tower to fall, the Alfheim Portal will appear on the 
floor of the tower. As you progress up the tower, you 14/40 


can angle the camera to look down at the floor. Once 

the Alfheim Portal appears, you'll be able to see its distinctive 
glow easily. To get down there fast, jump and then click the Left 
Analogue Stick to cancel Witch Walk, and you'll immediately fall 
down to the floor below. 


Vv y 
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Do Normal Hard Non Stop Climax 

This Crow actually resides in the Alfheim Portal! 
Naturally this means you'll have to trigger the portal to appear 
and then enter it to find the Crow. Once inside, it is easy to 
spot. It sits on the bridge that leads to the battle ground. Mid- 
way up and on the right is where you'll find it. Just run up to 
the bird quickly for a grab and it’s in the bag. 


Statue Maintenance 


At the top of the tower you'll find a Golem Wall that reforms too 
quickly for you to pass. This means you'll need to use Witch Time. 
Directly across from the wall is a ledge with a switch. Pull the 
switch to open a hole in the ceiling. Go into the room above and 
inspect the broken Witch Statue to trigger an enemy encounter. 
Kill the Angels that appear to clear this Verse which will also repair 
the statue. Near the statues are vases you can break, and one of 
them holds an Arcade bullet. When you're ready, use the statues 
to activate Witch Time and get past the Golem Wall below. 


Wa 


50000 1.0 


z 


Defeat all the Angels before time expires using the limited 
number of punches and kicks allotted! 


Once you get past the Golem Wall, the way forwards 
is to take a left on the path ahead. Instead, take a right 
and follow the path all the way round to the end where 


x . 15/40 
you'll find the Alfheim Portal. 


—No 


The Winding Path) 


Verse 1 


Make your way up the winding snake path. Mid-way up the path, 
you'll see a small water filled area on the left. Enter that area and 
you'll find one of Antonio's Notebooks. Also, behind the column 
is a Witch Coffin that contains the third piece of the 
Angelic Hymn you're carrying. This completes the LR 

Once Rodin makes this weapon for you, the 

alternate version will become available for 

purchase. 

#15: Witch Graves Within the City 


Sonate in D K. 448 (3/3) - Durga 


Boe Normal Hard Non Stop Climax 


In the small water area, look to the left to see 
this Crow sitting near a drain by the fence. The wind can push 
you around a bit here, but it is still possible to simply run up 
to the Crow and grab it. If you have problems with that, then 
perform a well timed jump so that you land on top of the bird. 


When you're ready, get back on the snake path and continue to 
the top. On the way, you'll be attacked and the path will begin to 
crumble. Maintain a steady run, and you'll get past this, but be 
aware that towards the end the path breaks away completely and 
requires a well timed jump to get across. Once you safely make 
it to the top, you'll face another Angel battle. Destroy the beast 
to clear this Verse. >C 01 


ea) Normal Hard Non Stop Climax 


After clearing Verse 11, head up the path and 
you'll see this Crow sitting off to the right. Quickly run up 
to the bird and perform a grab to claim it. 


Verse 12: Snake in the Sky 


trance. Now is a good time to enter and have Rodin 
fashion you a new weapon. Make your way up the 
broken spiral staircase. Along the way, you'll find one of 
Antonio's Notebooks and a Witch Coffin that contains a 
Broken Witch Heart. To the right of the exit door you'll 
see a Gargoyle statue that you can break to earn an 
Arcade bullet. 


Enter the tower and you'll find a Gates Of Hell en- 6 


16/40 
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#16: Rodin & The Gates Of Hell 


When you're ready, head outside via the exit and you'll be faced 
with an enemy encounter. Dispatch the Angel to clear this Verse. 
Once clear, do not go too far forwards just yet. There is a Hidden 
Battle available now that you'll want to clear first. 


=, uy! \ 


After clearing Verse 12, immediately go back all the way to the 
bottom of the tower and then head outside. Walking out onto 
the round platform where you finished Verse 11 will trigger the 
enemy encounter. >20 02 


a ) 
Verse 14: Getting Wild 


At the top of the tower, walk forwards, inspect the gate and then 
destroy it. Move forwards again and you'll trigger the next enemy 
encounter. The first section requires you to perform a series of 
jumps across floating rock platforms. 


QTE +H 


Next, you'll be in for a fight. Once you get through this one, the 
Verse is over. After you complete this Chapter, you will have the 
ability to transform into the Panther. Also, the Gates of Hell have 
two new Techniques available which are “Bat Within” for 30,000 
and “Crow Within” for 20,000. Both are worth buying now, but 
Bat Within is particularly worth while as it greatly enhances your 
evasions. 
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CHAPTER VI: THE GATES OF PARADISE 


\) 5 E) G Beker wich neon 20840) 
7, #17, #18, #19, #20, #21 
Qen Moon Pearl 1 (11/16) ee 


aan 
Raising the Stones: 


At the start of this Verse, turn around and go to the back 
where you'll find a Witch Coffin that contains a piece of 
an Angelic Hymn. This is one of three pieces that you'll A 
need to find. 
Les Patineurs Waltz op. 183 (1/3) - Odette 


GE) Normal Hard Non Stop Climax 


Make your way to the fountain in the centre of 
the area and look left. You'll spy this Crow resting on the 
low wall there. This bird is quick, so you won't be able grab 
him with a simple run. Instead, get back and transform into 
the Panther. Run full speed toward the Crow, and at the last 
second, jump toward it for an in-air grab. Time this right, and 
the bird is yours. 


Make your way forwards to a set of stairs that lead down to a 
gate. Before going down, look right to see one of An- 


tonio's Notebooks against the wall. Once you have the 
book, continue forwards to the gate and break it. Cross 
to the next area where you'll face an enemy encounter. 

#17: Entering Vigrid 


Verse 2: War In The Wat 


After clearing Verse 1, get up onto the left-hand ledge y 


to find a Witch Coffin that contains a Broken Witch Heart. 

On the floor below, some stepping stones have ap- a 
peared. What you need to do is step on them all quickly to activate 
the door at the rear of the hall. You need to be fast which means 
transforming into the Panther. In Panther form, run across all three 
stones in rapid succession to open the door and enter the next 
area. 20 01 


Once through, jump down into the water below and turn left to 
find a pile of boulders covering an opening in the wall. Attack the 
boulders to destroy them and reveal a Witch Coffin that contains 
the second piece of the Angelic Hymn you're carrying. 

Now make your way to the centre island and inspect 6) 
the broken Witch Statues to trigger an enemy encounter. 

Les Patineurs Waltz op. 183 (2/3) - Odette 
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Chapter VI 


Do Normal Hard Non Stop Climax 


When you enter the water area, stay on the 
balcony and look ahead and to the right. On a small ledge 
ahead, you'll see the red glow of the Crow. To reach him, start 
by transforming into the Panther and then make a good run- 
ning double jump from the balcony. At the apex of your jump, 
transform into the Crow and then fly over to the bird and 
bump into him for a fast grab. 


With Verse 2 clear, you should now use the Witch Statues to acti- 
vate Witch Time and then run across the water pillars to the build- 
ing ahead. Make your way down the hall to an enemy encounter. 
Once they are dead, continue on to a spiked floor. Make your 
way past the spikes to a pile of boulders that conceal a switch. 
Destroy the boulders and pull the switch to stop the spikes. You 
now face another pack of Angels. Kill them and this Verse is his- 
tory. Once you have cleared the Verse more stepping stones will 
rise from the floor, but don't use them yet since a new Alfheim 
Portal is now open. 


Defeat all the Angels before time expires while executing 
the required number of Torture Attacks! 


Backtrack from where you finished Verse 3 to the water Q 
area. Cross the area to the far side and get on the bal- 

cony of the opposite building. This Alfheim Portal canbe 11/16 
found on that balcony. 


Dy Normal Hard Non Stop Climax 


This Crow is inside the Alfheim Portal. You'll find it 
on the left side of the bridge very near the battlefield. In fact, 
the Crow is so close to the battlefield that you'll often trigger 
the fight as you try to grab it. So, it's best to just run in and 
finish the Alfheim Portal, and then grab the Crow once the 
fight is over. This one is easily obtained by running on foot to 
it for the grab. 


Verse 5: Stairway to Pain 


After clearing Verse 4, make your way back to the spiked floor 
and transform into the Panther to quickly run across all 
three stepping stones and open the door ahead. You'll 
find one of Antonio's Notebooks beyond the door on 
the stairs directly ahead of you. 
#7: Notes On The Topic Of Magic - IV 


When the book is yours, continue forward to another enemy en- 
counter. Once all the Angels are dead, move on to the bridge and 
dispatch the Angels that confront you there. When they dead, 
transform into the Panther and jump to the far side of the bridge 
to clear this Verse. 


Verse 6: Motherly Love 


Go through the door and you'll be faced with an encounter. In 
this one you must destroy all of the Angels before they can attack 
and kill Cereza. Take the Angels out with style, and this Verse is 
all yours. >20 01 


Verse 7: Escort the Child 


As soon as you go through the doors you'll see one of 
Antonio's Notebooks on the ground to the right. 
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#18:The Laguna Faith and Vigrid’s Rise 


As you move forwards, you'll encounter Angels that are on an 
alternate plane of existence from you. This means you can't use 
regular attacks to hit them. instead, grab the large lamp pole 

that is on the ground here to pound the Angels silly. Now move 
forwards to the gate and destroy it to enter the tunnel. You must 
now move down the tunnel, while a very large and angry Angel 
chases you. Periodically stop to toss large items at the Angel to 
slow it down whilst moving forwards. When you come to a gate, 
destroy it quickly and then move on. Make your way to the end of 
the tunnel, and you're done with this Verse. 


Verse 8: Angel © 


Just outside the tunnel and on the left is a vase you can break 


for an Arcade Bullet. As you move forwards, you'll find 
another of Antonio's Notebooks on the right-hand side 
#19: Purgatorio, Centre of the Trinity 


of the path 


Do Normal 


Just past Antonio's Notebook (#19), and on the 
left, you'll see this Crow sitting in the courtyard. This one is 
fast, so a regular run won't be enough to catch it. Instead, get 
back and transform into the Panther and run full tilt at the bird. 
A full-out run as the Panther is all you need to grab this one. 

If you have a problem here, then jump towards the Crow just 
before you reach him, and you can snag the bird in mid-air as 
it tries to fly off. 


Move around to the back of the portal and go through it. On the 
other side, you'll immediately face an enemy encounter. Dispatch 
the Angels and then move forwards for yet another fight. This will 
finish the Verse. >C 02 


Verse 9: Doppelganger 


Transform into the Panther and chase the fake Bayo- 
netta down the hall. Use well timed evades to get past 6) 
the traps. Once you catch her, you're in for another 
battle. Destroy the imposter, and you'll be through 
with this Verse. Then you'll receive the third and final piece of 
the Angelic Hymn you're carrying. Just past the Hymn piece to 
the right is another one of Antonio's Notebooks. After 

getting the Notebook, look behind the portal 


Witch Heart. >0 03 » 


to find a Witch Coffin that contains a Broken 
#20:The Angel's Banquet Hall -Alfheim 


Les Patineurs Waltz op. 183 (3/3) - Odette 
Hard 


Qe. 
You'll find this Crow just to the left of the large 


portal amongst the grass. This one is fast, so you'll again need 
to transform into the Panther and do a full-speed run at the 
bird for a quick grab in order to bag it. 


18/40 


The Verse is technically over, but you still have a bit of footwork 
side of the path. Once you have it, move forwards to 


to do. Go through the portal, and on the other side 
you'll find one of Antonio's Notebooks on the right-hand ©» 
trigger a cutscene and the end of this Chapter. 

#21: Prominence Bridge 


Vil: THE CARDINAL VIRTUE OF 


Boss Fight: Tempera tia. 


This Chapter is strictly about beating Temperantia. Please refer to 
Chapter 4: Angels to find a full strategy for this fight. 
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Verse 1: Vigrid Highway 


Defeat all of the Angels on the rooftops of the vehicles, and 
you're clear of this Verse. 
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Verse 2: Playing in Traffic 


Once past Verse 1, you find yourself on foot facing another pack 
of Angels. As always, kill them all and you'll finish this Verse. Be 
warned that, along with the Angels, you have to contend with on- 
coming cars that can run you over. Once the Verse is done, don’t 
get complacent as you immediately face a QTE where you must 
perform a jump. Fail this, and the Witch Hunts are over. 


QTE 


During this Verse, you will be driving a motorcycle. Your 
only method of attack is your gun. Other than that, you 6 
can Jump or Evade to avoid hitting things. The track 
you'll be racing on is a circle. Make a complete pass 
to clear this Verse. There is a Broken Witch Heart to grab as you 
drive through this Verse. You'll find it on the second bridge near 
the end of the track. Once you go through the second tunnel, 
you'll pass a side street on the right. After you are past that, 
begin looking for the bridge. You can drive up the right-hand side 
of the support beam. On the beam you'll bump into the Broken 
Witch Heart. >20 01 
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Verse 1: First Key E 


Make your way to the centre of the plaza ahead and you'll trigger 
an enemy encounter. Destroy the Angels here and you'll get a 
key. Use the key on the statue of the woman that is nearby to 
clear this Verse. 
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Verse 2: Alfheim Portal EEN 


Defeat all the Angels before time expires! You must be 
out-of-body to defeat the enemies! 


After clearing Verse 1, go past the statue you just QD 
activated to the farend of the plaza where you'll find a 
a cracked wall. Destroy the wall to reveal the Alfheim 12/16 
Portal. 


(QJ Erken Moon Pear 2 (13/16) 


gy Broken Witch Heart 5 (25/40) 
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Verse 4: Second Pass 


Once Verse 4 starts, you'll soon go through a tunnel. 
After you are out, begin looking to the right for a side $ 
street that will take you over some broken bridge 
pieces. Go down that street and follow the bridge 
around to bump into the Broken Witch Heart. Now, complete a 
second pass around the track to finish this Verse and be ready for 
a QTE at the end. 


QTE Xt 


20/40 
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Verse 5: Street Fight. 


You will face a pack of Angels in the streets here. Defeat them 
all, and you're done with this Verse. 


REMEMBRANCE OF 


A Crows 7 GN/2H/2C) 


Angelic Hymn: Messiah, HWW. 56 
(Lt. Col. Kilgore) 


—_ —e 3 


Verse 3: Second Key J 


Before moving on to the next Verse, take some time to 
explore the plaza. After clearing the Alfheim Portal at f6) 
Verse 2, go to the right-hand side of the plaza to a small 
open area. There you'll find a Witch Coffin containing a 
Broken Witch Heart. Next, make your way to the opposite end of 
the plaza to find another cracked wall you can destroy to reveal a 
Witch Coffin that holds a piece of an Angelic Hymn. This 
is one of three pieces you need to find in this Chapter. 
Finally, to the left of the statue you activated is a small @ 
gazebo with jars that you can break for an Arcade Bullet. 

Messiah, HWW. 56 (1/3) - Lt. Col. Kilgore 


L Normal Hard Non Stop Climax 


From the Witch Coffin that held the Broken Witch 
Heart, stay outside the plaza area and follow the wall for- 
wards to a small raised area. You'll find this Crow sitting near 
the wall. Run towards it and jump as you get near to perform 
an in-air grab. 


21/40 
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Chapter IX 


Once you are done treasure hunting, climb the golden circles the 
statue released, to reach the top of the ball. Here you'll trigger an 
enemy encounter. Once you defeat the Angels, you'll get a key. 
Run down to the bottom of the ball to find a statue you can use 
the key on. This will end the Verse. 


m —e 


Verse 4: Rolling Danger 


Move forwards to the next area, and you will soon find yourself 
being pursued by a large rolling Occult Device. Run forwards and 
dodge the lightning strikes to activate Witch Time to buy yourself 
enough time to make it through this tortuous trial. Once you 
reach the end, get through the QTE to finish this Verse. >O 01 


QTE X 


Red HotTip! Equip the whip, and when you reach the first 
Angel, jump into the air and pull him to you. Double jump 
off the Angel and then transform into the Crow. Do this cor- 
rectly, and the ball will pass under you and move on. This 
makes it much easier to traverse this area and do combat 
with the Angels, thus ensuring a high rank for the Verse. 


GAO Normal Hard Non Stop Climax 


Before entering the path which starts the Occult 
Device rolling, look to the left to find the Crow perched on the 
fence. Walk over and get underneath it. A single jump is all 
you need to be in range to grab it. 


Ver k 


Turn the 


Break the Golem Wall to form a new gear, and then use the pole 
in the middle of the platform to rotate the island and align the 
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energy path. Follow the path to the next area where you'll need 
to break open five Witch Chests to gather five pieces of a key. It 
doesn't matter what order you break the chests in; the results are 
the same. In the second, fourth, and fifth chests you'll encounter 
Angels. Destroy the Angels to complete the Verse and get the 
key. 


Le Normal Hard Non Stop Climax 


You'll find this Crow on the ground to the left of 
the raised platform where the statue is located. This one is 
very fast. You'll have to get back, transform into the Panther 
and run full-speed towards the bird. Once you are near, per 
form a well timed jump to hit the bird mid-air for a grab. 


Use the key on the statue and proceed to the next area. 
AWitch Coffin containing a Broken Witch Heart is di- 
rectly ahead. After grabbing it, move on and you'll soon 
trigger an enemy encounter. Defeat the monstrosities 
here to finish the Verse and receive the second piece of Q 


22/40 


the Angelic Hymn you are carrying. Just past the Hymn 
@ piece and on the left is a Witch Coffin contain- 


ing a Broken Moon Pearl. +0 02 13/16 


Messiah, HWW. 56 (2/3) - Lt. Col. Kilgore 


Normal Hard Non Stop Climax 


You'll find this Crow sitting on the stern of the 
boat wreckage on the left. Get on the boat, then run towards 
the Crow. Use a well timed double jump to land on top of this 
Crow for a quick grab. 


Defeat all the Angels before time expires! 


the left. Move to the rear of the boat and you'll see a 
magical platform in the distance. double jump out and 
then transform into the Crow to reach the platform. 


After clearing Verse 6, get onto the boat wreckage on a) 


23/40 


Verse Long Drop 


Climb the structure at the end of the path and jump through the 
hole. Once you reach the bottom, destroy the Angels you encoun- 
ter there, and then move on to the path ahead to clear this Verse. 


uae)? Normal Hard Non Stop Climax 


After you clear Verse 8, move forwards to the 
first large Occult Device that is dropping down. Turn and look 
behind you. At the base of the stairs is a wall, and you'll see 
the distinctive glow of this Crow high up on that wall. This one 
is actually easier to get when you are coming back to clear 
Verse 11. When you're ready, get near the wall where the 
Occult Device is dropping. Now jump to the wall, immediately 
perform a wall jump, and then immediately follow that with a 
double jump. At the apex of your last jump, transform into the 
Crow and fly over to where Crow 97 is perched. Timing is criti- 
cal here, and as soon as you bump into the Crow, be ready to 
make the grab. Do this correctly, and this bird is yours. 
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den Battle 


Verse 


Continue up the path past a Gates Of Hell entrance, and you'll 
soon come to a magic walkway. The idea is to cross the walkway 
and go left to reach Verse 10. However, you should first use the 
pathway to reach the far side directly ahead. There you'll find 
three statues that you can break to release Angels. Release 

and destroy all three Angels, and you'll be done with this Verse. 
>20 03 


After you defeat those enemies, stay on that side and continue 
down the path to find a cracked wall. Destroy it to reveal a Witch 
Coffin containing the third and final piece of the Angelic Hymn 
you're carrying. Now would be a good time to backtrack to the 
Gates Of Hell and have Rodin fashion a new weapon for you. 
Once you receive this weapon, the alternate version will 
become available for purchase. @ 


Messiah, HWW. 56 (3/3) - Lt. Col. Kilgore 
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Mid-way up the path where the Hidden Battle 
occurs, you'll see this Crow perched on the railing on the left. 
This one is very fast, so you'll need to transform into the Pan- 
ther and then perform a well timed double jump when you're 
near in order to hit the bird in mid-air as it takes flight. Do this 
correctly, and an in-air grab will net you this Crow. 


Verse Magic Path 


and the platforms ahead. Once you reach solid ground 
continue onwards. You'll notice statues along the path 
that you can break. The third one you come to holds 

an Arcade Bullet. At the end of the path you'll trigger an enemy 
encounter. Destroy the beast, and you're done with this Verse. 


Make your way forwards across the magical pathway 5 


24/40 


Once the Verse is over, do not enter the building ahead just yet as 
that will finish this Chapter. Instead, go left to find a Witch Coffin 
that contains Broken Witch Heart. Then backtrack to Verse 11. 


D Normal Hard Non Stop Climax 


In front of the Witch Coffin to the left is a Crow. 
This one is fast, so transform into the Panther and run to the 
bird for a fast grab. 


Alfheim Portal 


Defeat all the Angels before time expires using the limited 
number of punches and kicks allotted! 


landed after the fall in Verse 8 to find this Alfheim Portal. 


After clearing Verse 10, backtrack to the area where you 6 
20 04 


25/40 
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Verse 1: Tight Quarters. 


In this small room, you face an enemy encounter. Destroy the 
Angels here to finish this Verse. 


~ 


Verse 2: Gather the Pieces 


There are four magic walls scattered about the area that you 
need to break. Each one you break forms a gear for the crank 
in the centre of the plaza. As you break the walls, Angels will 
spawn to do battle. Gather the four gears and destroy all the 
Angels you encounter to finish this Verse. >20 01 


Reo Normal Hard Non Stop Climax 


You'll find this Crow sitting on the ground at the 
spot where you killed the second claw Angel (Gracious & Glo- 
rious). Simply find the spot where that beast met its maker, 
and you'll see the Crow sitting there on the ground. This little 
bird is slow, so you can simply walk up to it for a grab. 


Defeat all the Angels before time expires! Enemies can be 
defeated using Wicked Weave attacks! 


Once you have gathered all four gears, turn the crank Q 
clockwise to find a small island with this Alfheim Portal. 

The island also has a Witch Coffin containing a Broken 14/16 
Moon Pearl. If you turn the crank anti-clockwise, you'll 

come to the regular game path first. Should this happen, 

grab the crank and turn it once more until you line up 

with the hidden island. 


As you make your way back from this Alfheim Portal 

to the centre of the plaza, you will pass under a small 
balcony. Use well timed jumps to get on that balcony 
where you will find a Witch Coffin containing a Red Hot 
Shot. >20 02 


26/40 


Verse 4: Guests on the Sta 


Make your way down the path and you'll soon trigger an enemy 


encounter. Destroy all of the Angels and the Verse is completed. 


Ln Normal Hard Non Stop Climax 

As you make your way down the path, you'll see 
this Crow perched on the low wall to your left. You'll need to 
transform into the Panther and run to the Crow. As you get 


close, jump so that you hit the bird as it begins to fly off. Do 
this correctly, and a fast in-air grab will net you this Crow. 


= a D 


Verse 5: Courtyard Enco er 


At the end of the path you'll come to a small courtyard and a battle. 
Destroy the Angels here, and you're done with the Verse. 


EAN Normal Hard Non Stop Climax 


Once you get off the stairs, look left to see this 
Crow sitting in the grass. This bird is fast, so you'll need to 
transform into the Panther and run full-tilt at it. As you get 
close, the Crow will fly off to your right. Anticipate this, and 
perform a well timed jump to the right and you'll hit the bird 
mid-air for the grab. 


Verse 6: Tumbling Turmoi 


Continue forwards and enter the spinning room ahead where 
you'll face another pack of Angels. Destroy them all and this 
Verse is finished. 


a MBS: 
Verse 7: Floating Trio) 


Break the wall at the back of the room to open the exit. QD 
Wait for the spinning room to align itself with a platform 

and then quickly jump to the platform to go forwards. 15/16 
You'll encounter three Kinship (boat) Angels on the plat- 
form. Destroy all three to clear this Verse. Once they are 
dead, climb on the wreckage and make your way to the 
last ship. From the stern of that wreckage, double jump 
over to a magical platform where you'll find a Witch 
Coffin containing a Broken Moon Pearl. After you have 
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Chapter X 


claimed that prize, turn and look to your right to see yet another 
magical platform in the distance. Jump towards it and transform 
into the Crow. Fly over to it to find a Witch Coffin that contains a 
Broken Witch Heart. >20 01 


Verse 8: Entangled 


Make your way forwards to a long pathway guarded by four large 
tentacles. Run quickly past them to the head of some stairs 
where you'll find a statue you can break to release an Arcade 
Bullet. Keep moving forwards, and you'll soon trigger an enemy 
encounter. Kill the Angels, and you'll clear this Verse. 


Lo Normal Hard Non Stop Climax 


Once you are past the tentacles, turn around and 
look back up the path. On the left you'll see a Crow perched 
on the low wall. This one is slow, so you can simply walk up 
to it for an easy grab. 


Alfheim Portal ie 


Defeat all the Angels before time expires using 
only Angel Arms! 


Make your way past the spike floor ahead. Once past 
the spikes, you'll trigger the Alfheim Portal at Verse 9 
to open. To find it, turn around and make your way back 
past the tentacles to the small courtyard. This is where 
you'll find the Alfheim Portal. 


28/40 


TO r = 
Verse 10: Hidden Battle 


Verse 11: Go For The Gold 


After clearing Verse 9, make your way back past the 

spike floor once more. You'll soon come to a Gates 

Of Hell entrance. Behind that is a weak wall that you 29/40 
can destroy. Once down, you'll see a floating platform 

in the distance. double jump out and transform into the Crow 
to reach it. There you'll find a Witch Coffin containing a Broken 
Witch Heart, as well as two statues that you can destroy to 
release the Angels within. Defeat those Angels, and this Verse 
is done. 


Duo Normal Hard Non Stop Climax 

As with Crow 98, you'll find this bird sitting on the 
ground at the spot where you killed the second claw 
Angel (Gracious & Glorious). Look for the spot where that 
beast met its maker, and you'll find this Crow sitting there 
on the ground. It's slow, so you can simply saunter up to it 
for a grab. 


From the platform that Verse 10 is located on, jump down to 

the area below to trigger an enemy encounter. Once the Angels 
are all dead, this Verse is over. When the Verse is clear, use the 
Witch Statues to activate Witch Time. Now run across the water 
and use a double jump and wall jump to get up onto the balcony 
ahead where the exit portal is located. >O 02 


Mye Normal Hard Non Stop Climax 


Once you drop into the water area here, look to 
the right side just below the platform that holds Verse 10. 
There you'll find a raised area where this Crow is sitting. This 
one is slow, so get on the raised area with it, and then walk 
over to it for an easy grab. 


67 


x< 
g 

a 
= 
G 


Guide 


| Scenario 


2 


Chapter XII 


~ NY 1 
Boss Fight: lustitia 


This Chapter opens with a minor enemy encounter, and then it's 
on to the Boss Fight. Here you'll confront lustitia. Please refer to 
Chapter 4: Angels to find a full strategy for this fight. 
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CHAPTER XII: THE BROKEN § 


WwW Verses 10 (6/2H/2A) 


© Antonio's Notebooks #22, #23, #24 D0"36'94 


(Q) Broken Moon Peart - 


gy Broken Witch Heart 4 (33/40) 


A Crows 4 (1N/2H/1C) 
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and then move on to the exit which will clear this Verse. 
Before going through the exit, look behind the barrels 
near the door to find one of Antonio's Notebooks. 


At the start of the Verse, go right and follow the path to #22:The Valkyrie Military Transport 
the rear of the area where you'll find a Witch Coffin that 6 


holds a Broken Witch Heart. 
30/40 KALS Normal Hard Non Stop Clin 


Go forwards and look carefully to your left. You'll see a pair of You'll see a Crow in a cage near the exit stairs 
doors in the wall that are slightly askew. Attack those doors to and to the it. Get close and then shoot the cage to shatter 
break them open and expose a Witch Coffin that holds a Magic it. Immediately go for a grab as soon as you break the cage, 
Flute. Continue on to find another chest that holds a Red Hot as the Crow will try to fly off. 


Shot. There you'll also trigger an enemy encounter. Kill them all 
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Verse 2: Lost Cargo 


This area starts with a small scene and a series of QTEs that 
you'll need to complete in order to get back onto the plane. 


QTE X 


After you make it back onto the plane, you'll face two 
enemy encounters. Get past them both to clear this 
Verse. Then move forwards to find another of Antonio's 
Notebooks on the floor ahead. Once you have it, make 
your way back towards the rear of the plane and the G 


31/40 


cargo ramp. On the right, there is a high ledge that 
holds a Witch Coffin containing a Witch Heart. >20 01 
#23: Gjallarhorn Defence Initiative 


Dyo Normal Hard Non Stop Climax 


After clearing Verse 2, look down the cargo ramp 
to your left. There you'll see a pair of ledges. Get on the first 
smaller ledge, then jump out and transform into the Crow and 
fly over to the second ledge where you'll find a cage with this 
Crow. Shoot the cage to break it and then immediately go for 
the grab. 
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Verse 3: Hidden Battle 


After clearing Verse 2, make your way back to the start of the 
area, The door that leads you back is above the cargo ramp, 

so you'll need to use a well timed jump and transform into the 
Crow to reach the door. Once you reach the starting point of 
this chapter, you'll trigger this Hidden Battle 


iw ` 
Verse 4: Alfheim Portal a 


Defeat all the Angels before time expires! 
You must be out-of-body to defeat the enemies! ray 


After clearing Verse 3, this Alfheim Portal will open in 
the same area. So sit tight and wait for it to appear. 


gA O Normal Hard Non Stop Climax 


You'll find this Crow sitting on the left-hand side 
of the bridge leading to the battleground. Simply run over to 
it for the grab. 


32/40 
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Verse 5: Into the Wind 


Once you make it out of the plane, you'll be faced with an 
enemy encounter. Kill all the Angels here, and you're done 
with this Verse. 


—$_ a ~ ‘ 
Verse 6: Hidden Battle 


On the walkway where you cleared Verse 5, you can see a pro- 
peller shaft. A well timed double jump will get you into that area. 
Once there, an enemy encounter will trigger. Now you need to 
use those enemies to activate Witch Time. When Witch Time is 
active, you can move past one of the spinning propellers. Keep 
using the enemies for Witch Time, and make your way to the 
very rear of the propeller shaft. There you'll see the entrance to a 
Alfheim Portal, but do not go in yet. First, you must kill all of the 
Angels that are present in order to clear Verse 6. Once they are 
all dead you're clear of this Verse. +0 01 
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Defeat all the Angels before time expires! 
Enemies can be defeated during Witch Time. 


You'll find this portal at the rear of the propeller shaft 

you entered for Verse 6. Once you clear this portal, 

you have to make your way out of the shaft. Now that 33/40 
you are on the opposite side of the propellers, you can 

attack the back of the engines. This will destroy them thus stop- 
ping the spinning blades and allow you to safely move forwards 
and exit the shaft. 


Normal Hard Non Stop Climax 


You'll find this Crow on the right-hand side of 
the bridge that leads to the battleground. It's perched on the 
railing and can easily be grabbed by simply walking up to it. 


Verse 8: Hello Jeanne 


You now must do battle with Jeanne. Defeat her, and this 
Verse is over. 


= “ey 


Verse 9: Little Cereza a 


Move forwards, and you'll find one of Antonio's Notebooks on 
the left-hand side of the plane. Once the Notebook is yours, con- 
tinue onwards and you'll be challenged with protecting Cereza. 
You'll need to set her down in a safe area and then kill all of the 
encroaching Angels. Be careful not to put her down in 
the water, or she'll be electrocuted. When all of the An- 
gels are dealt with, you're done with this Verse. >) 02 

#24: The Eyes of The World 


Once again, you're challenged to protect Cereza. It's best to set 
her down near the exit, and then finish the Angels off. When 
they are all are dead, this Verse is finished and so is the Chapter. 
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Boss Fight: Sapientia E 


This Chapter is a Boss Fight. Here you'll confront Sapientia. 
Please refer to Chapter 4: Angels to find a full strategy for 
this fight. 


y Verses 3 (3) 
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Verse 1: Wild Ride i 


This is an arcade sequence. Guide the missile you are 
on through the area and shoot all the enemies. Once 
you are near the end, you will be thrown into a regular 


battle on top of the missile. If you kill the largest Angel Io 
that appears with a Torture Attack, you'll be rewarded 
with a Broken Witch Heart. 

a X \ 

Verse 2: Missile Mayhe} 

More missile action in this Verse. As with Verse 1, kill 
the largest Angel during the foot battle with a Torture 
Attack to receive a Broken Witch Heart. >0 03 35/40 


gD Broken Moon Pearl ~ 


gy Broken Witch Heart 2 (35/40) 
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Verse 3: Jeanne Wants To Play 


You face Jeanne in a multi-stage battle in this Verse. Defeat her 
and you're done here. 
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CHAPTER XV: A TOWE 


Ww Verses 14 (9/4H/1A) 
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Verse 1: Hidden Battle 


At the start of this Verse, destroy the two statues to 6 


release the Angels within. Kill them both, and the Verse 
is completed. After finishing, go right up to the railing 
and double jump over it. At the apex of your jump, 
transform into the Crow and fly to the far side where you'll find a 
Witch Coffin that contains a Broken Witch Heart. +0 01 


36/40 


Le Normal Hard Non Stop Climax 


Just past the Witch Coffin, run to the end of the 
path and you'll see this Crow resting on a beam near the ceil- 
ing on the left side. Use a jump, then double jump, and then 
wall jump to reach the Crow for a grab. 
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Verse 2: Fiery Combat 


Make your way forwards to trigger the enemy encounter. 
Kill all the Angels, and the Verse is over. 


~ 
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Verse 3: Hammer lime 


Keep moving forwards, and you'll run into this enemy fight. 
Destroy the Angels to complete the Verse. >20 02 
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Verse 4: Hidden Battle ] 


At the next door you come to, you'll find a pair of statues you 
can break to release the Angels inside. Kill them both to clear 
this Verse. 


= So, 
Verse 5: Fury in the Ha 


Continue on through the hallways and you'll soon reach this 
battle. Kill the Angels here to wrap up the Verse. 


S i 
Verse 6: Savagery on the Stairs 


Keep moving forwards, and you'll come to this battle. As always, 
destroy the Angels to finish this Verse. 


hS i 


Hello There 


Verse 


Further up the hall a giant Angel will punch through the wall. 
Move past that area and further down the hall to trigger an 
Angelic battle. Kill the Angels to finish. 


. No 
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Verse 8: The Big Guns 


Run further up the hall, and the giant Angel (Temperantia) outside 
will bust through. There are two large anti-aircraft guns on the 
balconies outside the window. Run and man the first one and fire 
on the Angel. You have to shoot him in the face to do damage. 
Once you have done enough damage, the Angel will destroy 

the gun you're on, so evade to miss the punch. Now get on the 
second gun and finish this beast off to end the Verse. 
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Verse 9: Alfheim Portal dy Normal Hard Non Stop Climax 


Just outside the elevators you'll find this Crow 


Defeat all the Angels before time expires! in a cage. Get in close and shoot it to break it open. Then 
However, Witch Time has been disabled! immediately perform a grab to bag this bird. 
After clearing Verse 8, make your way all the way back 
to the beginning of the area. Jump over the railing and 6 Once you have cleared this Verse, continue onwards 
reach the far side where you found the Witch Coffin. 37/40 and you'll soon come to an area with some floating plat- ty 
The Alfheim Portal will now be available on that side. forms. You need to use these to reach the area above 38/40 
7 you. Before going up, move to the rear of the area to 
E A N ` find a Witch Coffin containing a Broken Witch Heart. 
Now use the platforms to reach the area above you. >20 01 
Continue moving forwards through the hallways and you'll soon 
stumble across one of Antonio's Notebooks near the gA Ol Normal Hard Non Stop Climax 


In this area, before going up top, look in the left- 
hand corner to find this Crow in a cage. Approach the cage, 
break it, and then quickly grab the bird before it flies off. 


and prepare for a QTE. Next, Witch Walk up the walls. 
When you near the top, you'll trigger an enemy fight. 
#25: Island in the Sun — Isla Del Sol 


elevators. Once the book is yours, enter the elevator G 


QTE »+X 
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Hidden Batt} 


Verse 1 


Once you reach the upper area, turn around and move clockwise 
around the platform. You'll soon come to an opening in the floor. 
Drop down and you'll find a Witch Coffin with a Red Hot Shot 
below. You'll also trigger an enemy battle. Destroy all the Angels 
here to clear this Verse. 


uals) Normal Hard Non Stop Clim 


You'll find this Crow sitting on the floor in the 
left-hand corner of this area, at the end opposite the Witch 
Coffin. Walk up to it for the grab. 


~ ye ` 
Verse 12: Hidden Battle 


After you have cleared Verse 11, get back up top and 
move clockwise about the platform. You'll soon find 
another of Antonio's Notebooks. 


#26: Ithavoll CEO -I 


Make your way to the crank and turn it to activate the magic 
platforms. Use the smaller platforms to reach the first inner ring 
of large platforms. These platforms do not disappear, and are 
made up of groups of four platforms. Stay on this inner ring, and 
travel about it looking for hidden enemies. There are two sets to 
find. Once you have killed them all, you're done with this Verse. 
320 02 
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An Occult 


Verse 1 


Move on to the last platform section of the area. When B 
you reach it, run around the ring until you come to a 

Witch Coffin off to the side. Break it open to receive a 16/16 
Broken Moon Pearl. This is the last Broken Moon Pearl 

to find, and if you've been following this guide, you 

now have a complete magic gauge. 6 


From the Witch Coffin, use the floating platforms to 39/40 
reach the central platform further ahead. There you'll find 
one of Antonio's Notebooks. This is the last Notebook to find, and 
acquiring it will grant you a bonus Notebook thus completing your 
collection. Note that you'll get the bonus notebook whenever you 
find the 27th book. So if you missed one prior to this, then you'll 
get the bonus book after finding the other 27 notebooks, regard- 
less of the order. Lastly, there is also a Witch Coffin on 
the central platform. Open that chest to receive a Broken 
Witch Heart. 
#27: Ithavoll CEO - II 
#28:To My Beloved Son 


Normal Hard Non Stop Clim 

Once you've opened the chest at the central 
platform, make your way over to the empty ledge via the 
two floating platforms. On that ledge you'll find this caged 
Crow. Break the cage open and quickly grab the Crow 
before it flies off. 


Now, make your way about the last ring of platforms to a ledge 
with a pair of elevator doors. There you'll trigger an enemy battle. 
Defeat the Angel and you're done with this Verse. 


Verse 14: Angelic Lift 


Enter the elevator on the left and then Witch Walk up the walls. 
Once you are mid-way up, you'll trigger a battle. Defeat the An- 
gel, and this Verse is finished. Don’t get complacent though. After 
the Angel is dead, you are faced with a rather tough run. A wall 
of fire will begin to descend from above, and you must now turn 
and run to a skylight which is your exit. You'll need to transform 
into the Panther and begin running back down the elevator shaft. 
If the fire gets close, use double jumps to stay ahead of it. Keep 
running, and you'll soon reach the skylight. Jump on it to crash 
through and complete this Verse. +0 01 


Now that the Verse is finished, you still have a little footwork to 
complete. After crashing through the skylight, you'll find yourself 
on a large ball suspended from the ceiling. Work your way around 
the ball and break the four glass bulbs that hold it up. Once all 
four are broken, the ball will fall to a new area. From there, run up 
the magical pathway to a portal to end this Chapter. 


This Chapter is a Boss Fight. Here you'll confront Father Balder. 
Please refer to Chapter 4: Angels to find a full strategy for this fight. 


EPILOGUE - REQ 


Ww Verses 10 (9/1) 
© Antonio's Notebooks ~ 


ee Broken Moon Pearl — 


8 Broken Witch Heart 1 (40/40) 


Verse 1: Vroom, Vroom! 


As Jeanne, you'll drive your motorcycle up the rocket while 
shooting the enemies that try to come up behind you. Once 
you have gone far enough, you'll end this Verse. 


-~ X E 
Verse 2: Magical Ride: 


You'll continue up the rocket as Jeanne on the motorcycle. 
Shoot or avoid the enemy as you move forwards, and at the 
end you face some fast-paced jumps, so be ready. Once you 
make all the jumps the Verse is over. 


aE X 


Verse 3: Ride On i 


Continue forwards on the motorcycle and you'll soon come to 
yet another complex series of jumps. Get past them all, and this 
Verse is done. 


QTE +H 


Verse 4: A Mad Dash 


During this Verse, you must run up a crumbling rock pillar. It's 
best to transform into the Lynx to make this run, Reach the base 
of the statue ahead to complete this Verse. 


ee 


Defeat all the Angels before time expires! Enemies can be 
defeated using Wicked Weave attacks! 


—_ AN T 


Verse 5: Alfheim Portal 


statue. You now need to run up the statue to the head 
to progress with the game. However, to trigger this 
Alfheim Portal to open, you need to run all the way 

up to the jaw of the statue and run over to its neck. Do not go 
too far up the hair of head or you'll trigger Verse 6. After you get 
close to the face and run over near the jaw, work your way all the 
way back down to where you started. The area there is round 
and once you get on it, run 180 degrees around it to the far side 
where you'll find the Alfheim Portal has opened. If you haven't 
missed any Broken Witch Hearts up to this point, then snagging 
this one will complete your collection to give you a full health 
gauge. >20 02 


After clearing Verse 4, you are at the base of a large a) 


40/40 


Verse 6: The Big Bang 


Make your way up the statue to the top of the head to trigger a 
massive Boss Fight. Defeat your foe, and you'll clear this Verse. 


— ~c 
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Verse 7: Wra pping Up 


After clearing Verse 6, the credits will begin to roll, but don't set 
down your controller just yet as the credits will stop! You are 
now charged with destroying the remnants of the statue. Do so 
quickly to finish the Verse. 


No 
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Verses 8 — 10: Let the 


edits Koll 


As the credits are rolling, you'll encounter three enemy battles. 
Do well on all three of these as each one counts as a Verse for 
this Chapter. >O 03 


Congratulations! You have beat the game! 
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Wore Platinum Battle Guide 
Chapter 3 
PURE PLATINUM BATTLE GUIDE 


In this chapter we will take you through every regular Verse in 
the game, providing expert advice on how to obtain the elusive 
| Pure Platinum rank on each of them. Not only will you be able 
to meet the strict Pure Platinum requirements, but you'll be 
shown how to do it with style and ease, even in the toughest of 
battles. Whether you're playing on Normal for the first time, or 
aiming for Pure Platinum medals on Non Stop Climax, you'll 
find everything you need to truly master the game. 


About This Chapter 


m Battle Gui 


Neen ee Ee ee eee 


In this chapter we will cover every single regular Verse in the 
game, and provide strategies for getting the Pure Platinum rank 
‘on each one. The only battles that you will not find in this chapter 
are the six main boss fights. These encounters are fully detailed 
in the Angels Chapter to give them the complete coverage that 
they require. For each Verse we'll provide the ideal strategies 

for the Normal, Hard and Non Stop Climax difficulty settings. On 
Verses where the enemy set and Platinum requirements are the 
same across difficulty settings, a shared strategy will be given for 
these difficulty levels. 


ABOUT THIS CHAPTER d 


Note that the strategies given for the Normal setting are de- 
signed to get you through a first play, using only the weapon 
and accessories available to you at that point in the game. 


Detailed tables will inform you of all the requirements and 
enemies you will be facing beforehand, so that you can be fully 
prepared and know your target scores. The maps provided here 
show only the locations of each Verse, including the hidden 
Alfheim Portals. For detailed descriptions on how to find the 
Alfheim Portals, see the Scenario Guide. 


Dee S 


NERAL STRATEGIES 


Before you get into any serious fighting, there are some key 
pieces of information that will be of great help when striving 
for the Platinum ranks. 

SS i i 


Know when to quit 


Providing a Verse is still active and you have not yet received the 
results screen for it, you can cheat the system slightly and retry 
the Verse if you think you may have failed one of the Platinum 
requirements. From the Pause Menu, simply return to the Title 
Screen and then choose to Continue and you will restart just 
before you entered the Verse that you quit out of. This can liter- 
ally save you hours of time if you are going for Platinum on every 
Verse, as it will negate the need to replay whole stages if you 
happen to get hit. It also allows you to experiment slightly within 
a single Verse you are having difficulties with and find a method 
of completing it that works well for you. 


— No 


Getting two Platinum and one Gold rank on the results screen at 
the end of a Verse will still give you an overall Platinum rank for 
the Verse, so if you are just going for regular Platinum, you can 
afford for example to take a small amount of damage and still get 
the Platinum rank. If you are going to do this, learn how much 
the Gold rank damage limit is on each difficulty, so that you know 
if you are within the limit or not. If you go over that amount then 
you should quit back to the Title Screen so that you can try again. 


This amount of damage may not seem like much, but it will 
normally be enough to allow you to take one or sometimes two 
hits from most enemies, and will also cover most types of envi- 
ronmental damage. Damage sustained (outside of a full death) in 
between Verses will not affect your overall rank, so there is no 
need to reload if you take damage outside of a Verse by walking 
on some lava, for example. You can go into a Verse with less 
than half of your health, and providing you don't get hit within the 
Verse itself you will still get the Platinum damage rank. 


D 
The Right Accessory for thewo 


Having the right Accessories equipped can make all the differ 
ence in a Verse, so make sure you study all the information and 
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conditions available to have the right things set up ahead of time. 
On any Verse that involves protecting either your body or Cereza, 
for example, you should have the Gaze of Despair equipped to 
make sure that all the enemies focus on you, so they will be less 
likely to go off and attack the thing you are protecting. 


The Gaze of Despair will also come into play heavily on Verses 
that require you to build up large amounts of Magic for Torture 
Attacks or Wicked Weave attacks, and when combined with the 
Eternal Testimony, the Magic will come in at an incredible rate. 
You will also be able to spend much longer Taunting enemies to 
gain Magic with the Gaze of Despair equipped, since every en- 
emy has to go through its Enrage animation before it will attack. 


The Moon of Mahaa-Kalaa is undoubtedly one of the most pow- 
erful Accessories in the game, and once you have acquired it, it 
should rarely be unequipped, especially on the higher difficulty 
levels, where it is all but essential. This Accessory will allow you 
to control tough enemies like nothing else in the game, and can 
create numerous attack windows that would have otherwise 
been unavailable. If you are having trouble in a Verse, especially 
on Non Stop Climax, the Evil Harvest Rosary can also be a real 
difference maker. With no penalty to speak of on that difficulty, 
this Accessory can be truly devastating, as the explosive blast it 
gives off after an Evade will Stagger even the largest of foes, and 
give you a opening to attack. 


The default pistol shot with "® is arguably the most useful tool in 
the game. The fact that you can use this at any time, no matter 
what weapons you have equipped, will allow you to have much 
more variety in your weapon setups and still have access to a 
ranged weapon. Learning to use this weapon properly to keep 
your combo multiplier active is one of the most important skills 
to master in the game, and will make all the difference in many 
different Verses. 


Any time you are not actively attacking an enemy, or when either 
you or the enemy were knocked away by an attack, you should 
be shooting with this weapon to give you that small amount of 
extra time needed to land your next real hit. Learn to use a quick 
burst with it after every combo or Evade, so that it becomes sec- 
ond nature, and you will soon find yourself keeping the multipli- 
ers going longer than you ever thought you could. 
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08:00 06:40 05:20 04:00 10:20 08:37 06:54 05:10 17:40 14:44 11:47 08:50 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 1,000 2,100 3,200 6,500 1,900 9,120 16,340 38,000 1,600 5,952 10,304 23,360 


When they have been killed off, Grace & Glory will appear near 
Neral Spear Affinity (15), Decoration (9), Bow Applaud (1) the wall that the Decorations flew over earlier on in the Verse, so 
Hard & Non Stop Climax | Spear Affinity (15), Decoration (5), Grace & Glory (1) make sure the camera is aligned in their direction to avoid being 
Bow Applaud (1), Fairness (1) caught unaware by an off-screen claw swipe. To quickly dispatch 
Grace, run towards it and use a Witch Twist to launch it into the 
air and then use air@@ to weaken it further, before killing 


Normal it off for good with a Torture Attack >0 03. If you have kept the 
Three Spear Affinities appear Multiplier going you should finish off Glory in the same manner, 
first. These enemies have easy SN di) but if you need the extra points it might be worthwhile doing a 

attack cues, so you should be couple of extra combos first before using the Torture Attack. 


able to see their attacks coming 

in time to Evade them. Use this 

first group to practise some of 

the combos at your disposal 

Once the first few Affinities are dead, another group will appear 
behind you, so use them to get a feel for some air combos. 
Launch them with combos such as ®-@ or @@@®&@ and then 
Jump up and use air@@@@® to finish them off. 


When the three Decorations fly over the wall, take them out 

quickly using P+% to shoot them down, and then immediately 
turn round and start attacking the Affinities and Decorations that 
have begun spawning in the centre of the area >O 01. For some 


extra damage and more combo points you should try holding 
down each attack button for a short time when attacking these 
enemies. As soon as you land in the next area below you will be 
confronted by an Applaud, along with a small group of Affinities. 
Make sure you focus all your attacks on the Applaud to begin 
with, as this will make the fight much easier to manage. Once 
you've taken down about half of its health with regular combos, 
you should experiment a bit more with some aerial combos 
before finishing off the remaining Affinities. 


Hard & Non Stop Climax 


As the enemies in this Chap- 
ter will not drop their Angel 
Arms, you will need to rely on 


conventional weapons to reach 


the Platinum combo rank and 
a lot of "® shots to keep the 
Multiplier going. Use Shuraba’s 


a }@ combo to take out the first wave of Affinities and 
then switch to using a Cowgirl Spin on one of them so that it hits 
the other three for a big boost to your Multiplier +0 02. Finish 
off any remaining Affinities, and then, when the Decorations fly 
over the wall, try and time a Bomb from Durga in Fire Mode so 
that it kills all three of them. Use a couple of shots with "® on 
the next bunch of Affinities to keep your combo going while you 
close the distance to strike with Shuraba. You may want to switch 'orture Attack 
to a combo like @@@- @ to take advantage of the wide arcing 
Weave attack on the end to cover the large area. 
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Prologue The Vestibule 


Prologue The Vestibule 


The next group of enemies down below after the cutscene is an- 
other excellent place for you to use a Cowgirl Spin, especially if you 
Snare the Bow Applaud, as it will only do minimal damage to him, 
but it will devastate the Affinities. If there are any Affinities left 
after one Cowgirl Spin, finish them off quickly with Shuraba and 
take down the Applaud’s health until it is ready for a Torture Attack. 


Once that group of enemies is dead, Fairness will begin to 
spawn at the base of the cliff. If you have met the Platinum 


combo requirements you should run in and take advantage of 
its long spawn time. Use a Witch Twist to launch it and use 
air@@@&@ and repeat it until it is almost dead and then use 
a Torture Attack to finish it off. lf you need some extra combo 
points you should keep your distance at the start so that Fairness 
uses its Fireball attack which you can then Parry back. The re- 
turned Fireball does very little damage but gives you plenty 

of combo points, so you can keep this up for a while to get as 
many points as you can before using the Torture Attack. 
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SE 2: THE PLANE CRASH 
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01:50 01:40 01:30 01:20 04:30 
1,500 1,000 500 0 3,000 
700 1,092 1,484 2,660 600 
Angels 
Normal Spear Affinities (=) 


Hard & Non Stop Climax Glory (=) 


bia 


Normal 

This Verse will introduce you to 
using Torture Attacks. The fight 
will be in permanent Witch Time 
until you have done two Torture 
Attacks, after which it will revert 
to normal time. Use the perma- 
nent Witch Time at the start to 
kill some of the enemies and build up your combo Multiplier, only 
moving on to torture attacks when you know your combo score 
is high enough >O 01. With the extra advantage of a clock on- 
screen in this Verse you will know exactly how long to stay in the 
fight and still get the Platinum time rank. 


with the speed and aggressive- E 
ness of Glory, make avoiding 


getting hit so that you can build up enough Magic for the Torture 
Attacks difficult. There will always be two Glorys in the area at 
any one time, so try your best to separate them and have Durga 
in Electric Mode on your feet so that you are immune to their 
electric attacks. You should also make heavy use of the Moon of 
Mahaa-Kalaa to defend against their attacks and then follow up 
with @+@ into an air combo to keep one of them under control. 
30 02 


Hard & Non Stop Climax 
Three Torture Attacks may not 
seem like much, now that you 
are somewhat familiar with the 
game, but the awkward camera 
angles of this Verse, coupled 


While you are killing off a few of them at the start to build up your 
combo score, you should keep an eye open for any dropped Angel 
Arms to pick up and use for the extra combo points +0 03. As 
the Platinum time requirement is quite high, you should normally 
try to kill roughly two or three Glorys for each one you Torture 
Attack to make sure you earn enough points to get the Platinum 
combo rank. 
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03:50 03:10 02:30 03:20 03:00 02:40 02:20 
2,000 1,000 0 4,500 3,000 1,500 0 
852 1,104 1,860 500 650 800 1,250 
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VERSE 1: CENTRAL STATION PLATFORM 


® ® 9 D | @ 


T 01:00 00:50 00:40 00:30 02:00 
Damage 1,500 1,000 500 o 3,000 
Combo 500 650 800 1,250 400 

Angels 
Normal Spear Affinity (3) 
Hard & Non Stop Climax Joy (1) 


Normal 

The Verse will begin as soon as 
you Jump back up to the top 

of the pit after picking up the 
key at the bottom. The enemies 
spawn just in front of the door 
that you used to enter the area. 
Once they have fully spawned, 
all you need to do is use a single © attack with the key on each 
of them, as this is all it takes to kill them and will give you more 
than enough combo points to reach the Platinum rank. #7) 01 
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RSE 2: WITCH S 


01:00 00:50 00:40 00:30 03:20 
1,500 1,000 500 0 3,000 
200 212 224 260 500 
Normal Spear Affinity (3) 
Hard & Non Stop Climax Joy (2) 


Normal 

Wait for one of the Affinities 

to attack so you can Evade 

into Witch Time, and then 

start attacking them using a 
(Q(B (%(% combo with 
Scarborough Fair +0 02. Try to 
angle the attacks so that they 
hit more than one of the enemies and then at the end of that 
combo, when Witch Time has run out, finish off the enemies 
quickly using a @%&@ combo. 
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orture Attack 
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01:40 01:20 01:00 03:40 03:04 02:27 01:50 
2,000 1,000 o 4,500 3,000 1,500 0 
480 560 800 300 336 372 480 


Once they are all dead, Jump over the pit and insert the key into 
the door to end the Verse. 


Hard & Non Stop Climax 


As soon as you get up to the 
top, after picking the key up, the 
Joy will attack you, so you need 


to be ready to Evade or Parry 

right away. As soon as you see 

an opening, start attacking her 

with the ®& attack of the key, 

but be ready to Parry at any time as the attack is quite slow, and 
Joy may attack you before it can connect. The small window 
after a successful Parry can give you just enough time to land 
the attack, and after two or three clean hits the enemy will be 
defeated. 
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02:47 02:14 01:40 04:00 03:20 02:40 02:00 
2,000 1,000 o 4,500 3,000 1,500 0 
650 800 1,250 300 336 372 480 


Hard & Non Stop Climax 

Try and group both Joys to- 

gether and then Evade one of ŢȚ 

their attacks to get into Witch 

Time, and then attack them 

with a @@@(&(&(& combo. 

You should be able to get all but 

the last hit of the combo within 

a single instance of Witch Time, and that alone will almost kill 
them. Sometimes they may get knocked too far away for the 
last Bomb to reach, so if you see this happen cancel the charge 
and finish them off with regular attacks. Without the aid of 
Witch Time on Non Stop Climax you will have to rely on Dodge 
Offset to get the combo off, or you can attempt it after a suc- 
cessful Parry, hoping that the first Ù trips the Joys so that you 
can continue. 


DD 
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Time 02:30 02:23 02:17 02:10 05:20 
Damagi 1,200 800 400 o 1,200 
Combo 600 852 1,104 1,860 1,100 


[Non Stop Clima 
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05:00 04:40 04:20 05:32 05:11 04:50 04:30 
800 400 o 1,200 800 | 400 0 
2,552 4,004 8,360 900 1,710 2,520 4,950 


on, 
Alfheim Portal 


Defeat all the Angels before time expires! Enemies can be 
defeated during Witch Time. 


aim ©8008 


Hard i C00 


Ae ©0600 


Non Stop Climax 


Normal 

Taunting the enemies to make 
them more aggressive is an ex- 
cellent tactic in this Alfheim, as 
more enemy attacks equal more 
chances to enter Witch Time. 
Watch the visual cues on the 
Flail and Spear Affinity’s attacks 
while also listening for the audio cue from the Trumpet Affinity 
so that you can correctly time your Evade. 


aS 


Your main goal is to build up enough Magic so that you can 
Torture Attack the Flail Affinity. Keep attacking the other two 
Affinities while in Witch Time to kill them off and build up Magic. 
To make sure you don't kill them too quickly, try to avoid using 
Wicked Weave combo finishers. Once they are dead, Torture 
Attack the Flail Affinity and then pick up its weapon. Enter Witch 
Time as soon as you can on the next group of enemies and then 
use the Ù with the Flail on one or more of the Affinities if they 
have grouped up. Use another ® attack the next time you enter 
Witch Time and then finish off the last of the Affinities with regu- 
lar combos, before using a Torture Attack on the Bow Applaud. 


Pick up the Bow so that you are ready to use it as soon as you 
get a chance on the final two Bow Applauds. Although it is pos- 
sible for you to fire off two W attacks with the Bow in a single in- 
stance of Witch Time, if you are very quick, it will normally work 
out best to stick with a single shot so that you don’t waste any. 
To kill, each Applaud should take two ® shots with the Bow, and 
doing so will get you an easy Platinum rank. 

points for a Platinum rank on fa fA 2 
the first group of enemies here. 

Start off by Taunting straight 

away to start building up some 


Magic while the enemies 
spawn, and then wait for one of them to-attack so you can 


Evade into Witch Time. Since you are aiming to build up Magic, 
you should equip low-damage weapons with lots of hits, such 


Hard 
It is very easy to get the entire 
required amount of combo 


Normal Spear Affinity (3), Flail Affinity (3), 
= a Trumpet Affinity (1), Bow Applaud B) 
Hard ‘Spear Affinity (4), Flail Affinity (2), Trumpet Affinity (2), 


‘Spear Applaud (1), Bow Applaud (1), Ardor (3) 


Spear Affinity (4), Flail Affinity (2), Trumpet Affinity (2), 
Ardor (3), Gracious (1), Joy (1) 


Non Stop Climax 


as a pair of Durgas in Electric Mode, and then use a combo-like 
}1(@, cancelling out of the combo near the end before the 
Weave attack comes out. 


Once you've built up enough Magic, Torture Attack one of the 
Spear Affinities and pick up its Angel Arm. Wait until you can 
Evade into Witch Time again and use the © attack of the weap- 
on to demolish the group of enemies and rack up a nice combo. 
You can use the same basic tactic on the next wave of enemies 
as you did on the first group. Keep watch on the Bow Applaud’s 
health bar here when using the Spear Angel Arm's & attack and 
make sure that you cancel out of the attack before it kills the 
enemy; kill this enemy with a Torture Attack and then pick up the 
Angel Arm it dropped while the three Ardors are appearing. 


Walk up to one of them straight away and Evade into Witch Time 
as quickly as possible. Once you are in Witch Time, start shoot- 
ing one of the Ardors with the Bow’s ® attack. Try to be as quick 
as possible so that you can get in two attacks before Witch Time 
ends. If you put all five shots into one of the Ardors it should be 
almost dead and easy to finish off with a regular combo. 


You should have plenty of Magic left at this point, so try and line 
up the remaining Ardors, and the next time you go into Witch 
Time immediately start unloading on them with Shuraba Weave 
Tetsuzankos, of which you can get about three or four into one 
Witch Time. If the enemies are Staggered from the attacks when 
you leave Witch Time you can Taunt them to get even more 
Magic back, so you can continue the Tetsuzanko onslaught until 
you can enter Witch Time as 


they have been defeated. 

you regularly would on the 

other difficulty settings. Begin 

by attacking the Ardor with a 

}@1(@ combo after enter 

ing Witch Time. Once you have enough Magic, kill one of the 
Trumpet Affinities with a Torture Attack and then grab the Angel 
Arm it drops. After entering Witch Time again, use the weapon's 
@ attack to kill the two Spear Affinities. Use a final @ attack with 
the Trumpet on the Ardor before it runs out, and then finish off 
the enemy with regular attacks to get some more Magic, before 


using a Torture Attack on the final Trumpet Affinity to kill it and 
pick up its weapon. 


Non Stop Climax 
The usual rules of Non Stop 
Climax don't apply here, so 
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Chapter | 


You will still be unable to enter Witch Time from one of Gracious's 
attacks, so you will need to rely on the Affinities that come with 
it for this purpose. As soon as you do enter Witch Time, run over 
and start attacking Gracious with @ Trumpet attacks and repeat 
until the weapon is empty. You should be able to almost kill it 
with this weapon, and you'll have the added bonus of knocking it 
‘over every time, so you won't have to deal with its attacks. With 
Gracious out of the way you should Torture Attack one of the Flail 
Affinities and use its weapon to kill the two Spear Affinities > 
01. Next, Torture Attack the final Flail Affinity so you can get its 
weapon for the next wave. 


The third and final wave includes two Ardors and a single Joy. As 
soon as you get into Witch Time use the Flail’s & attack twice 

on the Joy, as it is the most unpredictable enemy in this group. 
Once the Joy is gone the Ardors should be fairly straightforward 

to take out with standard Shuraba combos. To speed things along 

a bit, use the @@@(%(%(& combo to kill them off quickly 
with the powerful Bombs. +0 02 
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05:00 04:10 03:20 02:30 | 06:40 
| 


1,500 1,000 500 o 3,000 
2,400 16,800 31,200 74,400 1,600 
Angels 


Normal. Hard & 
Non Stop Climax 


Spear Affinity (3), Trumpet Affinity (2), Flail Affinity (2), 
Decoration (9), Spear Applaud (2), Beloved (1) 


Normal & Hard 


Try and do as much of your 
attacking as possible during this 
fight in Witch Time, as it has by 


far the highest Platinum combo 

requirement to date and the 

extra points will be useful. You 

should still have full Magic from 

completing the Alfheim, so you 

should try to get straight into Witch Time and Torture Attack one 
of the Spear Affinities. Pick up the freshly dropped Angel Arm 
and, after entering Witch Time again, use the W attack on the 
remaining group of enemies. 


If there are any enemies left, make sure to attack them quickly to 
ensure you keep your Multiplier going, and once you've finished 
them off, fire a couple of shots using ™& at the Decorations that 
come flying down. If you are using Scarborough Fair you should 
use +Ý to kill the Decorations as they appear, otherwise stick 
with either Shuraba or Kulshedra to get some extra combo points. 
When the Trumpet Affinity shows up, try and kill it with a Torture 
Attack to get its weapon, and then use the Angel Arm's @ attack 
to easily kill the other Decorations that start to fly down. As you 
kill the Decorations, more Affinities will join the fight. You should 
try to kill one of these as quickly as you can so that a Spear Ap- 
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04:44 03:47 02:50 06:40 05:34 04:27 03:20 
2,000 1,000 0 4,500 3,000 1,500 0 
5,952 10,304 23,360 2,000 10,400 18,800 44,000 


plaud spawns in. Use a Torture Attack on this enemy and then 
pick up the Spear and use its % attack to kill off some more of 
the Decorations and Affinities as they spawn. Keep 

killing them off until the next Trumpet Affinity spawns and then 
use a Torture Attack to kill it, but don't pick up the weapon until 
all the other enemies have been killed and the Beloved spawns. 
As soon as you begin to see this enemy, use a quick burst with 
=% to keep the Multiplier going, and then run over and pick up 
the Trumpet. Use three @ attacks with it to greatly take down 
its health. 


Finish it off by jumping up to the weak point on its back and us- 
ing the air@@@&&®& combo. Keep this up and it will collapse 
to the ground, and if you move closer you will be prompted to 
initiate a Climax attack on it to kill it for good. Once the scene 

is over don't forget to pick up the Beloved’s Axe before you 
continue. 


Non Stop Climax 

The Verse plays out the exact 

same way on this difficulty, but, I = ce) 
without Witch Time for extra 


points, even more emphasis has 

to be placed on keeping your 

Multiplier going at all times. 

It can also help to use quick, 

high-scoring weapons, such as Shuraba or Onyx Roses, on the 


Affinities and Applauds or Kilgore on the Beloved, after you have 
emptied the Angel Arm. 


O 
@ @ @ g] @ 


[Non Stop: 
@ a g! | ® (J @ g 


Time 0340 | 0304 | 0227 | oso | 0200 | 01:40 01:20 01:00 02:40 02:14 01:47 01:20 

Damage 1,500 1,000 500 o 3.000 | 2000 1,000 o 4500 | 3,000 1,500 o 

Combo 1900 | 9120 | 16340 | 38,000 600 852 1,104 1,860 300 336 372 480 
Angels Hard & Non Stop Climax 

Normal Flail Affinity (4), Trumpet Affinity (1), Spear Applaud (5) As you start to move down the 


Hard & Non Stop Climax Grace & Glory (1) 


biia 


Normal 

When you are within range of 
the first group of Affinities and 
Applauds you should use both 
of the ® attacks available to you 
on the Axe Angel Arm from the 
end of the previous Verse 

>20 03. Once that weapon 

has been used up you should continue fighting normally until 
you have enough Magic to Torture Attack whichever of the two 
Applauds has the least health, and then pick up its Angel Arm. 
When one of the Applauds dies, another Flail Affinity will appear. 
Wait until this happens before you use the ® attack with the 
Angel Arm to wipe out the remaining enemies. 


When they are all dead, three more Spear Applauds, along with 
another Flail Affinity, will appear in the centre of the room, so 
use a couple of shots with "® to keep the Multiplier going. Run 
up to the enemies and Torture Attack one of the Applauds, and 
then use the $ attack with the Angel Arm straight away while 
the enemies are all grouped up. You should be able to catch the 
Trumpet Affinity with this attack as it spawns, but if you do not 
manage to kill it (or if any other enemies survive) you should fin- 
ish off with standard Scarborough Fair Weave combos. 


narrow corridor you will see 
Grace & Glory spawn at the far 
end near the lift. Instead of run- 
ning down to them, you should 
wait in the corridor and fight 
them there to make them easier 


NA 2 
? 


to handle. Once they have closed in on you, use two ® attacks 
with the Axe Angel Arm to weaken them both, and if that does 
enough damage you can finish off Grace with a Torture Attack 
straight away. Pick up its Angel Arm and then use the ® attack 
to finish off Glory quickly and gain enough combo points to reach 
the Platinum rank easily. 


O 
® ® @ g] @ 


Time 01:00 00:50 00:40 00:30 01:00 

Damage 1,500 1,000 500 o 3,000 

Combo 200 212 224 260 200 
Normal 


Evade an attack to enter 
Witch Time and go right into 
a GHALA combo to launch 
an enemy. Quickly press @ 
again to grab the launched 
enemy with a Punisher move. 
If you angle your initial combo 
correctly you should be able to make sure that the other enemy 
get hits by the Ragdoll, which will both damage them and knock 
the other enemy to the ground. While the enemy is still down you 
can finish it off easily with the combo of your choice for a quick 
victory. 


w 


an Non Stop 
g c] g) @ @ @ 2) 


00:50 00:40 00:30 01:00 00:50 00:40 00:30 
2,000 1,000 o 4,500 3,000 1,500 0 
212 224 20 | o 0 0 10 


Normal, Hard & Non Stop 


Spear Affinity (1), Flail Affinity (1) 


Hard & Non Stop Climax 

You should be able to kill both 
of them quickly with regular 
Shuraba combos, even without 
Witch Time on Non Stop Climax; 
just use these enemies to build 
up your Magic a bit for the up- 
coming Verses and take the 
easy Pure Platinum. 
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Chapter | 


Chapter | 


| 
| 
03:54 03:07 02:20 | 04:20 03:37 02:54 
| 
| 


Time 03:00 02:30 02:00 01:30 04:40 

Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 o 

Combo 300 336 372 480 200 212 224 260 200 212 224 260 
Angels Hard & Non Stop Climax 


Fortitudo (1) 


bih 


Normal, Hard & Non Stop Climax 


Normal 

Straight away start walking to 
the left, while holding down "® 
so that you can continuously 
damage Fortitudo and start your 
combo going while you move 
down the path. While walking 
down the path, Fortitudo will 
attack you with giant Fireballs, which you can Evade into Witch 
Time to increase your combo score. 


Once you are on the bridge, Fortitudo will use one of his heads 
to attack and devour each of the Umbran Witches on it before 

he turns all of his attention on you. Continue holding down "® to 
keep damaging him and look for the cues of his attacks so you 
know when to dodge; try and time Evading his bite attack so that 
you enter Witch Time and can combo him properly. 


When in Witch Time, use the (@(@(@(%(@ combo on his head, 
as the extra few shots with each held attack will increase the 
damage of the combo significantly >) 01. When the combo is 
finished you should still be able to get in some quick hits before 
the Witch Time ends, so make sure to start the next combo 
straight away. Once you have taken off about half his health you 
will trigger a cutscene and the Verse will be over. 


You may not be able to use 

any of your other weapons, 

but you do still have access to 
your special techniques and 
any accessories that you had 
equipped. As soon as the Verse 
starts, begin attacking Fortitudo 
with Tetsuzankos, and any time he Fireballs you simply Parry it 
back with the Moon of Mahaa-Kalaa >O 02. For an easy Pure 
Platinum, keep on constantly attacking him with Tetsuzankos 
and Parrying the Fireballs until he flies off. 


bb 


O 
D @ @ © ® 


Time 03:40 03:04 02:27 01:50 03:20 
Damage 1,500 1,000 500 0 3,000 
900 1,710 2,620 4,950 900 

Angels 


Beloved (1) 


biia 


Normal, Hard & Non Stop Climax 


Normal 

As you try and cross the bridge 
a Beloved will begin climbing 

up the wall inside the cave. You 
should start shooting it as soon 
as it appears with "$ for some 
easy early damage. When he 
gets to the top he will wind up a 
large swipe with his arm, which will take out the walls on either 
side of the bridge; a well timed Evade of this move with put you 
into Witch Time and allow you to land an early combo on him. 


| 

| 
o @ © | © 3 2) 
02:50 02:20 01:50 | 04:00 03:20 02:40 02:00 
2,000 1,000 o | 4,500 3,000 1,500 0 
1,710 2,520 4950 | 700 1,092 1,484 2,660 


Keep shooting him to keep the Multiplier going afterwards, and 
be careful not to get hit as he grabs hold of the bridge and tears 
it from its mountings. 


Start attacking his hand while he starts to swing the bridge with 
a (@(&(@ combo, with only the briefest of button holds for a bit 
of extra damage. The Beloved will try and disrupt your attacks by 
smashing the bridge into the cliff face nearby, and you will need 
to time an Evade so that you don’t get Staggered by the impact. 
The speed of the @%&@ combo means you should be able to pull 
off the entire string before you need to Evade. >20 03 


Keep attacking him in this manner and when you have taken 
off about half of his health you will trigger a short scene where 
the Beloved will hurl the bridge away with you still on it. As the 


bridge is flying past the path on the left there will be a QTE in 
which you must press #+3€ to Jump and land safely on the 
ground below. The Verse is not over yet, however, so you will 
need to continue quickly down the stairs, where the Beloved will 
come crashing up through the staircase to continue the fight. 


As soon as it does, turn round and run back up to the larger plat- 
form and start shooting him with "® to get the Multiplier going 
again and to do some easy damage. As the creature clambers 
up the crumbling staircase it will cause shockwaves, which will 
Stagger you. Use an Evade to stop this from happening and to 
allow you to get more shots in. When he reaches the top, one of 
his arms will come crashing down, so make sure to Evade this at 
all costs and enter Witch Time. Start attacking him straight away 
with a (AMAA combo until Witch Time ends 


The impact from the Beloved's attack will also cause a large 
portion of the fighting area to be destroyed, which will limit your 
movement greatly, so you will need to rely on well timed Evades 
for the rest of the fight. He will continue to smash his forearms 
down on to the area in an attempt to both attack you and stop 
himself from falling. Evading these into Witch Time so that you 
can land your combos safely is one of the most important factors 
in this fight. If you miss-time an Evade and do not get Witch 
Time, make sure to shoot him a couple of times to keep the Mul- 
tiplier going. You should only need a few instances of Witch Time 
to be able to deal enough damage to take all his life, and once it 
is depleted all you need to do is run up and press © to start 
the Climax attack. 


Hard & Non Stop Climax 


While it is possible to kill this 
Beloved very quickly as he 
climbs the cave wall with a 


series of Tetsuzankos, or by 

firing at it with Killgore, doing 

so will not get you the required 

combo amount. Shooting it once 

or twice with Kilgore while it's climbing, however, can be a good 
way to get the combo Multiplier going nicely, but after you've 


done that make sure you switch to shooting it with "$ so you 
don't deal too much damage. +0 04 


Once he grabs hold of the bridge start laying into him with some 
QH. VV combos, using Dodge Offset to keep them going 
when he smashes the bridge into the cliff >O 05. If you see the 
hit value drop too low on your attacks, use a single Tetsuzanko 
to reset it and then continue. As long as you keep the Multiplier 
going well you should be able to easily get enough points just in 
this section 


In the second section of the fight, if you're sure you have a high 
enough combo score to get the Platinum rank, then you can kill 
the Beloved off very quickly with a series of Tetsuzankos >O 06. 
If you were struggling in the first section you might want to try 
and rack up a sizeable combo score here with regular Shuraba 
combos until you've taken down its health 
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CHAPTER II 


VIGRID, CITY OF DEJA VU 


I 02:40 02:14 01:47 01:20 05:00 
Damage 1,500 1,000 500 o 3,000 
Combo o 0 o 110 400 
Normal Jeanne M 1 (1) 


Jeanne Mi 2 (1) 


8S 


Hard & Non Stop Climax 


Normal 

In this flashback Verse you will 
be unable to use any additional 
weapons you have acquired, 
forcing you to battle Jeanne 
with only a set of default pistols. 
Jeanne is capable of using all of 
the same combos and moves 
that you are, so pay close attention to her attacks so that you 
can Evade accordingly. She will also use a lot of single Wicked 
Weave attacks, so watch for the brief visual cue before these 
and time your Evade so that you can enter Witch Time. 


Weave attacks work especially well on Jeanne, so a combo such 
as @®&@ is perfect, as it is short enough to Evade out of it with- 
out losing much time +0 01. It doesn’t actually take very many 
of these combos to finish Jeanne off, so don't be afraid to Evade 
mid-combo to ensure that you do not get hit. This is even less of 
a problem if you are using the Dodge Offset ability. 


When you have successfully Evaded one of Jeanne's Weave 
attacks into Witch Time, you should move in quickly and switch 
to using a powerful combo such as @@@®@ to launch her, and 
then follow up with aii )& @ if Witch Time is still active. Keep 
up the attacks and once you have taken down all of Jeanne's 
health the Verse will be over. 


Hard & Non Stop Climax 
Here Jeanne will exhibit most of 
her regular Ivi 2 attack variations a SN G 
As this is a flashback Verse 
she is not able to use any of 

her Beast Within forms or her 

sword, so you will not have 

to look out for those attacks. 

Because the Platinum time requirement is much higher on these 
difficulty levels, you can afford to be defensive and rely heavily on 
Parries. Jeanne will often start out with her Bullet Storm attack, 
so be ready with a series of quick Parries to deflect the bullets 


04:10 03:20 02:30 05:00 04:10 03:20 02:30 
2,000 1,000 o 4,500 3,000 1,500 0 
480 560 800 300 336 372 480 


0000 1.0 
10 
30 


back at her >O 02. After this, always let Jeanne attack first, and 
then use a Parry to Stagger her briefly so that you can get in 
some easy hits. AWicked Weave Tetsuzanko after a successful 
Parry is an excellent choice, as it is quick enough to hit her before 
she can recover and does a good amount of damage. 


Make sure to be buffering in a Parry constantly with each attack, 
so that, as soon as Jeanne recovers and starts attacking again, 
you can Parry and not get hit. Because of the slightly more 
defensive approach to the fight, any time Jeanne gets knocked 
away by a Tetsuzanko or any other move it's a good idea to use 

a few shots with "® to keep the Multiplier going. As you will be 
parrying so much there is a high chance of landing a Perfect Par 
ry, So make sure, when this happens, that you move in and use a 
long combo string on her and take advantage of the extra time by 
holding down the button on each attack for added damage. 
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VERSE 2: WITCH WALKING 


® 0 3 4 | 9 


01:40 0:24 01:07 00:50 03:00 
Damage 1,500 1,000 500 0 3,000 
500 650 800 1,250 700 


Dear & Decorations (1), Decoration (5), Spear Affinity (2) 


Dear & Decorations (1), Decoration (5), 
Spear Affinity (1), Spear Applaud (1) 


Normal 
Hard & Non Stop Climax 


Normal 

Run past the Dear and Decora- 
tions when they come flying in, 
causing the two Spear Affinities 
to spawn at the back of the 
area, Torture Attack one of the 


Affinities and then pick up the SN SN L 
Angel Arm and move into a posi- 


tion where you can use the Spear's % attack on the rest of the 
enemy group. If any of the Decorations survived then you can kill 
them quickly with a Bullet Climax; if it was the Dear or Affinity 
then you should get in close and finish them off with a quick 
Onyx Rose combo, >20 01 


© @ & ® @ 


05:00 04:10 03:20 02:30 05:20 
Damage 1,500 1,000 500 o 3,000 
Combo 2,900 28,130 53,360 129,050 2,700 


Normal 

This Verse has an incredibly 
large Platinum combo require- 
ment rank, and as such you 
need to make sure that you 
manage to keep the Multiplier 


going at all times; a few quick SN Bi) E 
shots with "® just as enemies 


are spawning will go a long way towards helping you with this. 
Start by using a Torture Attack straight away on one of the Spear 
Affinities, and then pick up and use the ®& attack with the Angel 
Arm on the rest of the enemies. If any enemies survive, finish 
them off quickly with some Onyx Rose combos. 


| 
® 3 © @® @ D 


02:30 02:00 01:30 02:00 01:40 01:20 01:00 
2,000 1,000 o | 4500 3,000 1,500 o 
1,092 1,484 2,660 | 400 480 560 800 


Hard & Non Stop Climax 

The only slight change in this 
Verse on these difficulty levels 
is the replacement of an Affinity 
for an Applaud, so you shouldn't 
have to change your tactics 
greatly. You should still Torture 
Attack the Affinity, however, as 
you will be able to get more combo points using the Spear Angel 
Arm's %& while the Applaud is still there >0 02. Try not to kill 
the Applaud while using that attack, but instead finish it off with 
another Torture Attack so that you can then use a second Spear 
Angel Arm to kill off the rest of the Decorations and the Dear. If 
there are any Decorations left over after that attack, you should 
switch to Kulshedra to finish them off quickly. 


DKA 


DD 


e 3 
® 3 D| © 0O 8 7] 
04:27 03:34 02:40 06:20 05:17 04:14 03:10 
2,000 1,000 o 4,500 3,000 1,500 o 


23,112 43,524 104,760 2,300 14,996 27692 65,780 


Spear Affinity (6), Flail Affinity (5), Trumpet Affinity (2), 
Bow Applaud (2), Spear Applaud (1), Beloved (1) 
Spear Affinity (4), Flail Affinity (4), Trumpet Affinity (1), 
Bow Applaud (3), Spear Applaud (2), Beloved (1) 


Normal 


Hard & Non Stop Climax 


As soon as they are all dead the next lot of enemies will spawn, 
so be ready to shoot them quickly with "® to keep the Multiplier 
going. You should have enough Magic again for another Torture 
Attack, so use it right away on one of the Flail Affinities and then 
grab the Angel Arm and use its Ù attacks to take out the rest of 
the Affinities in this wave. Once they are dead, try to finish off 
the Bow Applaud with a Torture Attack to get its Angel Arm. 
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When you see the Beloved appear, use a few shots with ™& to 
keep the Multiplier and then shoot it with the Bow’s W attack. 
When the Bow has run out, build up some Magic if you need 

it by attacking some of the Affinities, and then use a Torture 
Attack on one of the Spear Affinities. Pick up the Angel Arm and 
then try to Evade an attack into Witch Time, before using the 
Spear's © attack on the enemy group. This should easily build up 
enough Magic for you to use another Torture Attack on the near 
est Affinity, allowing you to finish off any others with his Angel 
Arm before turning your attention to the Beloved again. Once the 
Beloved’s health starts to get low it will begin to flee the area by 
climbing up the side of one of the buildings, signalling the end of 
the Verse. 


Hard & Non Stop Climax a higher score than you did on Normal. Deal with the waves of 


There is essentially the same Affinities and Applauds at the start by Torture Attacking one of 
enemy set on these difficulty Q 7 KA the Spear enemies and then using its Angel Arm's W attack to 


levels. Even though you have raise the Multiplier and control the large group. Try and finish off a 


a lower Platinum combo score couple of the Bow Applauds with Torture Attacks as well, so that 
requirement, the addition of a when the Beloved appears you have a couple of Bows waiting to 
few extra Applauds means you be used. You can then unleash a barrage of W attacks with them 


should generally be able to get to score high, forcing the Beloved to leave early without do- 


ing much collateral damage to the other enemies. >O 03 


p nnn a 


RSE 4: RUNAWAY TROLLEY i 


E, F, r 
© ® 9 D| ® @ D| © ® @ 2) 
Ti 00:40 00:34 00:27 00:20 01:00 00:50 00:40 00:30 01:00 00:50 00:40 00:30 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 0 4,500 3,000 1,500 0 
Combo 200 212 224 260 0 0 o no 0 0 0 no 
Normal O 
As there is a very short amount Normal, Hard & Non Stop Climax Enchant (3) 
of time to complete this Verse, 
you'll need to start attacking 


straight away. As soon as the 

cutscene ends, Evade back- 

wards so that you don't get hit 

by the Enchant dropping in, and 

then attack it with (@(@ >0 04. These two hits are all it takes to 
finish off this enemy, and as soon as this one is dead move on to 
the next. To make hitting these fast moving enemies easier you 
should fire a few shots at them with "% to slow their movements 
down a little. 


Hard & Non Stop Climax 


When the cutscene ends, 
instead of using an Evade you a = 
should use a Parry, as this will 


instantly Stun the first Enchant 

as it appears >O 05. You 

should, however, resist the urge 

to follow up with the Grab while 

the Enchant is Stunned, because, although this will kill the other 
two very quickly, you will be left far short of the Platinum combo 
requirement. Use the time the Stun gives you to kill the first one 


easily, using Shuraba or Onyx Roses, while the other two move 
closer, and then kill them both with a couple of quick combos. 
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Chapter II 


a 


O 
@ @ is ® @ 


Time 00:35 00:33 00:32 00:30 01:38 
Damage 1,200 800 400 0 1,200 
c 500 650 800 1,250 800 
No 
NS 


= A 
Defeat all the Angels before time expires using the limited 
number of punches and kicks allotted! 


aim OOO 9x7 v+ 
am OOO tut 
wi OOO aots 


bih 


Normal 


Hard 


Non Stop Climax 


Normal 

In this Alfheim you'll only have 
seven punches and six kicks 
with which to kill off the Be- 
loved. To get the most damage 
possible on a first play through, 
you should equip Scarborough 
Fair and make sure that you 
hold the attack button down on every hit.of your combos for as 
long as possible. When the battle begins, stay slightly away from 
the Beloved so that it attacks you with its Axe, and then time an 
Evade to enter Witch Time. Get in close to the enemy and then 
use a (@(@(@(%(@ combo. 20 01 


Once that combo has finished, back off a bit and Evade its Axe 
attack once again into Witch Time. This time, use a (@(@(@( WIR 
combo, and with full length holds on each attack you should be 
able to fit in all but the last hit, which should come just when 

the Witch Time runs out so the Beloved should not be able to 
interrupt it >O 02. If you do long enough holds on every attack in 
both combos, that should be enough to finish off the enemy but, 
if it still has a small bit of life left, finish it off quickly with the last 
couple of kicks you have. 


If you are going back through after already completing later 
Chapters, you can complete this challenge much easier by 
equipping Shuraba with Durga in Fire Mode on your feet and 
using a @@@@(& to get your score up a bit >20 03. Next, 
quickly use @@@(&(%(&, while the Multiplier is high to finish 
it off, using Dodge Offset as needed when the Beloved attacks. 


2 2 c] 
01:32 01:26 01:20 01:26 01:21 01:15 01:10 
800 400 o 1,200 800 400 o 
1,376 1,952 3680 | 300 336 372 480 
Normal Beloved (1) 
Hard & Non Stop Climax Beloved (2) 


Hard 

You have 14 punches and 12 
kicks to take out two Beloveds 
this time, and a large part of this 
battle will hinge on your ability 
to use Dodge Offset and keep 


the Multiplier high in order to L 
reach the Platinum combo rank. 


Wait for one of the Beloveds to swing at you with its Axe and 
then run in and use a Ate. Try to adjust your position 
with the combo so that the first Bomb only hits one of them and 
then the second hits both, which should also put you in a posi- 
tion so that the Weave attack on the end hits both of them. 


If neither Beloved is attacking when Witch Time ends, imme- 
diately start using the same combo again so that you keep the 
Multiplier, and then Evade as needed with Dodge Offset so that 
you do not waste any attacks. If you find yourself out of position 
you should use a quick ® attack such as the After Burner Kick 
to close the distance quickly and keep the Multiplier; it's better 
to use a W move because you have quite a few of those to 
spare. Durga’s Bombs will kill these enemies very quickly, so 

it only takes a few combos to finish them off, which is why it's 
so important that you keep the Multiplier. If you think you need 


some extra combo points and are running low on punches, you 
can take advantage of the fact that each (@(release) attack only 
counts as one punch, so you can get an extra hit with each attack. 


Non Stop Climax 


Although you are fighting the 
same enemies on Hard, the _— 
lack of Witch Time means you 


have to employ a quite different 

set of tactics. You are given 

a total of 20 punches and 18 

kicks to complete this Verse, 

and one method of killing both of the enemies involves making 
full use of them. As the battle begins, run in a bit and -start using 
a @@Q(&(%(% combo +0 04. You should start the combo 
from far enough out, so that all three of the punch attacks miss, 
and angle the kick attacks so that, when the bombs go off, they 
hit both enemies. As soon as you have done that, turn into the 
Panther, back away, and then start doing the same combo again 
so that the giant enemies walk into the Bombs CJ 05. It doesn't 
take very many Bombs to kill off the Beloveds, and you can still 
reach the Platinum combo requirement easily. 


An alternative strategy is to Taunt as soon as the battle begins, in 
order to start building up your Magic, and then Parry the Beloved’s 
attacks to further increase your Magic > 06. Once you've built 
up a small stock you can use a couple of quick Weave Tetsuzankos 
to inflict heavy damage to both enemies with a single Punch attack. 
When they get too close, use the Panther to get some distance 
and then begin Taunting again and Parry when they attack to build 
Magic up for more Tetsuzankos. Repeat this process a few times 
and you can easily complete the Verse quite safely and still 
score enough points for a Platinum rank. 
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03:60 03:40 03:30 03:20 05:44 06:23 05:01 04:40 07:23 06:55 06:28 06:00 
1,200 800 400 o 1,200 800 400 o 1,200 800 400 0 
3,400 | 43,860 | 84,320 | 205,700 | 3,700 55,722 | 107744 | 263,809 | 3,500 47600 | 91,700 | 224,000 


Chapter II 


Alfheim Portal 


Defeat all the Angels before time expires! 


Hed Ae Oeo 
Cee i 


Normal 


Non Stop Climax 


Normal 

As soon as the Verse begins, 

a Dear with a group of Decora- 
tions will fly in, so immediately 
run towards them and Jump to 
use an air®+ W. This will take 


down the group's shield and kill SA Bi) 
off a few of the Decorations. 


Next, try and Jump up again and finish off the Dear with some 
close-range air combos to get some extra combo points out of 
it. Killing off some of the Decorations will also have caused three 
Enchants to spawn, so listen out for the audio cue when they 
charge their Energy Ball attack so that you can Evade and not get 
hit in the back. 


Finish off the last couple of Decorations and then switch to using 
ground combos to kill off the Enchants. While the first couple 

of enemy groups do not give you a very large amount of combo 
points, you should still try and keep the Multiplier alive so that 
you do not have to start from scratch on the next enemies. 
When the Bow Applaud and group of Affinities spawn, switch 
over to using Scarborough Fair and attack them with some weak 
combos so that you can build up enough Magic for a Torture At- 
tack, which you should use on one of the Spear Affinities. 


Pick up the Angel Arm and try to enter Witch Time, and then use 
the © attack on the rest of the enemy group to start seriously 
building up your combo points. When that attack has ended, 
simply Torture Attack the nearest enemy and then use its Angel 
Arm on any others that are still alive. The next group of enemies 
also consists of Applauds and Affinities, so you should continue 


Normal Dear & Decorations (1), Enchant (3), 

Spear Affinity (6), Flail Affinity (4), Trumpet Affinity (4), 
‘Speer Applaud (2), Bow Applaud (2), Beloved (1) 
Dear & Decorations (2), Enchant (5), Spear Affinity (3), 
Flail Affinity (2), Trumpet Affinity (4), Horn Affinity (1), 
Spear Applaud (1), Bow Applaud (1), 

Ardor (2), Beloved (2) 


Hard & Non Stop Climax 


using Torture Attacks to get their Angel Arms and then attack the 
group with them until nearly all have been killed. 


Try to keep one of the enemies alive so that you can Torture 
Attack it when the others have been killed, or simply leave one 
of the Angel Arms on the ground unused, so that you can pick 

it up and use it on the Beloved when it arrives; the Bow or the 
Flail will generally work best for this. Once the Angel Arm has 
run out, you should Jump up to the back of the Beloved and start 
using a combo such as air @@@& & & on its weak point until it 
tion formations to kill off some 


too has been killed. 

of the Decorations and get rid 

of the shield, while also building 

up a good amount of Magic (al 

+0 01. Once you've killed off 

a few of the Decorations, a second set of Dear and Decorations 
will fly in. Leave these alone until the first Dear is dead, so that 
it does not summon any more Decorations. Take out the second 
Dear in the same way as you did the first. Then switch to Onyx 
Roses when the Enchants appear and kill them quickly using a 


few (@ attacks. Be ready to Parry if you hear one of them start to 
charge their Energy Ball. 


Hard & Non Stop Climax 
Make use of Shuraba’s @+@ 
move on the Dear and Decora- 


You should have built up plenty of Magic at this stage, so, when 
the Affinities and Applauds spawn in, use a Torture Attack straight 
away on one of the Spear Affinities, but do not pick up the Angel 
Arm. Killing this enemy will cause the Horn Affinity to spawn. 
Run over and use a Torture Attack to kill it before it tries to attack 
and wipes out a large number of the enemies, which will be at 
great cost to your combo score >0 02. Once he's been killed, 


pick up the Spear and use the & attack on the group. If it looks 
like the Bow Applaud is about to die, cancel the attack and then 
finish him with a Torture Attack so that you have the Bow to use 
later. Finish off the last few enemies in this wave with some 
Shuraba combos to save up your Magic. 


While the next wave of Affinities and Ardors are spawning, run 
over and pick up the Horn Angel Arm and use the ® attack to 
quickly weaken all of the enemies >O 03. Once that’s done, 
Torture Attack one of the Flail Affinities and then pick up the 
Angel Arm and use both ® attacks with it to finish off one of the 
Ardors, attack the final Ardor with regular Shuraba combos until it 
is dead, and then use a Torture Attack on one of the Trumpet Af- 
finities, before finishing off any other enemies in the regular way. 


on the second Beloved, and then finish it off with Shuraba or the 
Axe Angel Arm, if it had been dropped. So long as you manage to 
keep the Multiplier going you should easily get the Platinum 
combo rank. 


When the Beloveds spawn, pick up the Trumpet and then use all 
three @ attacks with it on one of them, then grab the Bow and 
finish it off using W attacks. Use any remaining shots in the Bow 


ERSE 7: TWIN TROUBLE 
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03:20 02:47 02:14 01:40 04:20 03:37 02:54 02:10 04:00 03:20 02:40 02:00 
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Angels 


Normal, Hard & Non Stop Climax Enchant (5), Beloved (2) 


Normal & Hard 
The Enchants in this area have 

a habit of driving up the walls f KA) 
and attacking you from awkward 

and keep as many of them in 

view as possible. As soon as the 

to the right of the car near the archway and attack the Enchant 
on the side of the wall using a couple of (@ attacks with Onyx 
to try using a @ - @ combo with it on the Enchants for some 
extra combo points. The others will probably have closed in on 


angles, so you will need to try 

Verse begins, run along the wall d 
Roses. On Hard, or if you have Shuraba already, you may want 
you now, so use the same method to kill those off. 


Once all of the Enchants are dead, the Beloved that ran away 

a couple of Verses ago will jump down into the area looking to 
resume the fight. How much health he has left depends on how 
much damage you did to him earlier on; he roughly gets about 
half of his health bar back for this encounter on top of what he 
had previously. Start with an air@@@%& &®& on the weak point 
at its back, and, when you have taken its health down to roughly 
a third, a short cutscene will be triggered and another Beloved 
will join the fight. = 04 


You need to try and finish off the one you have damaged as 
quickly as possible, or it will start taking damage from the new 
Beloved’s Axe swings as it tries to attack you, denying you 

some valuable combo points. Switch your combo to the quicker 
air@@®&@ combo to finish it off, and then quickly pick up the 
Angel Arm it drops. Use ™& to keep your combo going and move 
a small distance from the final Beloved so that it uses its Axe 
Swing, and then Evade this in to Witch Time. When you are at 
point-blank range, use the @ attack with the Angel Arm, which 


will both dramatically increase your combo score and also Stag- 
ger the enemy long enough so that you can immediately use a 
second @ attack to take down the last of its health. 

The fight with the Enchants 

should go exactly the same way = 

on this difficulty as it did on the 

part of the Beloved fight before 

Tetsuzankos on the one that is already weak. This will kill it off 
too slow to land without Witch Time, so you should back away 
just long enough to allow you to Evade towards it and then use 


Non Stop Climax 

others, and you can also use 

the same tactics for the first E 
the second one arrives. Once 

that second one is there, however, you should try using a few 
even quicker, so you don't have to worry about Evading both of 
their attacks. The Axe Angel Arm's @ attack you get is also far 
and use ™% to keep the Multiplier and then wait until the Beloved 
Swings its Axe. If you Parry this attack you can Stagger the giant 
@ with your Angel Arm. Repeat this a couple of times to finish it 
off and you'll easily reach the Platinum Combo rank. 


97 


Chapter Il 


O Nora 
6 
® @® 3 % | @ 
Time 02:41 02:34 02:27 02:20 04:43 
Damage 1,200 800 400 0 1,200 
Combo 2,300 14,996 27692 65,780 3,600 


51,552 99,504 


Non Stop Cli 
6 
® 8 © @® 3 4) 
04:25 04:08 03:50 ozm 06:44 06:17 05:50 
800 400 0 1,200 800 400 0 
243,360 | 3,100 33,852 | 64,604 | 156,860 


Angels 


Normal Spear Affinity (5), Flail Affinity (6), Trumpet Affinity (3), 
‘Spear Applaud (1), Bow Applaud (1) 


Spear Affinity (6), Flail Affinity (4), Trumpet Affinity (2), 
Spear Applaud (2), Bow Applaud (2), Ardor (2) 


WR F 


Hard & Non Stop Climax 


Normal 

To complete this Alfheim chal- 
lenge you'll need to kill six en- 
emies with Torture Attacks, so a 
large emphasis should be placed 
on building up Magic. Taunting, 
while enemy waves are spawn- 
ing, is another good way to get 
some easy Magic, and is the first thing you should do when the 
Verse begins. This should cause the Spear Affinity at the front of 
the first group to use its Whirlwind Strike, which will give you an 
opportunity to enter Witch Time. 


Once you are in Witch Time, begin using a lot of @@@GQN@ 
combos and remember to use an Evade to cancel the attack near 
the end so that the Weave attack does not come out >20 01. Try 
to avoid focusing on a single enemy so that you don’t accidentally 
kill it. You should be able to build up enough Magic against the 
first three enemies to kill two of them off with Torture Attacks. 
Finish the last one off with some regular hits to build up a bit 
more Magic. 
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Alfheim Portal i y 


Defeat all the Angels before time expires, while executing the 
required number of Torture Attacks! 


Aim Oee 
Hard <e eee 
<I C00 


Use a quick burst with "® on one of the next enemies as they 
spawn, to keep the Multiplier alive. The large amount of health 
the Applaud has makes it an excellent punch bag for your Magic- 
building combos. Run up and use the same GGS combo 
on it until you have enough Magic for a Torture Attack and then 
break off and use it on one of the Affinities +0 02. The Applaud 
should still have enough health, so that you can do the same 
thing again on it to kill another one of the Affinities and bring your 
Torture Attack tally up to four. 


Normal 


Non Stop Climax 


When the Applaud’s health starts to get low, switch to attacking 
one of the remaining Affinities to build up your Magic, and then 
finish off the Applaud with a Torture Attack. With some careful 
play (and the occasional Taunt) you should be able to build up 
enough Magic on those last two Affinities again for you to finish 
‘one of them off with the final mandatory Torture Attack, and then 
just mop up the last one with normal combos. 


The final wave of enemies is perfect for enabling you to seriously 
build up your combo score with some of the Angel Arms scat- 
tered around the area. Fire a few shots with "® so that you can 
keep the Multiplier, while you pick up one of the Spear Angel 
Arms, and then head over to the enemy group and use the & 
attack with the weapon. If you've kept your Multiplier going the 
whole time you should be able to build up enough combo points 
for a Platinum rank with this one move alone. To ensure you have 
more than enough combo points, continue using up any of the 
Angel Arms from the ground, while keeping the Multiplier going 
to finish off the last few enemies. 


Hard & Non Stop Climax 


Taunt straight away to start gain- 
ing Magic, and then Parry the 
Spear Affinity’s attacks. Your aim 


on this first group of enemies 

should be to build up a full stock 

of three Magic bars, using lots of 

weak hits with the Ae 

combo with Electric Durga >20 03. Use Parries whenever you 
can rather than Evades, so that you can get a bit more Magic and 
also Stagger the enemies slightly to get more hits in. If you try 
to spread your attacks around a lot between enemies, you should 
be able to build up a full complement of Magic without actually 
killing a single one. 


Once you have full Magic, Torture Attack one of the Spear Affini- 
ties and then use the © attack with the Angel Arm to instantly 
restock your Magic. Cancel the attack before it can kill either of 
the Applauds, and then finish both of them off with a Torture 
Attack. Pick up one of the Spear Angel Arms from the floor and 
then use another & on any remaining Affinities. If you've built 
up enough Magic, use another Torture Attack, if there are any 
enemies left alive. 


While the next group of Affinities and Applauds is spawning, pick 
up the other Spear Angel Arm and then move to the centre of 
the area and use the ® attack so that it hits all of them. Keep 
the attack going for as long as possible to further increase your 
combo score and build up your Magic. If it looks like it will kill 
either of the Bow Applauds, cancel it straight away, however. 
Use a Torture Attack on one of the Bow Applauds and then pick 
up its Angel Arm and use the @ attack on the Spear Affinities. If 


RSE 9: TERRIBLE TWOS a 


you have enough Magic, you can use another Torture Attack to 
kill the other Bow Applaud, but leave its weapon on the ground 
and then continue some weak hits on the other enemies until 
you have enough Magic and can Torture Attack one of the Flail 
Affinities. If there are any enemies left, finish them off with 
some Durga combos. 


Pick up the Bow as soon as the final enemy in the previous wave 
is dead and, when you see the Ardors appear, start firing at one 
of them, using © attacks, until it has been killed >O 04. The 
Flail Angel Arm should also still be around, so pick that up and 
use the ® attacks with it on the second Ardor, and then finish 
the enemy off with a strong Shuraba combo. At this point, if you 
have kept the Multiplier, you should have easily surpassed the 
Platinum combo rank, so you can finish off the final few Affinities 
however you like and execute any last Torture Attacks you 
may need. 


Chapter II 


Noms! 
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Time 01:20 01:07 00:54 00:40 01:20 
Damage 1,500 1,000 500 0 3,000 
Combo 400 480 560 800 200 


Normal 

You should have full Magic com- 
ing into this Verse, after com- 
pleting the Alfheim so, as soon 
as the enemies have spawned, 
run up and use a Torture Attack 
to kill one of them quickly. Pick 
up the Spear Angel Arm it drops 
and use the ® attack straight away to kill the second Applaud for 
an easy Pure Platinum rank. >20 05 


NA g 
? 


SR gF 


Hard & Non Stop Climax 

Use a Torture Attack straight 
away as the Joy is still spawn- 
ing, so that it doesn't get a 
chance to get an attack started. 
As soon as the animation for the 
Torture Attack has finished, use 
9% & & combo to finish 


it off while it is still on the ground. 


® @ 2) © ® @ 2) 


01:07 00:54 00:40 01:20 01:07 00:54 00:40 
2,000 1,000 0 4,500 3,000 1,500 0 ; 
212 224 260 200 212 224 260 

Normal Spear Applaud (2) 


Hard & Non Stop Climax Joy (1) 
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VERSE 10: ACROSS THE CHASM 


- - z - - z - - F 
a @ & 2) 2 2 % g] 3 @ K 2) 
Time 02:40 02:14 01:47 01:20 02:20 01:57 01:34 01:10 02:20 01:57 01:34 01:10 
Damage 1,500 1,000 500 0 3,000 2,000 1,000 0 4,500 3,000 1,500 o 
Combo 1,000 2,100 3,200 6,500 1,000 2,100 3,200 6,500 800 1,376 1,952 3,680 
Normal, Hard & Non Stop Climax OO 


The battle with Fortitudo in this 
Verse will begin as soon as the 
cutscene ends, so make sure 
you are ready to start attacking 
straight away. For the first phase 
of this fight you will be battling a 

single one of its heads, up close 

and personal, inside the church. 

As soon as you can, Jump up and use an air@@ combo on 
the red weak point on the top of Fortitudo’s head. >20 01 


SNA g 


Keep a close eye on his mouth while you are attacking, as this is 
where all the cues for his attacks originate. If you see him chomp 
his teeth a couple of times and rear his head back, that means 
he will use his Lunge attack. While you cannot enter Witch Time 
from this, it does have a very large recovery time, so you can get 
in a couple of easy combos. If you see flames start to come from 
his mouth then he is about to use his Fireball attack. This attack 
is easy to see coming and allows you to enter Witch Time, mak- 
ing it the most important attack to look for on Normal and Hard 
difficulty levels. On Non Stop Climax this attack is still useful, as 
you can easily Parry the Fireball back for extra damage and some 
combo points. 


The hardest attack to see coming is when Fortitudo starts thrash- 
ing his head from side to side, as there is very little advance 
warning that this attack is about to begin. The safest option, just 
in case, is to simply Evade when you start to see his head flinch 


a 000008 


Normal, Hard & Non Stop Climax Fortitudo 


to either side. Whenever you break from hitting him with your 
air combos, you should make sure you fire off a few rounds with 
=% , as you need to keep the Multiplier as high as possible in 
order to reach the Platinum combo rank. 


Once you have taken his health down by about half with your 
combos, Fortitudo will rip the church from its foundations and 
fly up into the air with it still attached to his head; the fight is still 
going, however, so remember to keep attacking. The camera will 
begin to pan out after a short while and you will see Fortitudo's 
other head rearing back for a giant lunging attack. This attack will 
come crashing through the side wall of the church and will inflict 
large amounts of damage should it connect, but thanks to the 
slow nature of the attack you should have no trouble Evading it. 
20 02 


From this point on in the fight you will have to contend with both 
of Fortitudo’s heads, so make sure you always keep a watchful 
eye on the blue head, so that it doesn’t catch you with a Fireball 
+0 03. Keep attacking the red head as usual, and when you 

get it down to about a third of its health you will trigger another 
cutscene. There is another QTE coming up now, so watch the 
screen for the correct time to press "4 >) 04. After that you will 
need to make continuous @ motions, while Bayonetta swings 
the church round, picking up momentum. After a short time, she 
will release it to block the Fireballs and the Verse will be finished. 
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Paradiso: Garden of Light 


101 


Chapter Il] 


————EeEeEeEEEEEEEE——— 


FIERY ENCOUNTER 


z @ ] % 3 
Time 04:20 03:37 02:54 02:10 03:20 
Damage 1,500 1,000 500 o 3,000 
Ci 1,500 5,100 8,700 19,500 800 
Angels 
Normal Burning Affinity (12) 


Hard & Non Stop Climax Harmony (6) 


Normal 


While the enemies in this Verse 
are Burning, you will be unable 
to hit them with regular close- 


range moves, unless you are in 

Witch Time, so whenever you 

are not in Witch Time you should 

stick to long-range quick Wicked 

Weave attacks such as @¢@ >O 01. As well the enemies you 
will also have to watch out for the lava pools on the floor, as walk- 
ing over them will also cause damage to you and count against 
your overall ranking, if it happens while the Verse is active. 


Start off by getting up close to the enemies so that you can 
Evade one of their attacks into Witch Time. Then begin attacking 
them using a @@ }@ combo to build up your Magic before 
using a Torture Attack to kill one of the Affinities. Use a quick 
shot with "%& to keep the Multiplier active and then pick up the 
Angel Arm and use the ® attack with it near as many as en- 
emies as possible. There will only ever be five Affinities to fight 
at any one time, and as you kill one, another will spawn in to take 
its place until all twelve have been killed. Each W attack with 

the Spear Angel Arm should give you enough Magic for another 
Torture Attack, so keep repeating the Torture Attack, followed by 
the Spear Ù attack, until all enemies have been killed. You'll then 
easily surpass the Platinum combo requirements. 
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02:47 02:14 01:40 03:20 02:47 02:14 01:40 
2,000 1,000 0 4,500 3,000 1,500 0 


1,376 1,952 3,680 700 1,092 1,484 2,660 


When the Harmonies appear, 
use a Snare with Kulshedra 


to pull the closest one in, and ṣş fA 2 
then kill it quickly with Shuraba. 

Snare another one and then kill 

it with a Torture Attack to get the 

Chainsaw Angel Arm. Next, use 

an After Burner Kick to briefly 

Stagger one of the other Harmonies and use a @ attack with the 
Chainsaw to hit it while you are still in the air. Depending how 
close you were with the Chainsaw attack you may have to repeat 
the sequence again to kill it off, but it's more than worth it for the 
combo points. When the next wave of three Harmonies appears, 
use the same tactics to kill them to complete the Verse. 


SE 2 


FHEIM POR 


Non Stop Climax 
E, E 
® 0 @®@ |o ® @ | © © @ 2) 
Time 00:46 00:44 00:42 00:40 01:26 01:21 01:15 01:10 01:01 00:57 00:54 00:50 
Damagi 1,200 800 400 o 1,200 800 400 0 1,200 800 400 0 
Combo o 0 o 30 o o o 30 0 0 0 30 


Normal 
Hard 
Non Stop Climax 


Dear (many) 
Harmony (many) 
Dear & Decorations (many) 


Alfheim Portal 


Stay in the air for a set period of time! 


«Aim XX) 
Am XX) 
Aim ooe 


Normal 


Hard 
Non Stop Climax 


Normal 

The Dears will initially appear in 
a group of five, and every time 
you kill one, another will come 
in to take its place. If this is your 
first play through then you will 


need to rely heavily on Step-Off E 
to stay in the air for the full 20 


seconds and complete this Alfheim. This can be quite awkward, 
as the Dears tend to move around a lot; thankfully, the Step-Off 
resets your ability to Double Jump, so you actually have a fair 
amount of time to locate another enemy to jump from. 


Try and keep as many of them as you can in view to minimize the 
amount of time you need to spend looking for one to jump from. 
Sticking with Scarborough Fair on your feet is a good idea, as the 
bullets Stagger the Dears slightly, slowing their movement while 
also doing very little damage, so you do not kill them too quickly. 
Shuraba can also be very useful in this challenge, thanks to the 
amount of time you can stay in the air using air(®. A maximum 
length hold will keep you in the air for 6-7 seconds, so when you 
get near that amount of time left on the clock you can simply use 
this move to run out the remainder of the time. 


If you're on your second play through you can use a much 
simpler technique. By equipping Kulshedra, all you need to do 
is jump up and use a Snare to pull the Dear close to you for an 
easy Step-Off. Keep up this process of Snaring and then Jump 
Cancelling to keep you in the air for the required time. Since the 
Dears are always in range of the auto-targeting, this makes for a 
very easy Verse. 
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Hard Be 
As soon as the Verse begins you 
should use a Snare on one of 

the Harmonies to try and sepa- 

rate it slightly from the others, 

and then start gaining height us- 

ing continuous Snares and Jump 

Cancels. The other Harmonies 

will often move in and try to attack you and, where possible, 

you should try and Evade rather than Parry; although you lose a 

small bit of height doing this, the small attack-free period during 

Witch Time more than makes up for it. Keep this up for a full 30 

seconds to complete the verse. 

Non Stop Climax 

Run over to the Dear and 

Decorations as soon as they KA) 

fly in and use a couple of quick 

2+@ moves with Shuraba to — 
kill off most of the Decorations. G 
and break the protective shield ȚŢȚ 

>C 02. Once they are gone, 

lock on to the Dear then Jump and use a Snare, followed by a 

Step-Off. Keep repeating the Snare and Step-Off process until 

you have been in the air for the full 30 seconds +0 03. If the 

Dear happens to die when there are a few seconds left, quickly 

switch back to Shuraba and use the air(@ move to run out 

the remaining time. 
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RSE 3: WAVE OF FIRE 


O OO es 
9 Q & fy 2 @ a D| 8 Q %4 fy 
Time 01:40 01:24 01:07 00:50 01:40 01:24 01:07 00:50 01:20 01:07 00:54 00:40 
1,500 1,000 500 oO 3,000 2,000 1,000 oO | 4,500 3,000 1,500 oO 
200 212 224 260 0 o (J no | 0 0 0 30 


Normal, Hard & Non Stop Climax Beloved (2) 


Normal 


As soon as this Verse begins, 
a giant wave of lava will begin = 
flowing down the narrow alley 


and, if you get caught in it, it will 

result in an instant game over. 

Start running away from the lava 

straight away until you come to 

the first Beloved, and then use a couple of quick @ attacks on 

it before continuing running down the path >20 01. The second 
Beloved should already be in place, so run straight towards it and 
try to run beneath its legs; this will usually cause it to attempt to 
grab you, so be ready to Evade this attack so that you can enter 
Witch Time. 


Once in Witch Time and the flow of lava has been slowed, you 
have plenty of time to attack it with a couple of quick air combos 
to reach the Platinum combo rank. If you happened to miss the 
chance to enter Witch Time you can still get enough points, 
providing you are quick and use a combo like air @@@ee > 
as soon as you are at the enemy's back. Once you have enough 
points, stop your attacks and continue down the path and Jump 
over the hole in the ground at the end of the path to finish the 
Verse. 


Hard & Non Stop Climax 


Transform into the Panther and 
run straight past the first Belov- 
ed >20 02. When you get close 


to the second one, be ready to 
Evade just in case it is still land- 
ing, as this counts as an attack 
and can damage you. Once you 
get to this enemy's back, start attacking it using a @@ 
combo, which should easily get you enough combo points for the 
Platinum rank and give you plenty of time to Jump to safety over 
the hole before the lava reaches you. +0 03 
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01:24 01:07 00:50 01:40 01:24 01:07 00:50 01:40 01:24 01:07 00:50 
1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
336 372 480 400 480 560 soo | 300 336 372 480 
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Angels 


Normal, Hard & Non Stop Climax Faimess (1) 


Normal & Hard 


Even though there is quite a 

short amount of time to com- _— = Ao) 
plete this Verse for a Platinum 

rank, you shouldn't rush in 

straight away. The easiest way 

to enter Witch Time for a big 


advantage against Fairness is 


to dodge one of its Fireballs, so encourage it to use them by 
keeping your distance from it while firing with "%. As soon as 

it fires one you should Evade towards it to go into Witch Time 
>20 04. As soon as you are in range, use a @@@&(@ to knock 
the enemy's head into the air and then continue attacking with 
airaa h(a. 


The final hit of the air combo should knock the enemy back up 
and allow you do the same combo again. If you lose height and 
land on the ground, it should also give you enough time to use 

a quick 19 &(@ to reset and start again. Keep launching the 
enemy and it will be unable to attack you and will be finished off 
in no time +72 05. You could speed the fight up a bit more by us- 
ing a Torture Attack when it has around half of its health left, but 
since you do not really need the points and the enemy does not 
drop an Angel Arm, its better to conserve your Magic if you can. 


Non Stop Climax 


Parry the Fireball back at the 

start of the Verse to kick-start _ G 
your Multiplier, and then, 

straight away, use a @ 
bo to briefly Stagger Fairness 

+0 06. From there, you can use 

a quick Tetsuzanko to Stagger it 
again, and then land a @%(@ combo to knock it 


up 20 07. Providing you keep it Staggered or knocked up 
with these attacks and combos you should be able to finish 


it off easily without it being able to attempt many attacks. 


105 


Chapter Ill 


Chapter IlI 
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RSE 5: ALFHEIM POR 


maa SEC 
2 @ 2) @ ag a 6] 


2 3 ð | 9 
Time 02:53 02:38 02:30 05:08 04:48 04:29 04:10 05:44 05:23 05:0 04:40 
Damage 1,200 400 0 1,200 800 400 o 1,200 800 400 0 
Combo 1,600 5,952 10,304 23,360 1,900 9,120 16,340 38,000 1,300 3,666 6,032 13,129 

o TE 
Normal Spear Affinity (3), Flail Affinity (4), Trumpet Affinity (4), 
Spear Applaud (1), Bow Applaud (1), Beloved (1) 

Hard Spear Affinity (5), Flail Affinity (6), Trumpet Affinity (4), 


Spear Applaud (1), Bow Applaud (1), Ardor (2). 
Grace & Glory (1), Beloved (1) 
Spear Affinity (4), Flail Affinity (3), Trumpet Affinity (3), 
Spear Applaud (1), Bow Applaud (1), Ardor (1), 
Grace & Glory (1), Beloved (1) 


Non Stop Climax 


— —- Á 
Alfheim Portal X 


Defeat all the Angels before time expires using only 


Angel Arms! 

aim oee 
Hard -im C080 
«ab Oee 


Normal 


Non Stop Climax 


Normal 

Thankfully, a handy selection of 
Angel Arms has already been 
placed around the area in this 
Alfheim, so you do not have to 
worry about using Torture At- 


tacks to acquire them. Close to E 
where you start is a Spear, and 


then on the Left there is a Sword and to the right side you will 
find a Bow. After any of these weapons have been used, a fresh 
one will appear in the original location for you to use, so there's 
no need to worry about running out. 


For all enemy waves, bar the final Beloved, you should stick to 
using the Spear and its W attack as this will allow you to greatly 
control the enemy groups, so that they don't have the chance 

to attack very often, and ensure that you get more than enough 
combo points for a Platinum rank >20 01. Simply pick one up 
‘one of the Spears and run to the centre of the area where the 
Affinities and Applauds spawn and start the © attack to hit them 


all and rack up the points; as soon as the attack has finished, run 
back and pick up another Spear and repeat. When you fight the 
Beloved at the end you should switch to the Bow and use the & 
to take it out quicker from long range, where you won't have to 


worry about any of its attacks. 


Hard 

Use a couple of © attacks with 
the Spear to kill off the first 
wave of Applauds and Affinities 
quickly and easily, while also 
building up a large Multiplier. As 


soon as the last enemy in that & 
wave is defeated, run over and 


grab another Spear and head to the centre of the area and use a 
W attack on the Ardors and Affinities while they are still spawn- 
ing. Finish off the Ardors and any remaining Affinities using ® 
attacks with the Bow to start gaining some big points now that 
the Multiplier is high 


Grace & Glory, along with some more Affinities, make up the 
third wave, and you should make killing Grace using © attacks 
with the Bow your first priority. When it is killed it should drop its 
Claw Angel Arm, so pick that up and then Evade into Witch Time 
and use the ® attack with it to kill off Glory and any Affinities 

in the area. Mop up any Affinities that are still alive with Bow's 
W attack, and keep using it to kill the Beloved as well, once it 
spawns. 


Non Stop Climax 


As the Platinum combo require- 

ment is quite low on this dif- — Ae) 
ficulty, you should concentrate 

on simply killing the enemies 

off as quickly as you can. That 

means sticking to & attacks 

with the Bow in each wave of 

the fight. Because of the slow start-up time of the first shot you 


should back away from the enemies as far as you can, using the 
Panther, before you attempt to fire off a volley of shots. 


The first two waves of enemies consist of small groups of Affini- 
ties and Applauds, and they will all fall quickly to the power of the 
Bow >0 02. When the third wave of enemies arrives, concen- 
trate on taking out the Affinities first before you start shooting at 
the Ardor. Each % shot with the Bow is strong enough to Stagger 
the Ardor and allow you to keep shooting at it, but this is not pos- 
sible if the Affinities keep getting in the way. 


Start firing at Grace & Glory as soon as they appear so that you 
can keep one of them Staggered +0 03. Kill off both of them and 
deal with the Beloved when it spawns, using the Bow, for 
quite an easy Pure Platinum rank. 


ee ss 


RSE 6: CROSS THE BUILDINGS 


o ® ®@ 4% | @ 


ime 04:00 03:20 02:40 02:00 06:20 
Damage 1,500 1,000 500 o 3,000 
Combo 400 480 560 800 1,200 

Normal 


This Verse is quite long, but 
there is only one small and 
easy fight at the beginning. All 


you need to do is use a Torture 


Attack straight away on one of 

the Affinities (as you will have 

full Magic from completing the 

Alfheim) and then pick up and use the Spear Angel Arm and use 


the ® attack to kill the other two enemies >O 04. Once they are 


dead, make your way along the sides of the houses, using the 


rock bridges between them as you come to them, until you make 


it to the tower. As you run up the tower it will begin to break 
apart, and when you get to the top it will start to fall to the side; 


watch the screen and, when prompted, press "® to complete the 


QTE and end the Verse for an easy Pure Platinum. 


Hard & Non Stop Climax 


When you start to see the 
Ardors begin to spawn, stop 
moving towards them and start 


firing at them with Kilgore using 

a (@(@(@ combo +0 05. If you 

time it right you should be able 

to get the first rocket to hit while 

the Ardors are still far away and close enough together for each 
rocket to Stagger the entire group. Providing you keep hitting 
them with just the long-range rockets, you can keep the group 


Staggered for the entire fight and rack up a very large combo 
score. 


If you ever get too close, Evade backwards using Dodge Offset 
to get some space and then continue the combo; keeping your 
distance is important because the Ardors will often Parry your 
close-range strikes. If the group has split up you should try and 
use the occasional Witch Twist to knock one or two of them up, 
so that you can attempt to reposition them +0 06. This is also a 
handy move to use if somehow the enemies manage to get right 


up close to you, as you can use it to knock all of them up and then 


run to the other side of the area and start your long-range attacks 
again. 


| Non Stop: 

@ @ o @ @ 2) 
05:17 04:14 03:10 05:40 04:44 03:47 02:50 
2,000 1,000 o 4,500 3,000 1,500 0 
3,072 4,944 10,560 800 1,376 1,952 3,680 


Normal Spear Affinity (3) 
Hard & Non Stop Climax Ardor (3) 
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Chapter III 


Time 02:40 02:14 01:47 01:20 02:40 
Damage 1,500 1,000 500 0 3,000 
Combs 1,000 2,100 3,200 6,500 1,000 


Normal, Hard & Non Stop Climax Faimess (2) 


Normal & Hard 

The Fairness in this Verse have 
a tendency to not use their 
Fireball attacks when you are 
in range as often as they do in 
other Verses, so you are much 


better off getting in close for this Peal 
fight to make sure that you kill 


them within the Platinum time requirement. As soon as the Verse 
starts, run over to one of them and start attacking it before the 
other one can close in; it should only take a couple of @ attacks 
before the Fairness swipes at you with its claw, so be ready for 
this and Evade into Witch Time +0 01. Straight after entering 
Witch Time, use a @@@&(@ combo to knock it off its feet and 
then use continuous air@@%@ combos until nearly all of its 
health is gone, before finishing it with a Torture Attack. >O 02 


While you are doing your air combos, keep an eye on the other 
Fairness so that you can Evade its likely jumping attacks. After 
successfully Evading it, you will need to Evade another Claw 
Swipe to enter Witch Time and start the cycle from the begin- 
ning, this time with the added benefit of the Weave attack hitting 
both of them. Once the first one has been killed you can use 

the same method to take out the second one, but you should 
opt to kill it with regular attacks rather than waste the Magic on 


02:14 01:47 01:20 03:00 02:30 02:00 01:30 
2,000 1,000 0 4,500 3,000 1,500 0 
2,100 3,200 6500 | 1,000 2,100 3,200 6,500 


another Torture Attack. The only exception to this would be if you 
lose your Multiplier during the fight and are worried you haven't 
reached the Platinum combo requirement, in which case the 
extra points from a Torture Attack would be worth it. 


with "® to give you as much L 
time as possible. Since they 


tend to Block your attacks quite often, you'll rarely be able to get 
in more than one or two @ strikes before having to Evade. You 
should keep using normal strikes for as long as possible until the 
points per attack start to drop, and only then use a Weave attack 
to reset them +0 03. You don't want to do too much damage by 
using a lot of Weave attacks, as this will cost you combo points in 
the long run. 


Non Stop Climax 

Keeping your Multiplier going 

at all times against these two 
enemies can be quite difficult 
because of the speed and 
frequency of their attacks, so 
make sure you use a lot of shots 


Once you have your Multiplier up reasonably high, you might find it 
worthwhile to use both of the cars in the area that you can throw 
at the enemies, as they give you quite a large amount of combo 
points and also do relatively little damage +0 04. Torture Attacks 
will also come into play towards the end of the battle, when the 
enemy's health is starting to get low. Make full use of them if you 
think you need the extra combo points to reach the Platinum rank. 


01:00 00:50 00:40 00:30 02:00 01:40 01:20 01:00 02:20 01:57 01:34 01:10 
| Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 300 336 372 480 600 852 1,104 1,860 400 480 560 800 


Normal O ae 


You don't have a lot of time in Normal Burning Affinity (3) 
this Verse for a Platinum rank, Hard & Non Stop Climax Grace & Glory (1) 
but thankfully the combo point 


requirement is also low, so you 
can afford to concentrate on 
killing the enemies quickly. The 
only thing limiting your attack ee a y sdi 
options is the fact that the enemies are on fire. Begin by Evading y x G amab 
an attack into Witch Time and follow up with a @@-@@@ combo í 3 100 

>C 05. That one combo should get you almost the full amount r 
of points you need, so as soon as it is over and Witch Time has 
finished, back away from the enemies and finish them off with a 
series of @&@ Weave attack hits. >20 06 


a? 
aA 


Torture Attack 


218379691 


rine) 


Hard & Non Stop Climax 


Once you see Grace & Glory be- 
gin to spawn, move away from 
them back into the cave where 


you came from, so that you can 

fight them away from the small 

lava eruptions >O 07. This will 

not cost you any time, because 

the Verse will not officially start until you hit one of the enemies. 
After they have followed you back, wait for Grace to attack so 
that you can use a Parry to Stagger it, and then launch it with 


@+(@ and follow up with a quick air combo to take down enough 
of its health to finish it with a Torture Attack. >O 08 


If Glory interrupts your combo, or if Grace Evades backwards out 
of it, just wait for your next opportunity to Parry Grace and start 
over again. After you have killed Grace with a Torture Attack, pick 
up its Claw Angel Arm and then Parry one of Glory’s attacks and 
use the © attack to kill off Glory and easily score the points 
you need for a platinum rank. >O 09 
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Chapter II] 


CC O a E 
o o ð ajo @ @ jO © @ 9 


5 01:20 01:07 00:54 00:40 02:40 02:14 01:47 01:20 02:20 01:57 01:34 01:10 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 o 
Combo 300 338 372 480 700 1,092 1,484 2,680 300 336 372 430 

Angels Hard & Non Stop Climax 


Normal Spear Affinity (2), Flail Affinity (1) Run up to the first Brave as it 
Hard & Non Stop Climax Brave (3) is spawning and start attacking 
it with a @@-@@® combo, If 


the Brave tries to attack you, 


Normal Parry the attack and then carry 
This Verse is almost identical — Di) E on with your combo. If you are 


to the previous one, but made quick enough you should be able 
even easier as the enemies are to have the first Brave killed just as the second one is starting to 


not burning. To make things go spawn. The first Brave that you kill will always drop its Angel Arm, 

a bit quicker in this fight you so pick up the weapon and run over to the second Brave to use 

should use a Torture Attack on its @ attack. Make sure you are very close so that all of the hits 

the Flail Affinity to get its Angel connect and keep the enemy Staggered for the duration of the 

Arm and then use its Ù attack to kill the two Spear Affinities attack. When the third Brave appears, simply run over and use 

for an easy Pure Platinum rank. the second @ with the Angel Arm to kill him off for a quick and 
easy Pure Platinum win. >20 01 


p 


RSE 10: ALFHEIM PO 


o © Ə jo ® ð 4/9 ® o 9 


Time 01:55 01:50 01:45 01:40 03:17 03:05 02:53 02:40 05:57 05:35 05:13 04:50 
1,200 800 400 o 1,200 800 400 0 1,200 800 400 
1,200 3,072 4944 10,560 1,200 3,072 4,944 10,560 2,000 10,400 18,800 44,000 


= , 


| Alfheim Porta al 4 Normal Spear Affinity (2), Flail Affinity (2), Trumpet Affinity (2) 
‘Spear Applaud (1), Fairness (1) 


Hard Brave (9) 
Defeat all the Angels before time expires! However, Witch Non Stop Climax Brave (3), Ardor (2), Grace & Glory (1), 
Fairness (1), Fearless (1) 


Time has been disabled! 


Normal Zt ©0008 Normal 


As usual, when dealing with a crowd of enemies like this, you'll 


Hard Ż 03:00 a eee want to try and attack as many of them as you can with a & 


attack from the Spear Angel Arm to really rack up the combo 


Non Stop Climax waite @@@ points. Without Witch Time you will need to work slightly harder 
in this arena to build up Magic for the initial Torture Attack. To 
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speed this up a bit you should 
Taunt the enemies while they 
are spawning. 


Initially, you will have to fight a 

single Spear Applaud, along with 

two Spear and two Flail affinities 
and,.as you kill off the enemies, two Trumpet Affinities will fly 
down into the arena. You should move in and attack the Applaud 
until you have built up enough Magic to kill it with a Torture At- 
tack to get its Angel Arm. Most of the other enemies should be 
gathered around you at this point, so as soon as it is safe, start 
the W attack with the Spear. 


You should be able to kill pretty much all the Spear and Flail 
Affinities with just this single attack, and as you are killing the 
whole group quickly the slow spawning Trumpet Affinities will 
probably not get caught in it. This actually works to your advan- 
tage, as you can use some of the Magic you have built up now 
to Torture Attack one of them for its Trumpet Angel Arm. Don’t 
pick it up just yet, however; use your regular attacks to finish off 
the other Affinity first and save the Trumpet for the Fairness that 
spawns when these enemies are dead. As soon as it arrives, 
start attacking it immediately with the Trumpet's @ attacks; Use 
two of these followed by a ® attack for the final one, and this 
should easily kill the Fairness. 

you kill. This also holds true if £ 
you allow the three of them on 

the field to combine into the giant, as this will only count as one 
enemy, so two other normal Braves will spawn. While the giant 
can be handy in dealing some free damage for you, it will end up 
costing you combo points, so you should try to avoid letting them 


combine. The first Brave you kill will drop its Axe Angel Arm, and 
then every third one you kill will drop theirs. 


Hard 

From the start of this Verse, 
Braves will begin to spawn in 
continuously up to a maximum 
of three at a time, with a fresh 
one coming in for every one 


Try and kill the first Brave while the next two are still spawning, 
and then pick up the Axe Angel Arm it drops. Without the aid 

of Witch Time you will need to use a Parry on one of the other 
Brave's attacks to Stagger it for long enough to land the @ attack 
with the Axe. The Axe is strong enough to kill the enemy in one 


hit from close range, so kill off the next two Braves using this 
weapon. Switch back to using Shuraba again to kill off the next 
Brave, and it will again drop its Angel Arm. Use this to kill off the 
next two Braves and then kill the one after that in the normal way 
to get the next Angel Arm and kill the final two Braves with it. 


Non Stop Climax 
There are three waves of ene- 
mies to contend with, each con- — Q 
sisting of a Brave and two other 
enemies. The Brave will always 

spawn a short time ahead of the 

other two enemies. You should 

try to have the first Brave killed 

just as it is starting to spawn, as it will always drop its Angel Arm, 
which will come in very handy. Once it is dead, pick up the Angel 
Arm and use both ® attacks on Grace to weaken it enough so 
that you can kill it with a Torture Attack. +0 02 


Pick up the Claw Angel Arm and then try and lure Glory to the 
centre of the area. Next, use a Parry on one of its attacks to Stag- 
ger it for long enough for you to use the W with the Claws. If you 
can keep the attack in the centre of the area, while killing Glory, 
you should also be able to get in some damage on the second 
Brave as it begins to spawn. Keep attacking it quickly and you 
should be able to finish it off and pick up the Angel Arm before 
the two Ardors have fully spawned. >20 03 


With the Brave’s Angel Arm in hand, try and group both of the 
Ardors together and then Parry one of their attacks to Stagger 
them, allowing you to run in slightly and use the @ attack with 
the Angel Arm. Repeat this for the second @ attack with the 
Axe and then finish off one of the Ardors with a Torture Attack 
to get its Sword, which you should then use to finish off the 
second Ardor. 


Kill off the Brave as soon as it arrives as usual, and then use 
the Axe’s © attacks on Fearless and Fairness when they have 
spawned in. You should have built up plenty of Magic at this 
point, so the best method to take out these two enemies is to 
use a lot of Weave Tetsuzankos with Shuraba to inflict heavy 
damage and keep them Staggered >0 04. As long as you have 
kept the Multiplier going you should have easily achieved the 
Platinum combo rank, but if you think you might be coming up 
a little short you should try and finish off Fairness & Fearless 
with Torture Attacks for the extra points. 


tei 
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Chapter III 


Tim 
Dam 
Ci 


nagi 
nbo 


400 


02:10 
0 
800 


06:21 
1,200 
600 


@ % 2 g & 

05:57 05:34 05:10 06:34 06:09 05:45 05:20 
800 400 oO 1,200 800 400 0 
852 1,104 1,860 500 650 800 1,250 
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Normal Burning Affinity (7), Fairness (2) 


Hard & Non Stop Climax Buming Affinity (4), Burning Ardor (2), 
Fairness (2), Fearless (1) 


Defeat all the Angels before time expires! Enemies can be 
defeated using Wicked Weave attacks! 


Normal aie ©8000 
Hard <a C000 
Non Stop Climax 6:00 a eee 


Normal 


Although the enemies are 
burning in this Alfheim, you 
don’t have to worry about taking 


damage from hitting them with 

regular attacks. This is due to 

the shield surrounding them, 

which prevents anything from 

hitting them that isn’t a Wicked Weave attack. As usual with 
these challenges, @®&@ will be your primary combo. If you have 
entered Witch Time and backed away a lot from the enemies you 
may want to try using @@%& &®& for the double Weave attack at 
the end, but this requires a large amount of room to set up. 


Keep attacking the Affinities as they spawn with your Weave 
attacks until they have all been defeated and the two Fearless 
spawn. If you have built up a large pool of Magic you should take 
up a position to the side of these enemies and then use multiple 
Tetsuzankos in quick succession until your Magic has run out 

If you line yourself up correctly you should be able to hit both 
enemies with every attack and, depending on how much Magic 
you have, it is entirely possible to kill both of them very quickly 
with this move. If you run out of Magic before one or both of 
them dies, simply back away and finish them off with a couple 
of @&@ combos. 


Hard & Non Stop Climax 

@®&@ should again be your 

primary combo here, and after — 2 
each final hit you should use a 

double tap of Y away from the 

enemies to cancel the animation 

with an Evade. Then use the 


Panther to quickly gain some dis- 


tance from the enemies so that you can start your next combo. 
To begin with, you will be facing four of the Burning Affinities and 
one of the Ardors so, as soon as they spawn in, begin using the 
@®&@ combo on them >20 01. Try to angle your combos on the 
different enemies so that the Weave attack on the end knocks 
ther, so you can then hit multiple enemies more easily. 
After killing the first Affinity, a second Ardor will spawn in the 
centre of the area, so be ready to position yourself to attack it 
straight away, aiming to Stagger it before it can attack you. 


Continue using @®&@ to kill off both the Ardors and all the Af- 
finities, and then two Fairness and one Fearless will spawn at 
the back of the area very close to each other >C) 02. You should 
have been able to build up a large amount of Magic from fighting 
all the enemies in the first wave, so you can start using multiple 
Wicked Weave Tetsuzankos on these enemies to quickly take 
their health down and keep them Staggered. Once you have run 
out of Magic, back away from any enemies that are left and 
switch back to using @&@ to kill them off. >O 03 


_—_——E nn a 


RSE 12: BRIDGE THE GAP 


01:40 01:24 01:07 


00:50 01:40 
1,500 1,000 500 0 3,000 
500 650 800 1,250 200 
Angels 
Normal ‘Spear Affinity (3), Decoration (8) 
Hard & Non Stop Climax Harmony (3) 


Normal 

Shortly after you start to cross 
the bridge you will see the 
enemies flying out towards you 
from the giant column of rock 
to the side of the bridge, but 


the Verse will not actually begin S SN 
until you have hit one of them. 


Try not to advance any further along the bridge, as this will cause 
the column of rock to fall and destroy it, which will mean you 
have to wait even longer on the other side for the enemies to 
reach you again. 


Wait for the enemies to get close to you on the bridge, and then 
use a Torture Attack on one of the spear Affinities to get its 
Angel Arm. Use the ® attack with this weapon to kill the other 
two Affinities and any Decorations in the area. For any Decora- 
tions the Spear attack missed, or the fresh ones flying in, you 
should use a Snare to pull them in and then kill them quickly by 
switching to Shuraba. 


a c] 9 2 @ c] 2) 
01:24 01:07 00:50 01:20 01:07 00:54 00:40 
2,000 1,000 o 4,500 3,000 1,500 0 

212 224 260 200 212 224 260 


Hard & Non Stop Climax 

To avoid Jumping around on 

the narrow bridge, you should 
wait for the Harmonies to get 
close and then use a Snare with 
Kulshedra to pull one of them in 
and then switch to Shuraba to 
kill it off quickly +0 04. Kill off 
the other two Harmonies in the 
same manner for a quick and 
easy Pure Platinum. 
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Chapter Ill 


O Non 
@ @ @ 2) k] 


[Non Stop Cli 
2 @ © ® C] @ us) 


Time 00:36 00:30 00:24 00:18 03:00 02:30 02:00 01:30 02:20 01:57 01:34 01:10 

Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 o 

Combo o o o 30 500 650 800 1,250 300 336 372 480 
Angels Hard & Non Stop Climax 

Normal Decoration (6) When you see Grace & Glory 


Hard & Non Stop Climax Grace & Glory (1) 


Normal 

Because the Decorations have 
a tendency to stick to the area 
above the broken section of the 
path, it will normally work out 
best to attack them using Bullet 
Climax with Scarborough Fair. It 
should not take more than one 
or two to kill off all the enemies and score enough points for the 
Platinum combo rank, but because of the very low Platinum time 
requirement you will still need to be quick. 


BA F 


begin to spawn, start using a 
@GQ(& along the right-hand 
side of the path, as this will 
usually be the side the Grace 
appears on. The bomb on the 
end of the combo should go off 
just as the enemies finish spawning, and should only hit Grace 
and knock it down, allowing you to finish it with a quick Torture 
Attack. Leave the Angel Arms on the ground for now and finish 
off Glory using some regular Shuraba combos after Parrying one 
of its attacks. Once it is dead, pick up the Claws and continue to 
the next Verse. 


N 


DD 


VERSE 2: SCRATCH AND CLA 


Time 02:00 01:40 01:20 01:00 06:00 
1,500 1,000 500 o 3,000 
Combo 600 852 1,104 1,860 1,200 
Angels 
Normal Grace & Glory (1) 


Grace (2), Glory (3) 


SA e 


Hard & Non Stop Climax 


Normal 

Grace & Glory are extremely 
agile enemies, and they will 
constantly move around the 
area in an attempt to surround 
you. Their wide arcing Claw 
Swipe combos can deal massive 
amounts of damage if you get 
caught in them. And they are very quick, so you will need to 

pay close attention to them and be ready to Evade at any time. 
Grace's Inferno is by far the easiest move from which to enter 
Witch Time against this duo, so if you are having trouble entering 
it from their regular attacks, pay close attention to when Grace 
starts this move. Once you have entered Witch Time, Grace is 
also the first of the pair that you should focus on killing. 


As soon as you have entered Witch Time, run straight in and at- 
tack it with a 19 &(@ combo to launch it, and then follow up 
. These two combos alone should do enough dam- 
age for you to can now kill Grace straight away with a Torture 
Attack. Pick up the Claw Angel Arm it drops, and then look for 
the chance to Evade into Witch Time from one of Glory’s attacks 


[NO StO9 Cli 
® ð jO ® 8 2) 


05:00 04:00 03:00 05:20 04:27 03:34 02:40 
2,000 1,000 0 4,500 3,000 1,500 0 
3,072 4,944 10,560 1,100 2,552 4,004 8,360 


and use the W with Claws. You will need to keep constantly ad- 
justing the direction of the move so that it is always hitting Glory. 
When done correctly, this is enough to kill it instantly and score 
enough combo points for the Platinum rank. 


Verse to kill it quickly and give E 
a big boost to your Multiplier. 


Glory will drop its Claw Angel Arm, but leave that on the ground 
and kill Grace off using regular attacks. Once that enemy is 
dead, another set of Grace & Glory will spawn in, along with an 
additional Glory. 


Hard & Non Stop Climax 
When the first pair of Grace & 
Glory has finished spawning, 
Parry one of Glory’s attacks and 
then use the W attack with the 
Angel Arm from the previous 


Pick up the Electric Claw Angel Arm from the Glory you have 

just defeated and use its W attack; the large radius of the attack 
should mean you can do a great amount of damage to all three 
enemies. Now that it has been weakened, you should run up and 
use a Torture Attack to kill of Grace and then pick up the Angel 
Arm it drops and try and position yourself so that you can use the 
W attack to kill off the two remaining Glories. If one of them hap- 
pens to survive, finish it off in the regular manner with Shuraba. 
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03:39 03:29 03:20 | 03:10 06:21 
1,200 800 4o | o 1,200 
700 1,092 1,484 2,660 900 


Hard 


la Non Stop Climai 
@ @ g] @ @ @ W] 


05:57 05:34 | 05:10 0735 07:06 06:38 06:10 
800 400 0 1,200 800 400 0 
1,710 2,520 4,950 800 1,376 1,952 3,680 


Alfheim Portal 


Defeat all the Angels before time expires! Enemies can be 
defeated during Witch Time. 


Normal <i C0000 
Hrd = ro OOOO 
Non Stop Climax <2 eee 


Normal 

Start off by Taunting quickly to 
earn some free Magic points. 
The first enemies you will have 
to deal with are two Spear 
Applauds and a single Bow 
Applaud. Continue Taunting to 
make them attack you faster, so 
that you can enter Witch Time as quickly as possible. Immedi- 
ately, start attacking the enemies when you enter Witch Time 
with some combos, until you have built up enough Magic points 
for a Torture Attack. Use the Torture Attack on the Bow Applaud 
but leave his weapon on the ground for now. 


SR e? 


Continue attacking the other two Applauds, and if you build up 
enough Magic points for another Torture Attack, you should use 
it straight away on one of them, and then use the ®& attack of 
the Spear when you next enter Witch Time. Its health should 
be low enough at this point for the first few hits of the Spear’s 
attack to be enough to kill it. Should it still be alive when Witch 
Time runs out, simply cancel out of the attack and finish it off at 
the next opportunity. 


The main benefit of using the Spear is that, on its own, it should 
guarantee that you hit the combo points required for a Platinum 
rank. If your combos points are already more than high enough, 
you might want to save the Magic and finish off the Applauds 
with regular combos. 


Once the last Applaud has died, Grace & Glory will appear in the 
centre of the arena. While they are spawning, run over and pick 
up the Bow lying on the floor. Taunt the enemies to make them 
attack you. The instant you get into Witch Time, use a single & 
attack from the Bow on Grace. This one hit should have taken 
down enough of his health for you to finish him off with a Torture 
Attack when you next enter Witch Time. Once Grace is down, 
simply pick up its Claws and use its W attack to kill off Glory. 


The Final enemy you have to defeat in this Verse is a single Fair 
ness which spawns at the back of the arena. Before it arrives, 
you should run over to the opposite side and start Taunting it, to 
make it attack you with a Fireball. This is a very easy attack to 
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Normal ‘Spear Applaud (2), Bow Applaud (1), 
Grace & Glory, Fairness (1) 
Hard | Ardor (2), Fairness (1), Fearless (1), Joy (2) 


Non Stop Climax 


Evade and enter Witch Time from. As soon as Witch Time runs 
out, you should try and put some distance between you and the 
enemy so that it uses the Fireball attack again. After Evading a 
Fireball, run in and use a combo like @@@ %&(@ to get the enemy 
off its feet and follow up with a Tetsuzanko for some big damage. 
If you manage to do this quickly enough, you should be able to 
use a Torture Attack, while still in the same instance of Witch 
Time, to finish it off. If Witch Time runs out before you can do 
this, simply run away, Evade another Fireball and then finish it off. 


ba. If you are quick enough, L 
you should be able to finish the 


whole combo in a single instance of Witch Time, thereby making 
sure you get the maximum possible amount of damage and 
combo points at all times. 


Hard 

To get some extra Magic, Taunt 
the two Ardors as they appear. 
Evade one of their attacks 

into Witch Time and use a 

a }@ combo with Shura- 


Keep attacking both Ardors with that combo at every opportunity, 
and when their health starts to get low, finish one of them off 
with a Torture Attack and kill the other one off normally. If, at 

any time during your attacks, the enemies become Stunned, you 
should take advantage of the lull and Taunt them again to gain 
more Magic. 


For Fearless and Fairness you should switch your combo to 
QQG- Q, as it is slightly quicker, and the amount of Witch Time 
you get from Evading one of their Claw Swipes is usually less 
than from other attacks. Try to focus your attacks on Fearless, as 
it is the more dangerous of the two and you cannot enter Witch 
Time from its Beam attack. When you have taken off around half 
its health, finish it off with a Torture Attack to save time, and 
then do the same to Fairness. 


As Joys are such an unpredictable enemy, you should try and 

kill them as quickly as possible. Evade one of their attacks into 
Witch Time and then use the same @ @ combo with Shura- 
ba, as it just happens to deal the perfect amount of damage. It 
is also quick enough for you to use a Torture Attack immediately 
afterwards, in the same Witch Time event, and to kill a Joy off 
totally. Wait for your chance with the remaining Joy and then do 
the exact same thing to this one to complete the Verse. 


Non Stop Climax 

The enemies you will face here 
are identical to the ones on the 
Hard difficulty, but there is an 
extra one in each wave >C) 01. 
All this means is that you have 
more opportunity to build up 
your Magic, and can therefore 


S fi g 


use more Torture Attacks early on to get through the enemies 
quicker >O 02. When you get to the Joys, if you are sure you 

have enough points for the Platinum combo rank, you should try 
and get a couple of them together and then use a @@@(t(& 
combo. Two of the full-size Bombs are enough to kill a Joy out- 
right, so if you manage to get all three of them together, you 

could even wipe out the entire group with this one combo in ma 
a single Witch Time event. 


© 0 @ 4 | @ 
Time 05:40 04:44 03:47 02:50 07:00 


Damage 1,500 1,000 500 o 3,000 
Combo 1,400 4,340 7280 16,100 1,200 


Angels 


Normal Spear Affinity (1), Flail Affinity (1), Trumpet Affinity (4), 
Horn Affinity (2), Spear Applaud (1), 
Fearless (1), Fairness (1) 

Spear Affinity (3), Flail Affinity (1), Trumpet Affinity (5), 
Horn Affinity (1), Spear Applaud (2), 
Fairness (1), Fearless (1) 


Hard & Non Stop Climax 


Normal 

At the start of this verse the 
path ahead of you will begin to 
collapse, but it will never fall 
away entirely, so you are still 
free to move about as you wish. 


You should have plenty of Magic a) Di) 
after completing the Alfheim, 


so jump across the broken path and Torture Attack one of the 
Trumpet Affinities, and then use the @ attack with its weapon to 
easily take out the other Affinities. >0 03 


Once they are dead, continue up the path to trigger a cutscene, 
after which you will have to fight a Fearless and a Fairness at the 
same time. Taunt the Fairness from a distance to try and make it 
Fireball you, and then Evade into Witch Time and launch an attack 
on the more dangerous Fearless. As they are very similar en- 
emies, the same combos you use normally on Fairness will work 
equally well on Fearless. This means lots of Weave Launchers to 
keep them off balance, while also inflicting heavy damage. 


You should Torture Attack the Fearless as soon as it gets to 
around half health, but try and save enough Magic for a Torture 
Attack in the next phase of this fight. As soon as it has been 
defeated you should waste no time in attacking the Fairness to 
make sure you can finish the next section in time for a Platinum 
rank. If you have Magic to spare, use some Tetsuzankos to speed 
things along. 


The final wave of enemies consists of two Trumpet Affinities, two 
Horn Affinities and a single Spear Applaud. As you close in on 

the Horn Affinities at the front, the path will begin to break away 
once again, but this actually works in your favour as it lowers the 
two Trumpet Affinities at the back. All you need to do now is run 
up and Torture Attack one of the Horn Affinities, and then use its 
weapon's Ù attack. As long as you start this move from a posi- 
tion where the beam can strike all of the remaining enemies, it 
should either heavily damage or kill most of them for you. 


Pe NON Stor 
® @ D| © © @ 2) 


05:50 04:40 03:30 07:00 05:50 04:40 03:30 
2,000 1,000 o 4,500 3,000 1,500 0 
3,072 4,944 10,560 1,100 2,552 4,004 8,360 
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Chapter V 


If the Trumpet Affinities on the other section of the broken path 
survive the attack, you should try and finish them off from the 
section you are already on. The block of path they are standing 
on will begin to fall away completely as soon as you land on it, 
which gives you next to no time to finish them off. The best 
tactic to use in this case would be to use Kulshedra and either at- 
tack from the section of path you are on directly or use the Snare 
to pull them towards you and finish them off with Shuraba. 


Hard & Non Stop Climax 

Run up and use a Torture Attack 

on the first Trumpet Affinity, and _ KA) 
then use the @ attacks with 

the Angel Arm it drops to kill 

any three of the Spear and Flail 

Affinities. When the Angel Arm 

has run out, use another Torture 

Attack on the second Trumpet Affinity, but leave the Angel Arm 
on the ground until you have killed off the final Affinity in the 
area, After the cutscene, use two @ attacks and then a © attack 
with the Trumpet on Fearless to greatly weaken it, and then use 


a couple of quick Tetsuzankos to kill it before Fairness starts to 
attack. Once Fearless is out of the way, you can use a Weave 
Witch Twist to launch Fairness, and then use an air@@&@ 
combo to launch it again. When you land, use a ata 
combo, while it is still recovering, to knock it back up and keep 
repeating the two combos until it is dead. If you need to speed 
things up, you can use a Torture Attack to kill it, once it's down 
to around half its health. 


Continue up the path, and when the Applauds and Affinities ap- 
pear, use a Torture Attack to kill the Horn Affinity, and then pick 
up and use the © attack with the Angel Arm. This should either 
kill or nearly kill both of the Spear Applauds, so if either survive, 
you should finish them off quickly. Once all of the enemies on 
your current section of path are dead, you should switch to 
Kulshedra and use a Snare to pull over one of the Trumpet Affini- 
ties from the other side and then switch to Shuraba to kill it. Kill 
the second one in the same way, but, after using a Snare on the 
third, you should finish it off with a Torture Attack so that 
you can take the Trumpet Angel Arm into the next Verse. 


O 
D @ J g] @ 


ime 05:00 04:10 03:20 02:30 06:40 
1,500 1,000 500 0 3,000 
Combo 1,300 3,666 6,032 13,129 1,000 
Angels 
Normal Dear (4), Decoration (8), Grace & Glory (1), Harmony (3) 


Hard & Non Stop Climax Dear (7), Decoration (5), Joy (3), Harmony (3) 


Normal 


The first section of this verse 
puts you in control of a free- 
falling Bayonetta, and during this 


time you will encounter a num- 

ber of Dears and Decorations, 

The simple act of falling at these 

speeds is an attack in its own 

right, so you should try and line up your path with the enemies 
as they appear in the distance in order to kill them quickly >O 
01. You can stop your descent at any time and use regular mid-air 
combos, but this is not necessary as these are simply bonus 
enemies to get you started. 


x NESE 
@ @ g] 2 @ @ g] 


05:34 04:27 03:20 09:20 07:47 06:14 04:40 
2,000 1,000 o 4,500 3,000 1,500 0 
2,100 3,200 6,500 700 1,092 1,484 2,660 


As soon as you hit the back wall, Grace & Glory will begin to 
spawn on the other side of the area, so make sure you align 
the camera as quickly as you can to avoid being hit in the back. 
Enter Witch Time off one of their attacks and use the normal 
19 &(@, airG@@&@ sequence on Grace, before finishing 

it off with a Torture Attack, and then use its Claw's © attack 

to kill Glory >C 02. If you have managed to keep the Multiplier 
going during this process, you should already have enough 
combo points for the Platinum rank, but you should still try to 
score well on the next group to make sure. 


In this final section of the verse, you will be introduced to another 
new enemy, called Harmony. Harmonies like to fly around a lot, 
and can attack you from very awkward angles, so it's important 
to try and keep the camera focused on them. As soon as the 
cutscene is over, you will need to perform an Evade to get away 
from their initial attack and then turn the camera round quickly to 
get a fix on their position. Once you are locked on to one of 
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them, use an After Burner Kick followed by a single air >O 03. 
This will deal substantial damage to the Harmony and also slam it 
down to the ground for you to finish off. 


If you have the Magic, this would be an excellent time to use 
a Torture Attack, as Harmonies drop a very powerful Chainsaw 
weapon. The @ attack of the Chainsaw is usually a bit too slow 
to hit the agile Harmonies, so you should focus on using the 
slightly faster and more direct W attack. Luckily, one full hit of 
the ® attack is enough to kill a Harmony; so as soon as there 
is an opening to do so (preferably in Witch Time) you should at- 
tempt to use it on one of the remaining enemies. 


The final Harmony should be finished off, much like the first, by 
using an After Burner Kick followed with air to ground it and 
then finish it off with a regular ground combo. If you don't have 
the After Burner Kick move at this stage, then you will have to 
lock on to the Harmony and attempt to land a regular mid-air at- 
tack and then a delayed ®& to slam it down so that you can finish 
it off easily. 


Hard & Non Stop Climax 

When you are going through the 

free-falling section, make sure a KA) 
not to press either @ or & so 

that you don't accidentally waste 

any shots with your Trumpet 

Angel Arm. When you land from 

that section, the three Joys will 

already be waiting on the other side of the fountain, so head over 
there as quickly as you can. Your aim should be to try and land a 
single @ attack with the Trumpet on one of the Joys, and then 
use a Torture Attack to kill it. 


If you have enough Magic you should do the same thing to the 
two remaining Joys to kill them all off quickly, but make sure, 
after each Torture Attack, you use a quick shot with ™& to keep 
the Multiplier active. If you are running low on Magic after killing 
the first one you should use one @ and one ® attack with the 
Angel Arm on one Joy to kill it, and then take out the third one 
using Shuraba. Once the Harmonies appear you should use the 
usual method of Snaring them with Kulshedra and then switching 
to Shuraba to kill them off. 


RSE 6: IN E 


© ® @ 4 | @ 


Time 01:40 01:24 01:07 00:50 02:00 
1,500 1,000 500 o 3,000 
Combo 1,100 2,552 4,004 8,360 600 


Normal & Hard 

After the cutscene you will be at 

the bottom of the tower again, | 
face to face with two Ardors. 

This enemy has very high health 

and a strong defence, while also 

packing some extremely damag- 

ing attacks. Luckily, a lot of these 

attacks are quite easy to see coming and are perfect openings to 
enter Witch Time from. While in Witch Time you should try and 
use mid-damage, high-scoring combos like @@@@(@ -O 04, 
as you need to kick-start the combo score. If you see the points- 
perhit start to dip, you should use a Weave Tetsuzanko straight 
away to reset the scoring. 


| _ Non Sig 
© @ © | ® ® @ ) 
01:40 01:20 01:00 | 02:40 02:14 01:47 01:20 
2,000 1,000 0 4,500 3,000 1,500 0 
852 1,104 1860 | 600 852 1,104 1,860 


Normal, Hard & Non Stop Ardor (2) 


Keep attacking both enemies during Witch Time, but pay close 
attention to their health bars, as both enemies should ideally be 
finished off with a Torture Attack when their health is as low as 
possible, thereby ensuring you get the most points out of each of 
them. The Sword dropped by Ardor is not very useful during this 
fight, so after Torture Attacking one of them, leave the weapon 

on the ground and continue to fight normally. 
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Chapter V 


Non Stop Climax 

Without Witch Time to help 

control these enemies you will ŢȚ A) 
have to rely on heavy weapons 

or Weave attacks. Equipping 

the Evil Harvest Rosary can also 

help to inflict a bit of extra dam- 

age, while also Staggering the 

enemies, if you are close. The Weave version of the Witch Twist 
is also an excellent choice of opener in this fight, as it has a large 
attack radius and will launch these heavy enemies even without 
Witch Time. While they are up in the air you should attack them 
with a combo such as air@@%(@, which will relaunch them, 
allowing you to continue attacking. If one of them escapes and 
starts to attack you, remember that you can use the Witch Twist 


while you are in the air, which will allow you to avoid the attack 
while also keeping your offence flowing 


An alternative strategy is to use Kilgore from as far away as the 
area allows. The Rockets fired by this weapon will Stagger even 
an Ardor, and although they may seem slow, you can fire them 
quickly enough to make the enemies barely able to advance. 


If you manage to get both enemies near each other, the radius 
of each blast is big enough to Stagger both of them, and Kilgore 
also racks up combo points at a very high rate. This tactic can 
be slightly slower than the up-close method, so it should only 
be used if you are sure you can control the fight, since wasting 
time too often getting into position may end up costing you the 
Platinum time rank. 


à á 
RSE 7: THE ASCENSION 


D @ @ 4) D 
Time 01:20 01:07 00:54 00:40 | 03:00 


Damage 1,500 1,000 500 o 3,000 
Combo o o 0 no 600 
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02:30 02:00 01:30 | 03:00 02:30 02:00 01:30 

2,000 1,000 0 4,500 3,000 1,500 0 

852 1,104 1,860 | 400 480 560 800 
Normal Harmony (4) 


Hard & Non Stop Climax Harmony (6) 


Normal 

The low score requirement for 
this Verse makes it relatively 
easy, even with the strict time 
limit and constantly falling debris 
getting in your way. To help 
things along, you might want 


to have Kulshedra equipped, so ; 
that you can Snare one of the 


Harmonies and Cowgirl Spin it into the rest of the group +0 01. 

Keep grabbing and spinning the enemies to continue the damage 
and try and time the release so that the enemy flies into the side 
of the tower, keeping it close. When there is only one left, simply 
Snare it and then switch weapons and finish it off with a Shuraba 


combo. +20 02 
with all of the extra time you © fa L 
have. Rodeo Spins are still an 


excellent way of handling the enemies in this enclosed area, so 
you should stick with that. If you want to speed things up, you 
can use a Torture Attack to kill one of them and then use the 
Chainsaw Angel Arm to kill off a couple of others. The loss of 
Magic won't really hurt much, as you should be getting all of that 
back from completing the Alfheim in the next Verse. 


Hard & Non Stop Climax 

This Verse is practically the 
same on these difficulty levels 
as it is on Normal, and not even 
the extra two enemies can 
make things harder, especially 


Non Stop Climax. 


® ® @®@ D | @ 


2 @ fy @ @ @ 2) 


Time 01:44 01:39 01:35, 01:30 04:06 03:51 03:35 03:20 04:06 03:51 03:35 03:20 

Damage 1,200 800 400 o 1,200 800 400 0 1,200 800 400 0 

Combo o 0 o 30 0 0 0 30 0 0 0 30 
Hard 


Normal Dear (many), Decoration (many) 
Hard Fearless (many), Fairness (many) 
Non Stop Climax 


Grace & Glory (many) 


Alfheim Portal 


Stay in the air for a set period of time! 


0200 


Normal 


Hard 3:50 a 
Non Stop Climax 3:5 O aa 


Normal 


This is very similar to an Alfheim 
from an earlier Chapter, and the 
same tactics can all be used 


equally well here, although you 

are required to stay in the air for 

a full minute. This doesn't leave 

much time if you are trying to 

get a Platinum rank. The simplest way. to complete this chal- 
lenge is to use a continuous series of Snares followed by Jump 
Cancelled attacks. 


The enemies will continue to follow you as you rise up into the air, 
and since you will be going a long time, don’t be surprised when 
you reach the upper limits of the area. If your Snare attempt hap- 
pens to kill the enemy, you still have plenty of time to do another 
attack, so make sure not to panic, as one wrong motion will send 
you plummeting to the bottom. To make sure the enemies last a 
little longer, avoid equipping firearms on your feet, as you don't 
want to damage the enemies when you use Step-Off. 


Make sure that you do not have 
the Gaze of Despair equipped 
during this Verse, as you will 
want the enemies to attack you 
as little as possible. Run in and 
give Fearless a couple of quick 
hits to make sure you can get a 
Platinum rank for the combo score, and then transform into the 
Panther and run to the other end of the area. Use an After Burner 
kick to gain some height and then straight away use an air(® 
attack with Shuraba >O 03. Just before the attack is fully charged 
and you would drop back down to the floor, use another After 
Burner Kick to gain yet more height and do the same move again. 


SNRA g 


This time, just before the charge is completed, cancel out of the 
attack by transforming into a Crow and immediately use a single 
shot with "® to cancel out of that straight into another air(@ 
20 04. If you do this series of moves correctly you should be 
able to pull them off and lose very little height in the process, 
and it is a lot harder for Fearless to attack you the higher you are. 
If Fearless tries to attack you while you are still relatively close 
to the ground, use a mid-air Parry to block the attack, and then 
go straight back into your air(@ move. Because of the incredibly 
long charge time on this attack you should only need to cancel 
out of it a few times before you have managed to stay in the air 


for the full 30 seconds. 


Non Stop Climax 
The same tactics that you used 


on Hard will also work here, I 
with the added bonus that Grace 

& Glory have an even harder 

time hitting you than the Fear 

less did, once you have gained 

some height. This should make 


staying in the air for the required 30 seconds quite an easy 
task. >20 05 
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Chapter V 


O 
@ ® @ 2) D 


man Non Stop 
® @ |0 0 Ə D 


Time 02:40 02:14 01:47 01:20 01:40 01:24 01:07 00:50 01:40 01:24 01:07 00:50 
Damage 1,500 1,000 500 0 3,000 2,000 1,000 oO 4,500 3,000 1,500 0 
Combo 700 1,092 1,484 2,660 400 480 560 800 300 336 372 480 
Normal 
Normal Grace & Glory (1) 


As soon as the enemies appear, 
run over to where Grace is and 
Evade the first attack you can 


to enter Witch Time, then hit it 

with a @+(@ attack to launch 

it. Before Glory can get in the 

way you should try and land 

two air@@€(@ combos on Grace, and then finish it off with a 

Torture Attack +0 01. If done quickly, you should be able to get 
most of this sequence into a single instance of Witch Time, so if 
you think Grace’s health is low enough, you should try and start 


Hard & Non Stop Climax Fearless (1) 


the Torture Attack as soon as the Witch Time ends, so that you 
remain safe. Once the hard part is out of the way, all you need to 
do is pick up Grace's Claws and Evade one of Glory’s attacks into 
Witch Time before using the Claws ® attack to finish him off. 
30 02 


Hard & Non Stop Climax 
Use a Weave Witch Twist straight 
away to knock Fearless off its 


feet and then follow up with 


air@@&G. Follow up with 

another launching combo and air 

juggle and keep repeating until 

the Fearless is dead. If it blocks one of your attacks, make sure 
you shoot at it with "® to keep your Multiplier while you move in 
for another combo. While it is possible to get the Platinum combo 
rank with just regular attacks alone, if you think you might be com- 
ing up a bit short you should kill the enemy with a Torture Attack 
for the extra points. On Hard you could also use a Barrage combo 
after Evading into Witch Time for the excellent damage and combo 
points. This will also work on Non Stop Climax, but getting to the 
end of the combo will be a bit more difficult. 


Le 


VERSE 10: ALFHEIM POR 


Non Stop Climax 
4 fy Pj 
2 @ @ g] ® D % 2) ® C] @ 4 
00:68 00:55 00:53 00:50 02:28 02:18 02:09 02:00 03:29 03:16 03:03 02:50 
1,200 800 400 o 1,200 800 400 0 1,200 800 400 o 
500 650 800 1,250 1,200 3,072 4,944 10,560 300 336 372 480 


Normal Grace & Glory (1) 
Hard & Non Stop Climax Grace (2), Glory (3) 


Defeat all the Angels before time expires using the limited 
number of punches and kicks allotted! 


wim OOO aota 
Hard <a OOO 8.208 x23 


Normal 


Non Stop Climax 


ai OOO aot 
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00:13°99 


Normal 


In this Alfheim you have only ten 
punches and seven kicks with ŢȚ d 
which to kill Grace & Glory, so 


you will need to be careful not 

to waste any attacks. Straight 

away, run up so that you are 

beside Grace and facing Glory. 

As soon as Grace attacks, Evade into Witch Time and start using 
@®&@ combos +0 03. If your positioning is correct, you should 
be able to hit both enemies with the Weave attack on the end of 
the combo, which will save you some attacks in the long run. 


Continue Evading and using @%&@ while focusing on Grace, so 
that you can kill it first, making it drop its Angel Arm. Then all you 
need is a single © attack to finish off Glory with Grace's Claws. 
20 04 


Hard 

You have 30 Punches and 23 
Kicks to use in this Verse, and 
if everything goes well you 
shouldn't need anywhere near 


that many. Run up to Grace as 


soon as it has spawned and 

then Evade one of its attacks 

into Witch Time and use a 

@@@(%(& combo. That combo will do more than enough dam- 


age to kill Grace, causing it to drop its Angel Arm, but leave that 
on the ground for now. 


Wait for Glory to attack, and then enter Witch Time again and 
use the same combo to kill this enemy, which will then trigger 


the next pair of Grace & Glory, and an additional Glory, to spawn. 
While they are spawning, pick up the Claw Angel Arm and then 
try and group all three enemies together if you can. Once they 
are in position, Evade one of their attacks into Witch Time and 
then use the ®& with the Angel Arm to keep hitting as many of 
the enemies as you can. 


This one attack alone, if done right, can get you the Platinum 
combo rank, so if you have it secured then just finish off any re- 
maining enemies with a couple of Bombs from Durga. As usual, 
however, if you think you are low on combo points, you should 
stick to non-Bomb combos to try and get some extra points out 
of the fight. 


Non Stop Climax 


You can use the same principles 

for this fight as you did on the D Ka) 
Hard difficulty, only this time you 

have 40 Punches and 24 kicks to 

do it, and you will need to use 

Parries to set up your combos, 

as there is no Witch Time. Even 


using a Parry into @+@ on one of the enemies before you start 
your @@@(%&(& combo can help immensely. 20 05 


Because the Platinum combo requirement is so low on this 
difficulty, you can adopt a slightly safer long-range method. This 
involves backing far away from the enemies and then setting 

a bunch of Durga Bombs so that the enemy will just about be 
getting into range when they go off >O 06. This method is only 
possible thanks to the sheer number of Punches available to 
you, and may prove useful if you are having difficulties. 


Chapter V 


EN 


Chapter V 


a g] 
Time 03:20 02:47 02:14 01:40 03:40 03:04 02:27 01:50 03:20 02:47 02:14 01:40 
Damage 1,500 1,000 500 oO 3,000 2,000 1,000 oO 4,500 3,000 1,500 0 
Combo 500 650 800 1,250 500 650 800 1,250 300 336 372 480 
Normal, Hard & Non Stop Climax Inspired (1) 
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Normal 

At the start of the Verse the 
Inspired is flying around outside 
the area, so the best thing you 
can do is constantly shoot at it by 
holding down "4 +0 01. When 
you have done enough damage 
the Inspired will fall to the ground 
in the middle of the area, allowing you to run in and start using 
some Shuraba combos; it won't be down for long, however, so 
make sure you get in as many hits as you can during this time. 


SR e 


After a short time the Inspired will rear up and adopt an attacking 
pose, and if you remain close while it is like this you will be forced 
to try and Evade its Bite and Tail Whip attacks, which can be 
somewhat difficult, depending on your position. A much better op- 
tion is to get some distance between you and the enemy as soon 
as you see it rise up from the floor, as this will normally make it 
use its much more predictable Fireball attack. All you need to do 
then is simply Evade the Fireball into Witch Time and then jump in 
and attack the head of the Inspired with a strong air combo. 


When you have taken the Inspired's health down enough it will 
fly off and circle the area for a short time before flying straight 

at you. This attack is quite easy to dodge, so it does not pose 
much of a threat, but it also brings with it the opportunity for you 
to perform a counter by pressing @+% when it appears on the 
screen. The counter will summon an Infernal Demon, which will 
take down the remainder of the enemy's health for you and slam 
the beast down into the ground, allowing you to run up and easily 
perform the Climax attack on it. +0 02 


Hard & Non Stop Climax 
As this enemy will nearly always 
use its Fireball attack at long 
range, the best method for deal- 
ing with him is to take advantage 

of this by moving as far away as 

you can, so that you can Parry 

the attacks back >0 03 

Not only does the Parried Fireball do substantial damage, but it 
also gives you a tidy amount of combo points for very little risk. 
The Parry does move you forwards slightly, so after each one it is 
a good idea to Evade backwards to reposition yourself. To make 
sure the combo continues between Parries, and to get a bit of 
extra damage, you should be constantly shooting with ™&. 


As on Normal, once its health is low enough, the Inspired will 
fly off before coming back in, at which time you should be able 
to perform the Counter Grab and then follow up with the Climax 
attack for an easy finish. 
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RSE 12: SNAKE IN THE SKY 


Se Noms 
® ® @ g] @ 


De Non SiO 
© @ |0 © 


Time 02:00 01:40 01:20 01:00 02:20 01:57 01:34 01:10 01:40 01:24 

Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 

Combo 300 336 372 480 400 480 560 800 300 336 
Angels Hard & Non Stop Climax 


Normal, Hard & Non Stop Climax Inspired (1) 


Normal 


This Verse is almost identical to 
the previous one, the main dif- 
ference being that the area is a 


lot more open, making things a 

lot easier for you. At the start of 

the Verse the Inspired is flying 

directly at you, so you will need 

to Evade almost instantly to avoid getting hit. As soon as the 
attack has been avoided, you should start shooting with "® to 


bring the enemy down, as you have a lot less time in this Verse 
to meet the Platinum requirement. 


Once it's down you'll need to move in quickly and start using 
some heavy hitting combos, such as @@@%&(@, followed by 
air@@®&@. As the time limit is quite strict, it is recommended 
that you stay close to the Inspired for this Verse, rather than back 
off and use the Fireballs to enter Witch Time. This means that 
you will need to pay close attention to when the Inspired coils its 
body slightly, as this is an indication that it will use its Tail Whip. 


Parrying the Fireballs back at 
the Inspired will still work out — 
best in this Verse and, even with 

the lower Platinum time limit, 

it should be easy enough to kill 

it in time. As the slope you are 

on is lower than the ground the 

Inspired is on, you might find that, if you stay put on the ground, 

its Fireballs will sometimes go over your head, which will cost you 
valuable time. You might therefore find it easier to jump first and use 
mid-air Parries instead >C 04. Keep parrying and shooting and it 
won't be long before the enemy is defeated. 


o ® Ə 84|@9 


03:00 02:30 02:00 01:30 04:20 
Damage 1,500 1,000 500 0 3,000 
Combo 700 1,092 1,484 2,660 700 
Angels 
Normal Harmony (5) 
Hard & Non Stop Climax Harmony (6) 


You should have plenty of Magic, 
after not having used much on 
the previous two Verses, so, as 
soon as the Harmonies appear, 

Attack whichever one is clos- te fA 

est to you. After that, fire off a 

then try and Evade an attack to enter Witch Time. As soon as you 
have done this, use the & attack with the Chainsaw to kill 


Normal 

you should jump up and Torture 

couple of shots with "® to make sure the combo continues and 
off another Harmony. 


| Non Stop 
© @ |O © 3 2) 


03:37 02:54 02:10 02:40 02:14 01:47 01:20 
2,000 1,000 0 4,500 3,000 1,500 0 
1,092 1,484 2,660 300 336 372 480 


If you have enough Magic for a second Torture Attack, you 
should simply repeat this process for the next two enemies. If 
you are running low on Magic, then knock one of them down 
with an After Burner Kick, followed by air and use a ground 
combo to finish it off. Finally, use a Torture Attack and Chainsaw 
W attack to kill the last two. 

group and also easily score you © f L 
enough points for the Platinum 

combo rank >20 05. Keep Snaring and Rodeo Spinning the Har- 


monies until there is only one left. Snare it and finish it off with 
Shuraba to put a quick end to this Verse. 


Hard & Non Stop Climax 
Because of the sheer amount 
of Harmonies in this small 

area you should rely heavily on 
Rodeo Spins, as these will both 
help with controlling the large 
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Chapter V 


14: GETTING WILD 


> © Ə |4 


Timo 04:00 03:20 02:40 02:00 04:00 

Damage 3,000 2,000 1,000 o 6,000 

Combo 300 336 372 a30 | 400 
Angels 

Normal, Hard and Non Stop Climax Jeanne Ivi 2 (1) 


Normal 

Because this area is so small 
you will not have much room 

to manoeuvre around Jeanne, 
so you will need to use a lot of 
Dodge Offset when you are us- 
ing your combos at close range. 
Try and stick to short combos 
like @®&@, only switching to a longer combo if you move in 

to attack her from the side while she is using her Bullet Storm 
attack. This Jeanne will also sometimes use a sword, so keep 
an eye out for when she switches to this and be ready for the 
easy-to-telegraph Weave attack on the end so that you can enter 
Witch Time. 


SR F 


Once you've taken down around two thirds of her first health bar, 
a short cutscene will be triggered and the fight will change loca- 
tions to the side of a large chunk of rock. Jeanne will often use a 
Weave attack straight away, once you are back in control, so be 
ready to Evade this quickly so that you can enter Witch Time and 
land some damaging combos on her. Continue fighting her as nor 
mal, and once you've taken her health down to around two thirds 
of her final health bar another cutscene will be triggered and the 
fight will again change locations. This new area is very similar to 
the first, so you should continue fighting her, as you have been, to 
take down the last bit of her health and complete the Chapter. 
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03:20 02:40 02:00 07:00 05:50 04:40 03:30 
4,000 2,000 o | 6000 4,000 2,000 0 
430 560 s00 | 300 336 372 480 


Hard & Non Stop Climax 

You should have a lot of Magic 
after frequent use of the Cowgirl 
Spin in the previous Verse, so 


you should make heavy use 

of Weave Tetsuzankos, after a 

successful Parry, to inflict heavy 
2001. 


damage on Jeanne 

Alternating between Parry into regular attacks and Parry into 
Tetsuzanko is the perfect way to kill her relatively quickly, while 
also scoring enough points to meet the Platinum requirement. 
Pay close attention to when Jeanne uses her Standoff attack, as 
this is another excellent place for scoring some big points and 
inflicting a large amount of damage. Barrage combos will also be 
an excellent attack to use against her if you can find, or create, a 
large enough opening to complete one. 


DD 


Chapter VI 
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VERSE 1: RAISING THE STONES 


Nom! 
P, 

o ® @ jO ® Ə |o ® ð 9 
Time 02:00 01:40 01:20 01:00 03:00 02:30 02:00 01:30 03:00 02:30 02:00 01:30 

Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 o 
Combo 1,000 2,100 3,200 6,500 1,100 2,552 4,004 8,360 900 1,710 2,520 4,950 
Angels launch it easier. All that should be left now are the two Trumpet 
Normal ‘Spear Affinity (1), Flail Affinity (1), Affinities, which usually stay away from the action and as such 


Trumpet Affinity (2), Ardor (1) 
Buming Affinity (3), Burning Ardor (2) 


SA e 


Hard & Non Stop Climax 


Normal 

If you have enough Magic, start 
off the Verse by straight away 
using a Torture Attack on the 
Flail Affinity as soon as it has 
finished spawning, and then 
pick up its weapon. By the time 
the Torture Attack has finished, 
the Ardor and Spear Affinity will have made their way over to 
your position, so Evade one of their attacks and enter Witch Time 
as quickly as you can. Try and line up both enemies so that you 
can hit them with the Flail's ẹ attack; one attack is more than 
enough to take out the Affinity, but the Ardor will withstand both 
and still have a small amount of health left. 


Finish the Ardor off quickly with some quick combos, which 
will be made simpler now its armour is broken, enabling you to 


are probably unharmed. Use a good Magic-building combo on 
one of them, such as @@@@(@, and then Evade-cancel it so 
that the Weave part does not come out, allowing you to get a 
couple of extra regular hits in to kill it. Try and finish the remain- 
ing Affinity with a Torture Attack, as its Trumpet Angel Arm will 

be useful in the next Verse. 

Verse takes place lends itself é S 
perfectly to the power of Kilgore 

>O 01. Stay near the gate at the 

entrance and use the (@(@@ 

combo to fire rockets at the en- 

emies further in to keep them from advancing. Using this method 
you should be able to score well above the Platinum requirements 
for a combo score and never be in any danger. If, however, you 
want to complete the Verse slightly quicker, you could equip 
Durga in Fire Mode on your hands so that you can hit the Burning 


enemies safely and then move in for some close-quarters combat, 
using its @@(@ combo. 


Hard & Non Stop Climax 
The narrow hallway where this 


VERSE 2: WAR IN THE WATER 


O Noms LP _ Non Stop Cli 
© ® ®@ ð| © ® @ | © ® @ g] 
Timo 04:00 03:20 02:40 02:00 03:40 03:04 02:27 01:50 04:40 03:64 03:07 02:20 
Damage 1,600 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 o 
Combo 500 650 800 1,250 600 852 1,104 1,860 300 336 372 430 
Angels you can Evade into Witch Time. Either while in Witch Time or 


Normal, Hard & Non Stop Climax Inspired (2) 


SA F 


Normal 

Try and focus on one Inspired 
at a time, since getting rid of 
one quickly will make the Verse. 
much easier for you. Move to 
the top of the broken bridge so 
that you have a clear shot. Lock 
on to one of them and then 
shoot at it by holding "® to bring it down. As soon as it hits the 
floor, line yourself up and fire off two @ attacks at it with the 
Trumpet. This will bring it down to practically no health, so just 
fire off a few more shots with "% to kill it. 


When the first one is dead, move back to the top of the broken 
bridge and start shooting at the second one with ™&. If it has 
stopped flying around and taken up an attacking pose, you should 
stand your ground and wait for it to use its Fireball attack, which 
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when the Inspired is on the ground, use a © attack with the 
Trumpet, which may kill it outright, depending on how much 
damage you've done to it. If need be, you can simply use "® 
again to get in the last couple of hits required to take down the 
last of its health. All that’s left for you to do is run up and finish 
it off with a Climax attack. 

simply Parry it back and then L 
continue shooting at it until 

it has been killed >O 02. While you are dealing with the first 
Inspired, the second one should rarely attack you, as long as 
you do not attack it, but it will sometimes use its Serpent Rush 


attack, so watch out for the @+® indicators that will pop up on 
screen to give yourself a chance to counter this move. 


Hard & Non Stop Climax 

Use a (@ attack to knock one 

of the Inspireds out of the air. 
When it is down, keep firing 

at it using the (@(@(@ combo 
and, whenever it uses a Fireball, 


After performing the counter you will be left on the ground near 
the heavily damaged enemy, so you should finish it off quickly 
with a full Kilgore combo from where you are, and then go back 


to shooting the other one. If the counter opportunity does not 
come up, then all you have to do is use the same method for 
killing the second one that you used on the first. 
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RSE 3: CONGESTED HALLWA 


O 
® 0 8 D | 9 


Time 02:40 02:14 01:47 01:20 04:00 
Damage 1,500 1,000 500 o 3,000 
800 1,376 1,952 3,680 900 
Angels 
Normal Dear (1), Decoration (3), Spear Affinity (1), 


Flail Affinity (1), Trumpet Affinity (2), Spear Applaud (1) 


Dear & Decorations (1), Spear Affinity (1), 
Flail Affinity (1), Spear Applaud (1), Bow Applaud (2) 


Hard & Non Stop Climax 


and in this tight space a weapon 
9@ - @ should be able to take 
all dead, continue on down the corridor and round the corner to 


Normal 

When you first enter the narrow 

corridor you will have to face a 

Dear with a few Decorations, 

like Kulshedra can really work 

wonders. A combo such as 

care of the entire group, and if any survive just pull them in with 
a Snare and switch to Shuraba to finish them off. Once they are 
trigger a small cutscene that gives you a hint about your next 
task. 


After the cutscene you will need to make it past multiple traps 
consisting of spikes rising up out of the ground. These spikes do 
follow a pattern, so you can time your run across them if you are 
just looking to make it to the other side. The timer for the Verse 
is still ticking, however, so if you are looking to get a Platinum 
rank you will need to be as quick as you can. The best option is 
to transform into the Panther and start running down the corridor 
and then use an Evade to get you through the spikes as needed. 
If you press the Evade button promptly enough, you can re-enter 
the Beast Within extremely quickly after an Evade, so you won't 
lose much time. When you get to the other side, use Shuraba to 
break the rocks in front of the switch and then use ™%& to pull the 
lever to stop the spear traps and trigger the next set of enemies. 


Use a Torture Attack straight away on the Spear Affinity and pick 
up its weapon. Before using it, however, try to position yourself 
so that at least one of the Trumpet Affinities will not be caught 
in the attack. Once in position, use the Spear’s Ù attack to wipe 
out whichever enemies you have around you and, if any survive, 
finish them off quickly with Shuraba. The Spear’s attack should 
have built up enough Magic for you to use a Torture Attack on 
one of the Trumpet Affinities, but if both are still alive you should 
kill off the other one, using Shuraba first to end the Verse, and 
then pick up the Trumpet. 


Hard & Non Stop Climax 

Use one or two quick (@ attacks 

with Kilgore to kill the Decora- 

tions and bring down the shield 

surrounding the Dear and then fa 5 


run in and quickly kill the Dear 
with Shuraba before it can sum- 


A 6 
@ E ) | @ @ @ 4) 
03:20 02:40 02:00 03:20 02:47 02:14 01:40 
2,000 1,000 0 4,500 3,000 1,500 0 
1,710 2,520 4,950 700 1,092 1,484 2,680 
mon any more Decorations >O 03. After pulling the lever to stop 


the spikes, you will have to fight a group of Affinities and Ap- 
plauds. You should start by using a Torture Attack straight away on 
the Spear Affinity and then pick up its Angel Arm and use the ® 
attack on the group. If the attack looks like it is going to kill both 
Bow Applauds, you should cancel out of it, as you will want to 

kill one of these with a Torture Attack to take the Bow Angel Arm 
into an upcoming Verse. If any other enemies survive, you should 
use some quick Shuraba combos to kill them off quickly to make 
sure you finish within the Platinum time requirements. 


‘000i 1.0 
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Chapter VI 


Chapter VI 


Hare 
F, F, 

® 0 8 | o ® Ə |o ® 8 g] 
04:36 04:24 04:12 04:00 05:57 05:35 05:13 04:50 03:17 03:05 02:53 02:40 

Damag: 1,200 800 400 o 1,200 800 400 0 1,200 800 400 0 
nbo 2800 | 25536 | 48,272 | 116480 | 2,700 23,112 | 43,524 | 104,760 600 852 1,104 1,860 

A group of Harmonies will now spawn at the back of the area, 

‘Note! Spear Applaud (2), Bow Applaud (1), Harmony (4), so fire off a few shots with “® to make sure you keep your Mul- 


Hard 
Fairness (2), Joy (3) 


Non Stop Climax Gracious & Glorious (1) 


~ 


Defeat all the Angels before time expires while executing the 
required number of Torture Attacks! 


Normal =~ eeo © 
Hard ~~ C00 
Non Stop Climax <a eee 


Normal 

Start the battle by Taunting for 
as long as possible while the 
first enemies are spawning. Try 
to do most of your attacking in 
Witch Time so that you get even 
more Magic per attack. Use long 
combos with lots of hits, such as 
OQAVA with (Evading out of it near the end so you don't get 
the Weave attack) and focus all your attacks on one of the Spear 
Applauds first. Keep attacking it until you have taken its life down 
as low as you dare before using a Torture Attack to finish it off. 


S fi F 


Pick up the Spear and try and lure the remaining Spear Applaud 
away from the Bow one, and then use the Spear's W attack on 
the enemy. Make sure you cancel out of the attack before it kills 
the Applaud, and then finish it off with a Torture Attack. Fire off a 
few quick shots at the Bow Applaud now to keep the Multiplier 
active, and then move in and use some Shuraba combos to build 
up enough Magic to finish it off with a Torture Attack. 
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tiplier, then grab the Spear and run over and use the ® attack, 
aiming to hit as many of them as possible. One or two should 
survive the attack, and you should have enough Magic to Torture 
Attack one of them. You can then use the © attack on the Chain- 
saw to kill off the last one. 


Grace & Glory will spawn next, so fire off a few rounds to keep 
the combo flowing and then immediately run over and pick up 
the Bow. After entering Witch Time, start to fire off two © at- 
tacks with the Bow at Grace and then run over and finish it off 
with a Torture Attack, which should meet the required five. Pick 
up Grace's Claws and use the ®& attack on Glory for a big boost 
to your combo score and an easy kill. 


Fearless and Fairness are the final enemies in this Verse, and 
your last chance to get in a Torture Attack if you missed any 
along the way. There should be enough power left in the Bow 

for three ® attacks, so run over and pick it up again and use it 
on Fearless. This should take its health down enough for you to 
run in and finish it off with a Torture Attack straight away. With 
just Fairness left, you can use the usual method of keeping your 
distance and Evading its Fireball attacks into Witch Time, and 
then using Launcher combos such as @4@@%&(@ to keep it busy. 
Once its health is down to about half, you should finish it off with 
a Torture Attack to save time. 


Hard 
Start the Verse by Taunting the 

enemies as they spawn +0 01. 

Wait for one of the Affinities to 

Witch Time and start attacking 

the Ardor, using a @@@@(@ 

build up enough Magic for a Torture Attack just before the end of 
the Witch Time instance, so use an Evade to cancel the combo 


attack you and then Evade into 
combo. You should be able to N d í 
animation and then Torture Attack one of the Affinities. 


After Evading another attack into Witch Time, use the % attack 
with the Spear Angel Arm. Cancel out of it as soon as you have 
enough Magic for another Torture Attack and then use that to kill 
off another Affinity and get its Angel Arm. Providing you are can- 
celling out of the attack as soon as you have enough Magic and 
not doing any additional hits, you should be able to repeat this 
process twice more before all of the Affinities are dead. After the 
third Torture Attack, leave the Spear on the ground for now and 
continue taking the Ardor’s health down normally with Shuraba, 
while in Witch Time, until it is nearly dead, and then finish it off 
with your fourth Torture Attack. 


As soon as that enemy is dead, two Fairnesses and another 
Burning Ardor will spawn in the centre of the area. Pick the Spear 
up off the ground and then Evade one of their attacks into Witch 
Time and use the ® attack to greatly weaken all three of them. If 


20 


you've kept the Multiplier going the whole time, you should have 
easily scored enough points to reach the Platinum rank, but you 
should still stick to combos such as @@- 4 with Shuraba, 
while in Witch Time, to give you a good balance of damage and 
Magic building. Concentrate on the two Fairnesses first, as they 
are the more dangerous of the enemies in this wave, and use 

a Torture Attack to finish off each one, once you have built up 
enough Magic. Do the same to the Ardor for the seventh and 
final mandatory Torture Attack. 


However, there are still three Joys to get through before the 
challenge is over but, because all requirements have been met 
at this point, you should try and kill them as quickly as possible. 
If you can group them together and then Evade into Witch Time, 
you should be able to take out the entire group with a single 
}G(%(%(% combo. If you missed one of the Torture Attacks 
early on then you should try and kill one or two of the Joys with 
a Barrage combo, and then switch to a regular Magic-gaining 
combo and perform any missing Torture Attacks on the remain- 
watch for the angelic symbols 


ing enemies. 
and then move to that posi- 


tion and start a 9At (tit 
combo, ensuring that Glorious 
gets tripped by the first W at- 


tack +0 02. This will ensure that it gets hit by all three Bombs, 
which will do just enough damage to kill it outright. 


Non Stop Climax 
Glorious will nearly always 
spawn on the left hand side, so 


Pick up the Claw Angel Arm it dropped and then, after Parrying 
or Evading one of Gracious's attacks, use the W attack with the 
weapon, but cancel out of the Inferno before it kills Gracious 

>20 03. That one attack should have given you more than enough 
combo points for the Platinum rank and enough Magic for you to 
now kill off Gracious with a Torture Attack - the single one 
you need to complete this challenge. 


© ® ®@ 4% | @ 


ime 06:40 05:34 04:27 03:20 06:00 
Damage 1,500 1,000 500 o 3,000 


Combo 1,200 3,072 4,944 10,560 


Normal 


You should still have the Trumpet 
on you from before the Alfheim; 
so, as soon as you see the first 


pair of Grace & Glory spawn, run 

up and attack Grace with two @ 

attacks from the Trumpet, and 

then finish it off with a Torture 

Attack. Pick up the Claws it drops and.use their W attack to take 
out Glory. While the next pair are spawning, run over and pick up 
the Trumpet again and then Evade one of their attacks to enter 
Witch Time. This should give you enough time to use a ® attack 
with the Trumpet on the Grace, before killing it with a Torture 


Q 3 D ® ® @ 2) 


05:00 04:00 03:00 06:40 05:34 04:27 03:20 
2,000 1,000 o 4,500 3,000 1,500 0 
2,100 3,200 6500 | 800 1,376 1,952 3,680 
C—O 
Normal Grace & Glory (2), Spear Affinity (2), 
Trumpet Affinity (2), Bow Applaud (3) 
Hard Gracious (1), Spear Affinity (2), 


Trumpet Affinity (2), Bow Applaud (3) 


Gracious & Glorious (1), Spear Affinity (2), 
‘Trumpet Affinity (2), Bow Applaud (3) 


Non Stop Climax 


Attack. For the final Glory, you should Evade one of its attacks 
and then (while in Witch Time) use a @ (@ combo, followed 
{9 &(@ combo, and repeat the air combo until the 
enemy is dead, repeatedly relaunching it. >O 04 
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Carry on up the stairs as quickly as you can, once all of the en- 
emies here are dead, because the Verse is still continuing. When 
you get near the bridge you will trigger a cutscene, and after 
that there will be two Spear and two Trumpet Affinities on the 
bridge. If you run forwards straight past the Spear Affinities you 
can trigger another scene, which will make the middle section of 
the bridge collapse and kill the two Trumpet Affinities, saving you 
some time. This will also cause three Bow Applauds to spawn 
near the doorway leading out on to the bridge area. 


You should have built up enough Magic in the last part of the 
fight for you to use a Torture Attack on a nearby Spear Affinity to 
get its weapon. Run to where the three Applauds are with the 
Spear and use a © attack on the group to hit as many as you 
can, After this attack the Applauds should have very little health, 
so finish off two of them with Shuraba combos and then use a 
Torture Attack on the last one. Leave the Bow on the floor until 
you have killed the last Affinity, if it is not already dead, and then 
come back and pick it up before jumping over the gap in the 
bridge to end the Verse, 


As soon as Gracious has 

finished spawning, use four 

attacks with the Bow Angel Arm 

Arm and carry on up the stairs 

Spear Affinities and the Bow Applauds and then use a W with 
so should easily kill both Affinities and damage all the Applauds. 


Hard 

to kill it quickly from a safe dis- 

tance. Next, pick up the Angel E 
quickly towards the bridge. After 

triggering the Bridge collapse, position yourself between the 
your Angel Arm. While this attack is not quite as powerful as the 
Inferno with Gracious's Angel Arm, it does have a larger radius, 
Once the attack has ended, kill off the Applauds as normal, pick 
up the Bow Angel Arm and then continue to the next Verse. 


Non Stop Climax 

Wait for both Gracious & Glori- 

ous to finish spawning, so that \ Q 
you can clearly identify Glorious, 

and then use © attacks with 

the Bow to kill it first so that it 

drops its Claw Angel Arm. Use 

the single remaining W shot 

with the Bow on Gracious and then Torture Attack it. While it is 
still recovering from the Torture Attack, use a quick @@@&& > 
combo to kill it before it gets up, and then pick up the Angel Arm 
that Glorious dropped and head to the next group of enemies. 


Trigger the Bridge breaking scene as usual to get rid of the two 
Trumpet Affinities and then run back to the start of the bridge, 
where the three Bow Applauds are spawning, and begin charging 
the © attack with the Claw Angel Arm >O 01. The small charge 
should make the attack last long enough for you to kill all three 

of these enemies straight away. You can then kill off the two Spear 
Affinities however you like, pick up the Bow Angel Arm that should 
have dropped and then Jump over the gap to end the Verse. 


O Nom! 
@ C] @ ® @ 


Time 03:40 03:04 02:27 01:50 04:40 
Damage 1,500 1,000 500 | o 3,000 
Combo 1,900 9,120 16,340 38,000 2,100 

Normal, Hard & Non Stop Climax 


During this verse you must pro- 
tect Cereza from enemy attacks, 
so try and fight as far away from 
her as you can, and don't allow 
the enemies to get near her. If 
you equip the Gaze of Despair 
accessory, the enraged enemies 
should only come after you, 
leaving Cereza relatively safe. Although there are a total of fifteen 
Affinities to fight here, you do not fight them all at once; the first 
two waves will come three at a time, then a wave of four and 
finally a wave of five, before the Applaud spawns. To kill off the 
first wave, all it takes is a single W attack with the Bow (which 
you brought with you from the previous Verse) on each enemy 
=D 02. This will also kick-start your combo Multiplier. Wait for 
the second wave to spawn, and then kill two of them off with the 


%S 
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@ @ ® ®@ @ @ ® 
03:54 03:07 02:20 04:20 | 03:37 02:54 02:10 
2,000 1,000 0 4,500 i 3,000 1,500 0 
11,802 21,504 50,610 1,400 4,340 7280 16,100 


Normal, Hard & Non Stop Climax Spear Affinity (15), Spear Applaud (1) 


remaining shots in your Bow. Use some Shuraba combos on the 
final enemy to build up some Magic. 


As soon as the next wave spawns, run up and use a Torture At- 
tack to take out one of them, and then try to group up the other 
three and use the ®& attack with the Spear to kill them. You can 
do the same thing with the final wave of five Affinities, but it can 
be awkward to get all of them close enough to kill them with one 
Spear attack, so you may need to Torture Attack another one and 
use its Spear to take out the remaining enemies. Once all of the 
Affinities have been killed, a lone Spear Applaud will spawn. This 
is the perfect enemy for you to kill with regular Shuraba combos 
to replenish some of your Magic. 


——————————— N 


RSE 7: ESCORT THE CHILD 


p 


a 04:00 03:20 02:40 02:00 04:40 
Damage 1,500 1,000 500 o 3,000 
Combo 700 1,092 1,484 2,660 | 700 

Angels 


Normal, Hard & Non Stop Climax 


Spear Affinity (5), Beloved (1) 
Normal, Hard & 
Non Stop Climax 
You have to protect Cereza 
again in this Verse, and things 


are made more difficult by the 


fact that the enemies are on 

an alternative plane and you 

cannot harm them directly. You 

will need to rely on environmental objects to do the damage for 
you. Luckily, a handy lamp post gets struck by lightning just after 
three Spear Affinities spawn, which you can then pick up and 
use as a makeshift weapon. Your movement and attack speed 
are very slow with the lamppost, so make sure there is a bit of 
distance between you and the enemy before they attack. You will 
also drop the lamp post if you Evade, which will cost you more 
time, as you'll have to go and pick it up again. You can, however, 
still Parry while you are holding the lamp post. 


Use @ attacks with the lamp post (which consists of a three-hit 
combo) to engage the Affinities >O 03. It only takes two @ hits 
to kill one of the enemies, so try to avoid doing the third swing 
unless you need to in order to save time. Once the first three 
are dead, two more will spawn near the gate at the back of the 
area, Wait for them to come towards you and start attacking 
them when they are at the max range of the lamppost to ensure 
Cereza's safety. The lamp post attacks should also give you 
enough combo points so that, on these enemies alone, you are 
able to earn the required amount for a Platinum rank. 


With all of the Affinities taken care of, you can proceed up to the 
gate and use a couple of Shuraba combos to destroy it, giving 
access to the tunnel ahead. After you have walked a short dis- 
tance into the tunnel, a Beloved will come crashing into the area 
in an attempt to capture Cereza. The enemy will begin to move 
towards you while crashing through walls, and your only option, 
if you want to save Cereza and yourself, is to attempt to run away 
from it. Luckily there are plenty of lamp posts and large bins in 
the tunnel, which you can use to Stagger the beast and slow its 
progress if it starts to get too close. >20 04 


To hamper your progress through the tunnel even further, there 
are more gates placed at intervals along it, which you'll need to 
destroy to continue. A quick Stiletto with Shuraba is usually the 
best choice for this, as one hit will get the job done, and you can 
do it as soon as the gate comes into view, since the attack has 
great range. Once you make it safely out of the other end of the 
tunnel, the Beloved’s progress will be halted for good by the 
thick stone wall and the Verse will end. +7 05 


k= 
2 a 2) @ @ @ fy 


03:54 03:07 02:20 04:20 03:37 02:54 02:10 
2,000 1,000 o 4,500 3,000 1,500 0 
1,092 1,484 2,660 500 650 800 1,250 
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Chapter VI 


Chapter VI 


A 


RSE 8: ANGEL CRUSH 


r F, P, 
® 0 Ə | ® ə | ® @ 
Time 04:40 03:54 03:07 02:20 07:20 06:07 04:54 03:40 05:20 04:27 03:34 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 1,100 2,552 4,004 8,360 800 1,376 1,952 3,680 700 1,092 1,484 2,660 
Angels Jumping up and attacking the Beloved's weak spot on its back 


Normal, Hard & Non Stop Climax Faimess (1), Fearless (1), Beloved (1) 


Non Stop Climax 

With such a low combo require- 

ment you might think this an 

enemies and no Angel Arms 

the Verse, you need to ensure that you keep the Multiplier active 


easy Verse to get a Platinum 
around, it can actually be quite N d , 
at all times to get the maximum points. This is made even more 


Normal, Hard & 

rank on but, with so few 

difficult. When fighting Fearless and Fairness at the beginning of 
difficult due to your having to protect Cereza at the same time. 


As usual, Fearless should be the first enemy you try to take 
down. A Witch Twist with Shuraba is a good attack to begin the 
fight with, as this will knock it off its feet. You can then follow up 
with air@@ t @ combo for some additional damage, but keep a 
close on Fearless as it will probably start using its Fireball attacks 
around this time, so Evade/Parry them as needed. Try and land a 
couple of high-scoring ground combos, such as a Barrage combo 
or @@ -@@- € in between Launchers, until you've beaten Fear- 
less down to low health, then finish it off with a Torture Attack. 
27001 


There isn’t much time to use the tactics involving Fairness's 
Fireball attacks in this Verse. You need to get straight in and attack 
it in the same way you did with Fearless. If you manage to build 
up enough Magic then you should try and finish Fairness off with 
aTorture Attack to get the most combo points possible. When 
Fairness has been defeated, run quickly down the path towards 
the struggling Beloved and it will begin to rain Fireballs down on 
to the area from above >0 02. The area that the Fireballs will 

hit is clearly marked on the ground, so make sure you run and 
Evade around them as needed until they stop, at which time the 
Beloved will crash through the wall and you can fight it properly. 


This Giant version of a Beloved has all of the attacks of its smaller 
cousins, as well as the ability to rain down Fireballs. The Fireball 
attack is clearly telegraphed by the Beloved standing still and 
glowing with its arms outstretched, so whenever you see this 
you know the attack is coming. The Fireballs can also damage 
the Beloved if they happen to hit it during the course of the 
attack. Whilst you might think this is a good thing, you actually 
need to land every last hit possible to make sure you reach the 
combo requirement. To avoid it doing too much damage to itself 
with this attack, you should move as far away from it as possible 
when it begins, as the Fireballs tend to home in on your position. 
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is still the best method of dealing with this enemy and so you 
should use combos such as air@@@® YY with Shuraba for a 
good mix of damage and combo points +0 03. If you find a large 
enough window for an air Barrage Switch combo, this will also be 
extremely effective. As with the previous fight, it's very important 
that you try and keep your Multiplier, so even if you are Evading 
the Fireball attack you should get in a quick "® shot every now 
and then to keep it going. Once you've taken down all its health, 
it will collapse on the floor for you to run and finish it off with a 
Climax attack. 


p A oe 


RSE 9: DOPPELGANGER 


2 @ 2) 2 @ @ 2) 


Time 04:40 03:54 03:07 02:20 05:00 04:10 03:20 02:30 04:00 03:20 02:40 02:00 

Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 

Combo 500 650 800 1,250 600 852 1,104 1,860 300 336 372 480 
Angels you should always keep your finger on the Evade button, just in 


Normal, Hard & Non Stop Climax Fake Bayonetta (1), Joy (1) 


Normal, Hard & Non Stop Climax 
The hardest part of this Verse is 

actually the beginning, before 

any of the fighting even takes 

place, as you have to navigate 

your way safely and quickly 

down a long tunnel while the 

Fake Bayonetta tries to slow you 

down with Shot traps >20 04, 

The traps are not in a preset pattern, and will react to where you 
are at the point you trigger them. If you are going for a Platinum 
rank you cannot afford to take a single hit so, if one of the traps 

does hit, you will need to exit back to the title screen so that you 
can retry the Verse. If you are too slow in making it to the other 

end of the tunnel, the Fake Bayonetta will fly off with Cereza and 
it will be game over. 


Start by transforming into the Panther and begin running down 
the tunnel. At first, the traps tend to adopt a column pattern, 
so focus more on Evading to the side when you see one begin 
to appear in front of you. In the middle of the tunnel the traps 
are usually more horizontal, so if you are running along some 
well timed diagonal jumps can cover a few possibilities, but 


case > 05. Near the end of the tunnel the lasers will form a 
cross and begin to spin around the area, so you will need to try 
and time your advance to make it through the gap, or use a well 
timed Evade. 


Once you've cleared the tunnel, follow the Fake Bayonetta as 
quickly as you can into the building to trigger a cutscene, after 
which it will finally be time to fight the impostor. The Fake has 
nearly all the same moves as Joy, so you should treat the fight 
exactly the same. Use a lot of @%&@ combos, since this enemy 
will often avoid or Parry your longer combos. Barrage Switch 
combos, however, can still be quite effective as itis nearly impos- 
sible for the enemy to avoid all of the hits. >0 06 


On Non Stop Climax you should equip the Evil Harvest Rosary to 
gain some extra damage whenever you Evade. Also, you should 
try to use tripping combos, such as @@@*& & &, to keep the 
enemy under control. As the combo is quite long, there is a strong 
chance the enemy will try to attack. Be ready to Evade with a 
Dodge Offset so that you can continue the combo. Once you 
have taken down all of the imposter’s health, it will reveal its true 
identity as a Joy, and you will have to kill it for good this time 

20 07. If you have enough Magic at this point, you should only 
need to land a few good hits before its health is low enough for 
it to be finished off with a Torture Attack. 
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CHAPTER VIII 


[Highway 


ney een eI 


SU me rrer: 


RSE 1: VIGRID HIGHWA’ 


ew eee 


O 
@ @ 3 2) @ 


@ 2) 


Time 05:00 04:10 03:20 02:30 05:20 04:27 4 34 a 40 s 40 03:54 03:07 02:20 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 4,500 3,000 1,500 o 
Combo 1,000 2,100 3,200 6.500 900 1,710 2,520 4, = | 400 480 560 800 
‘Angels you falling to the road and taking damage, which will cost you the 
Normal Trumpet Affinity (5), Spear Applaud (1), Ardor (1) Platinum rank. To minimise this risk, you are advised to bring the 
Hard & Non Stop Climax Trumpet Affinity (5), Spear Applaud (1) enemies to you, where possible, using the Snare with Kulshedra. 
Burning Ardor (1) 


Normal 

At the beginning of this Verse 
you find yourself on the top of 
a container, being driven along 
a highway by a truck. Directly 
in front of you there is an Ardor 


together with a Spear Applaud. S f L 
Surrounding the truck are 


various other vehicles, five of which have Trumpet Affinities on 
them. You should focus your attention-on the Ardor and Applaud 
first, while listening out for the audio cues from the Affinities so 
that you can Evade their attacks. Use Shuraba combos on the 
Applaud until you have enough Magic to finish it off with a Torture 
Attack and then, after entering Witch Time, use the W attack 
with the Spear it dropped to severely damage the Ardor 7) 01. 
If you have enough Magic at this time you can choose to finish 
off the Ardor with a Torture Attack, or simply just continue using 
Shuraba. 


With the main threat out of the way it's time to deal with the 
Affinities. When jumping between vehicles, make sure that you 
can see the glowing symbol beneath Bayonetta when she jumps. 
Watch out for it on the roof of the car you are attempting to land 
on to ensure that you hit the mark. Any missed jump will result in 


Start by walking to the front of the truck and lock on to the Af- 
finity on the car ahead. Use a Snare to bring it to you and then 
switch to Shuraba to finish it off > 02. Once that enemy has 
been killed, do the same thing for the Affinity on the black car 
between the two trucks. The Affinity on the tanker truck to the 
far side is out of Kulshedra’s range from the container truck, so 
you will need to do a single jump on to the roof of the red car to 
the side, so that the Snare can reach it. When you've Snared it, 
switch to Shuraba as usual to finish it off, then jump back up to 
the container truck. 


The last two Affinities at the back are also out of range, so you'll 
need to do a single jump on to the roof of the green car before 
you can pull them in. Grab the first one and kill it with a Torture 
Attack, but do not pick the Trumpet up until you have used a 
Snare to pull the last Affinity towards you. As soon as it's on 

the car, pick up the Trumpet and then use a Tetsuzanko to send 
the last Affinity flying off the car, which will kill it as soon as it 
touches the road. 


Hard & Non Stop Climax 
To avoid having to get up close 
and deal with the Burning Ardor, 
fire at it from the other end of 

the container. The blasts should 

be big enough to also keep the 

have a wide field of vision over the area from this position, so 
you can keep an eye on the Trumpet Affinities as well as listen 
out for the audio cue for their attacks, so that you know when to 


you should equip Kilgore and 
Spear Applaud Staggered. You'll : 
Evade or Parry. 


The rest of the fight plays out exactly as it did on Normal, so 
switch to Kulshedra and use Snares to pull the Affinities in and 
kill them off with Shuraba, remembering to Torture Attack the 
penultimate one to take the Trumpet Angel Arm into the next 
Verse. You can try killing the Affinities by focusing on Parrying 
their Energy Ball attacks back at them, or by firing at them with 
Kilgore but, because of the constantly moving vehicles, this can 
be rather unpredictable and may cost you the Platinum Time rank. 
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Chapter Vill 


3 
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O Nom 
@ C] 3 2) C] 


® @ jO ® Ə 9 


Time 04:40 03:54 0307 | 02:20 08:40 07:14 05:47 04:20 07:40 06:24 05:07 03:50 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 800 1,376 1,952 3,680 1,000 2,100 3,200 6,500 700 1,092 1,484 2,660 
Angels If you lack the Magic to use a Torture Attack at the start, you can 
pmr Joy 8) just use the strategy in reverse. Use a @ attack on two of the Joys 


Hard & Non Stop Climax Glorious (1), Gracious (2) 


Normal 

During this Verse you will have 
to contend with a heavy flow 
of oncoming traffic while you 
attempt to do battle with three 
Joys. As soon as you can, move 


to the very inside emergency E 
lane near the barrier, as no cars 


will ever come down here. Try and doas much of the Verse as 
possible while in this lane, by luring the enemies over to you. 
If the enemies are not cooperating, however, you may have to 
venture out into traffic. 


If you have enough Magic you should run up and Torture Attack 
one of the Joys straight away and then finish it off with a quick 
Tetsuzanko. Next, run over to the emergency lane where you will 
be safe and try to get a single @ attack with the Trumpet on each 
of the remaining Joys. If you can line up both of the remaining 
Joys it will be possible to kill them both with a well-aimed & 
attack with the Trumpet. This attack is quite slow, however, so 
you may need to try and enter Witch Time to be able to land it. 
If either one survives, simply finish it off with a few regular hits. 


first and then you can try and line up all three, so that they get hit 
with the W attack. First, finish off with Shuraba whichever Joy has 
the least health, by which time you should have enough Magic to 
Torture Attack the one with the highest remaining health. 


of the traffic. Once there, use a L 
single @ attack with the Trum- 


pet Angel Arm on a Gracious and then use the two remaining @ 
attacks on Glorious, followed by an immediate Torture Attack. 
Pick up the Claw Angel Arm and wait for both Graciouses to be 
close to each other and then use the $ Inferno attack to finish 
them both off and score enough points for the Platinum combo 
rank. 


Hard & Non Stop Climax 

You should have no trouble lur- 
ing these aggressive enemies 
into the emergency lane, so 
make sure you head over there 
as quickly as possible to get out 


If the enemies are not in an ideal position for you to hit both of 
them with the Inferno, make sure that the attack at least kills one 
of them outright so that, afterwards, you only have one enemy 
to worry about. Once it's on its own you can slow the pace down 
and use Parries to Stagger the enemy and get your hits in until it 
is dead. 


i 


ERSE 3: VROOM 


ii L Nons 
o © @ joo © ð jO © ð 9 
07:00 05:50 04:40 03:30 07:20 06:07 04:54 03:40 09:00 07:30 06:00 04:30 
1,500 1,000 500 | oO 3,000 2,000 1,000 0 4,500 | 3,000 1,500 0 
Combo 0 0 0 30 0 o 0 no 0 0 0 30 


Normal, Hard & Trumpet Affinity (æ), Spear Applaud (=), Joy (=), 
Non Stop Climax Irenic (æ), Beloved (5) 


Normal, Hard & Non Stop Climax 

For this Verse you will be driving along a circular section of 
highway on a witch-power-infused motorbike, and your goal is 

to complete one full lap of the circuit. Along the road you pass 
through two tunnels and two bridge sections, so you can use 
these to track your progress. Start a short distance from the 
first tunnel. A lap is considered complete when you make it past 
the second bridge. When you are going though the tunnels, the 
emergency barriers get triggered as you approach, so make sure 
you are going at full speed and Evade, if necessary, to make it 
safely underneath them as they close. 
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When you approach the bridges you will have the option of 
driving up the large support beam, just to the right of the road. 
Taking this route will allow you to avoid the traffic and enemies 
on the bridge, but you will end up in the wrong lane on the other 
side, driving into oncoming traffic. Make sure you get back to the 
correct side of the road as quickly as you can by jumping through 
the barrier. In between each tunnel and bridge there is also a 
ramp off to a section of the highway that is still under construc- 
tion. These areas are indicated by a long row of traffic cones 
along the right-hand side of the road, and although slightly longer 
than the section of highway they bypass, they are devoid of any 
traffic or enemies, so you can travel down them at full speed. 


It is the heavy volume of traffic that will be the main factor in 
slowing you down. Try to avoid hitting any of the other vehicles, 
because, although it won't damage you, it does slow you down 


considerably. You can destroy all the normal cars, but the ensuing 
explosion will often obscure your view and cause more trouble 
than it's worth, so it's best to avoid this where possible. The only 
weapon available to you is your trusty handgun, accessed by 
pressing any of the attack buttons, but that is more than enough 
to deal with the enemies during this Verse. 


Apart from all the normal traffic getting in your way and slowing 
you down, you will also have to contend with various Angels 
that you will run into periodically. Trumpet Affinities and Joys will 
normally be found on the tops of cars using their normal attacks. 
These are very easy to avoid, and they only take a couple of 
shots from your gun to kill. The Spear Applauds have comman- 


deered flatbed trucks from which they constantly throw small 
exploding barrels at you. The unpredictable nature of how these 
barrels bounce can make them tricky to avoid, so make sure you 
slow down a bit and take out these enemies as soon as you see 
them. 


Irenic, the angelic car, is easily distinguished from the other cars, 
so try and pick it out in the traffic ahead and take it out early with 
a few shots from your gun. It attacks by dropping small bombs, 
which act very like the barrels the Applauds use, so treat them in 
the same manner. Beloveds, thankfully, are confined to the two 
bridge areas along the road. While you could avoid them by using 
the support beams, they are actually a good source of combo 
points. >20 01 


Since the only goal is to complete a lap of the circuit, you should 
always be trying to go as fast as possible when driving, slowing 
down only when you need to shoot an enemy. You'll need to 
shoot nearly everything you come across, however, as gaining 
combo points or keeping a combo going are very difficult during 
this Verse, since you only get a single point for each hit landed. 
As most enemies will die in only a couple of hits, the best place 
to make up your Platinum combo requirement is via the Beloveds 
on the bridges, so make sure you take advantage of those when 
you get to them. However, once you are sure you have reached 
the required number, you should just avoid everything you can 
and drive as fast as possible to the finishing line. 


O Á 
@ D @ g @ 


08:20 06:57 05:34 04:10 10:00 
1,500 1,000 500 0 3,000 
0 0 (9 30 0 


Normal, Hard & Non Stop Climax 

You must now complete another circuit of the highway to 
complete this Verse and at first everything appears the same, 
but there are a few changes along the way to try and trip you up. 
After a short while you will start to see sections of the highway 
begin to collapse ahead of you. These sections will end up 
forming makeshift ramps that you'll need to drive up. Make sure 
to slow down and align yourself properly to make it to the next 
section, or you risk ending up in the ocean. 


Soon after making it through the second tunnel, the entire 
highway will begin to collapse into the ocean below, so to get 
through safely, make sure you move over as far right as you 

can onto the off-ramp when this happens >0 02. You won't be 
safe on this section this time round however, as they too are 
collapsing in places and, because of the angles that are formed 
by the road sections, it can be very difficult to see where you'll 
be landing. Use the curvature of the road as an indication of the 
approach angle you should take when approaching one of these 
sections, and make sure that you have enough speed to make 
it over. 


After completing that section, you will be back on the main high- 
way and quickly approaching the second bridge. As you get closer 
to it you will see a giant Beloved rear up and smash through 

the highway, leaving you with nowhere to go other than up the 


Non Sto 
© 8 2) @ © @ 2) 
08:20 06:40 05:00 | 10:00 08:20 06:40 05:00 
2,000 1,000 0 4,500 3,000 1,500 0 
0 0 no | o 0 0 no 


Normal, Hard & Non Stop Climax Trumpet Affinity (=), Spear Applaud (=), 


Joy (%), Irenic (%2), Beloved (2) 


support beam on the right hand side. When driving up the support 
beam, make sure to keep in the middle of the flat area at all times 
so that you don't lose grip and fall into the ocean. Once you make 
it to the other side of the bridge you will have to complete a QTE 
as Bayonetta drives up the tanker truck by pressing #+}€ to 
complete the Verse. 
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Chapter VIII 


= 02:40 02:14 01:47 01:20 02:00 
Damage 1,500 1,000 500 0 3,000 
Combo 400 480 560 800 600 


01:50 01:40 01:30 | __ 03:40 03:04 02:27 01:50 
2,000 1,000 o f 4500 3,000 1,500 0 
852 1,104 1,980 | 300 336 372 480 


Angels 
Normal, Hard & Non Stop Climax Brave (3) 


As soon as this Verse starts, Sy fA 2 
straight away >) 01. Braves 

them using similar tactics but without the need to use mid-air 
entire group very quickly. Doing so will cost you large number of 
place in permanent Witch Time, you will have to be a bit more 


Normal, Hard & Non Stop Climax 

one of the Braves will attack 

you, so make sure you Evade 

are basically smaller versions of 

Beloveds and have many of the n 
same attacks, so you can fight 

combos. They are highly susceptible to Tetsuzankos, so using 
this move many times in quick succession can wipe out the 
Combo Points however, so only use multiples of them as a last 
resort or to get through the battle quickly. As this Verse takes 
careful on Normal and Hard difficulty levels, as you will not have 
normal Witch Time available to you after a timed Evade. 


Use a single Tetsuzanko at the start of the battle to weaken one 
of the Braves, follow with a Witch Twist with Shuraba and then 
finish it off quickly with regular attacks +0 02. The first Brave 
you kill will always drop its Angel Arm, so pick up the weapon 
and move in close to the remaining Braves and then use the @ 
attack with it. One full clean hit with this weapon is enough to kill 


a Brave, so use the second @ attack to kill the last one and you 
should easily score enough Combo Points for the Platinum rank. 


If you see the Braves begin to shine and strike a pose, it means 
they are attempting to use their Fusion technique, which allows 
all three of them to join up and form a single, larger and more 
powerful version of themselves >C 03. To prevent this, you need 
to move in and start attacking them as quickly as you can before 
they can combine. If you are unable to stop them, you will have 
to finish off the bigger and more dangerous Brave in the same 
way that you would a Beloved, and any damage you inflicted on 
the small Braves beforehand will be lost, as the larger version 
starts with a full life bar. 


CHAPTER IX 
PARADISO: A REMEMBRANCE OF TIME 


O Non Stop Clin 

g 

o ® 8 9 |® ® 3 ®|@®@ © @ 4) 

Time 02:40 02:14 01:47 01:20 03:00 02:30 02:00 01:30 02:40 02:14 01:47 01:20 

Damage 1,500 1,000 so | o 3.000 2,000 1,000 o 4,500 3,000 1,500 o 
Combo 900 1,710 2,520 4,950 900 1,710 2,520 4,950 700 1,092 1,484 2,660 

Angels Run up and Torture Attack one of the Affinities straight away 

Normal Hom Affinity (2), Ardor (1) before it can attack, and then pick up and use the ® attack with 


Hard & Non Stop Climax Spear Affinity (1), Flail Affinity (1), 


Horn Affinity (2), Burning Ardor (1) 
Normal 
The Ardor in this Verse has 
given up its usual Sword and 
is using a key that you require 


to move on to the next section 


and, as always, the only way of 

getting this key is to defeat him. 

Luckily, it still uses all the same 

attacks with the makeshift weapon, so there are no new attacks 
to worry about. With it are two Horn Affinities, which should be 
the first enemies you take out, as their attacks will often inflict 
heavy damage to the other Angels, costing you valuable Combo 
Points. 


the Horn. This move should almost kill both of the remaining en- 
emies, so finish them off with some regular combos. Once they 
have all been defeated, pick up the key and use it on the front of 
the statue in the centre of the area by pressing ™&. 

spawned, and then use a ® N f ) \ ra 
attack with its Angel Arm straight 


away while the enemies are still 

close together. As soon as that 

attack is over, use another Tor- 

ture Attack on one of the Horn Affinities, and then use the Horn's 
®& attack. Those two attacks combined should have been enough 
to kill off most of the enemies, with only the Ardor likely to survive, 
If it did survive, quickly use a @@(@ combo to finish it off. 


Hard & Non Stop Climax 
Use a Torture Attack on the 
Spear Affinity once it has 


o ®@® ô 8/@ 
02:53 02:45 02:38 02:30 04:55 
1,200 800 400 0 1,200 


Combo 2,600 20,852 39,104 93,860 3,500 


Non Stop Climax 
o @ |0 © Ə ® 
04:36 04:18 04:00 oa | 0327 | 0314 03:00 
800 400 0 1,200 | 800 400 0 
47600 | 91,700 | 224,000 | 1,600 5,952 10,304 | 23,360 


~ 
Alfheim Portal 


Defeat all the Angels before the time runs out! You must be 
out of body to defeat the enemies! 


Normal Spear Affinity (7), Flail Affinity (6), Trumpet Affinity (5), 
Spear Applaud (1), Ardor (1) 
Hard Spear Affinity (9), Flail Affinity (3), Trumpet Affinity (7), 


Spear Applaud (1), Bow Applaud (1), Ardor (2) 


Spear Affinity (3), Flail Affinity (7), Trumpet Affinity (2), 
Spear Applaud (1), Bow Applaud (1), Ardor (1) 


Non Stop Climax 


Normal 


Hard aD O00 
Normal 

During this Alfheim all the 

enemies are on the spirit plane, 

age them in any way unless you 

switch planes yourself. To do this, 

press *%& at any time to create an 

energy dome in which Bayonetta 

once you have done this, it will be wide open to enemy attacks, 
which can damage the barrier if they attack it. Making sure you 
keep the enemies well away from your body to prevent it from be- 


Non Stop Climax <i (o ee 

so you won't be able to dam- 

leaves her physical body. As her physical body is left stationary 
ing attacked is the key to completing this Alfheim successfully. 


You will have to rely heavily on Angel Arms, particularly the 
Spear, since it will allow you to cover an extremely large area and 
will also help in gaining Combo Points and Magic. One of each 
type of Affinity will spawn, along with a Spear Applaud, and you 
should enter the spirit plane immediately while they are spawn- 
ing. Run up and start attacking the Applaud while keeping an eye 
on the other enemies and, if you notice one of them wandering 
too close to your body, break off your attack and engage it. Listen 
out for the audio cues from the Trumpet Affinities and try and 
stay (as much as possible) between them and your body so that 
you can enter Witch Time and reflect their attack back so that it 
doesn't hit your body. 


Try not to kill off any of the Affinities, however, until you have 
built up enough Magic to Torture Attack the Applaud. As soon 
as the Applaud is dead, another Affinity will spawn in one of the 
back corners near the bridge, so run towards it and then use 
the ®& attack on the Spear as soon as you think it will be within 


143 


2s 
z 
S 
iy 
= 
U 


Chapter IX 


range of the attack. The other Affinities should also be caught in 
the radius and will hopefully be taken out. As each Affinity dies, 
another will spawn in to take its place in one of the four corners, 
so make sure you always try to first take out the ones that 
spawn at the back closest to your body. 


Now would be a good time to clear out some of the Trumpet 
Affinities, and an excellent method of doing this very quickly is to 
Torture Attack one of them and then use the Trumpet's @ attack 

to kill the others. If you are able to line a couple of enemies up 
and are in Witch Time, you should use the W attack to take out a 
group of them. Use some regular combos to get some Magic back 
as quickly as you can, and then Torture attack one of the Spear 
Affinities and use the Spear ® attack to continue the combo. If 
there isn't a Spear Affinity around, then a Flail one can work fairly 
well, although you should make sure to only carry out the W at- 
tack, because the @ one does not Stagger enemies as well as the 
Spear's Ù, and will often leave you and your body open to attack. 


After you have killed enough Affinities, the Ardor will spawn in, 
usually near the centre of the area. This is when the Flail really 
comes into its own, as the © attack can decimate the Ardor in 
next to no time, so if you have the Magic available, make sure 
to try and get one from one of the Affinities to eliminate this 
tough enemy quickly. By the time the big guy is out of the way 
there should only be a couple of Affinities left, so once you have 
enough Magic, Torture Attack one of them and use its weapon 
to finish off the rest. Because of the heavy reliance on Angel 
Arms and the number of enemies, you can rack up a very large 
combo easily during this Alfheim, making it an excellent place to 
farm Halos if you ever need any. 


Hard 


Leave your body as soon as 
the battle starts, and run to the a G 
other side of the area and begin 


Taunting to build up Magic. Use 


some quick hits to increase your 
Magic, and then Torture Attack 
‘one of the Spear Affinities. Pick 


up the Angel Arm and use the © attack with it from a position 
where it will kill the two Trumpet Affinities. 


If that first attack looks like it will also kill off the Spear Applaud, 
make sure you cancel out of it, because you'll need to kill that 
enemy with a Torture Attack to use the Spear straight away on 
the second wave of enemies. If there are still any Affinities left 
alive from the first group, kill them with normal strikes to build 
up your Magic and then, as soon as you see the Bow Applaud 
spawn from the second group, use the W attack with the Spear 
Angel Arm to kill it quickly. 


You should always make killing the Bow Applaud your first prior 
ity, as its attacks have a long range and a wide attack radius and 
can easily hit your prone body. The Bow Applaud should always 
drop its Angel Arm, but leave it on the ground for now and use 
another Torture Attack on one of the Spear Affinities and use the 
© attack with the Spear to kill off some of the other enemies. 


Killing them off should have caused the first Ardor to spawn, so 
pick up the Bow Angel Arm and use all the & attacks you have 
With it to kill the Ardor straight away. If you've kept the Multi- 
plier going the whole time, you should have well surpassed the 
Platinum combo requirement. Use another Torture Attack on one 
of the Spear Affinities and use the W attack with the Spear to 
clear out some of the other Affinities causing the second Ardor 
to spawn. Torture Attack one of the Flail Affinities this time, and 
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then try and line up the Ardor and a couple of the other Affinities 
to hit a group of them with the Flail’s & attack. Use the second 
Flail & attack on the Ardor, and then Torture Attack the nearest 
Affinity left alive and use its Angel Arm to finish off the Ardor and 
any remaining Affinites. 


Non Stop Climax 


The enemy groups on this dif- 
ficulty are much smaller, so you 
won't have to worry about trying 


to control them without Witch 

Time. This does, however, make 

gaining Magic somewhat more 

difficult. Go out of body as soon 

as the battle starts, attack the Spear Applaud with some weak 
combos to build up your Magic, and then kill it with a Torture 
Attack +0 01. Try to avoid hitting the two Flail Affinities too much 
beforehand, so that when you use the Spear's W attack you can 


get quite a few hits in to build up your Magic again while killing 
them off. 


Torture Attack one of the Trumpet Affinities that spawn next, and 
use @ attacks with the Trumpet to kill off the other two Affini- 
ties in this group >O 02. That should still leave you with enough 
power in the Angel Arm to use a © attack on the Bow Applaud 
that spawns once those Affinities are dead. The Bow Applaud 
should drop its Angel Arm, so pick up the Bow and then use & 
attacks to kill the remaining two Affinities in this group, along 
with the single Flail Affinity that spawns afterwards. 


Once that enemy is dead, the final group will spawn, so use the 
final two ® attacks with the Bow on the Ardor. That should Stag- 
ger it for long enough for you to Torture Attack one of the Flail 
Affinities to get the Flail, and then use its ®& attacks to finish off 
the Ardor. Try and lure the remaining couple of Affinities close to 
the Ardor before you kill it so that you can kill them at the same 
time. If they survive, then use Shuraba to kill them off and 
complete the Verse. 


eee eee 


© © @ #1|/0@ © ð |O © ð 9 
Time 02:40 02:14 01:47 01:20 04:00 03:20 02:40 02:00 03:20 02:47 02:14 01:40 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 oO 4,500 3,000 1,500 0 
Combo 700 1,092 1,434 2,660 800 


1,376 1,952 3,680 600 852 1,104 1,860 


Normal 

This time it is the Applaud’s turn 

to wield the key and, as such, D 
will use the same attacks as the 

Ardor, so look for those cues 

rather than its usual Spear ones. 

As you will have full Magic from 
completing the Alfheim, you can 

end this Verse nice and quickly for a Platinum rank. Simply Tor- 
ture Attack one of the Spear Affinities and then use the W attack 
with its weapon. Owing to the small area, you should be able to 
hit and very likely kill all the other enemies with this one attack. 
Anything that survives should be almost dead, so just finish it off 
with a few normal hits. Once they are all dead, pick up the key 
and then run to the underside of the sphere. Use the key once 
again on the front of the statue to end the Verse. 


Normal Spear Affinity (2), Flail Affinity (1), Applaud (1) 


Hard & Non Stop Climax Spear Affinity (1), Flail Affinity (1), 
Spear Applaud (1), Applaud (1) 


Hard & Non Stop Climax 

The only difference between 

these difficulty levels and yy Q 
Normal for this Verse is that one: 

of the Spear Affinities has been 

replaced with a Spear Applaud: 

This doesn't actually make any 

difference to the way you handle 

it, however, as you can still eas- 

ily kill the extra Applaud with a Torture Attack and then use its 
Spear's W attack instead of one of Affinity’s. 


RSE 4: ROLLIN NGER 


m 
® © @ |o © ð |O © ð 9 
Time 03:00 02:30 02:00 01:30 02:40 02:14 01:47 01:20 02:40 02:14 01:47 01:20 
Damage 1,500 1,000 500 0 3,000 2,000 1,000 oO 4,500 3,000 1,500 0 
Combo 300 336 372 480 400 480 560 800 300 336 372 480 
Normal, Hard & Non Stop Climax 


As soon as this Verse starts, a 
Golem will drop in behind you 
and immediately start rolling 
towards you down the winding 
snake path. If the Golem hits 
you at any point, it will knock 


you off the narrow path. Then te) f E 
an Inspired will fly up and 


devour you to finish you off and it will be game over. If you are 
going for a Platinum rank in the Chapter, then this small window 
between the Golem hit and Inspired’s attack will be a life-saver, 
as you can quickly pause the game and quit back out to the title 
screen. Simply reload your game and you should find yourself at 
the top of the path again as if nothing had happened. 


As you make your way down the path, you will have the additional 
threat of constant Angelic Lightning to contend with. Being hit with 
this at any time will bring you to a complete stop, which will allow 
the Golem to close ground fast, so Evade this at all costs. There 

is also a small number of enemies scattered along the path and, 
while the low Platinum combo requirement may make it seem 

like an easy task, when you have the constant threat of the Golem 
crushing you, you'll find there will be precious little time to kill off 
all the enemies and get enough points for the top rank. 


Normal, Hard & Non Stop Climax Spear Affinity (7) 


To give yourself more time, make sure you have Kulshedra 
equipped before you start down the path, and then change into 
the Panther straight away and run as fast as you can down to 
the first enemy. Jump up and use a Snare to pull the Affinity 

up towards you, and then use a Jump Cancel and Snare him up 
again. This time, do a double Jump from the Jump Cancel to gain 
enough height, and then transform into the Crow or switch to 
Shuraba quickly and do an air(@. This allows you to stay up high 
until the Golem rolls safely below you. 


Now the only thing you'll have to worry about on the walk down 
the path is the lightning. Continue making your way down the 
path, Evading the lightning as it comes and taking out the Affini- 
ties with some quick combos. If you want to score some extra 
points, you can Torture Attack one of the Affinities and then use 
the Spear’s & attack when you get to either the group of two or 
three Affinities to take them out for a nice Combo Point bonus. 
Once you reach the end of the Path you will be prompted to hit 
Y to clear the gap and complete the Verse. 
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2 ® EJ 2) 2 


@ c] 2) 2 @ @ 2) 


Time 05:00 04:10 03:20 02:30 13:20 11:07 08:54 06:40 06:40 05:34 04:27 03:20 

Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 

Combo 800 1,376 1,952 3,680 800 1,376 1,952 3,680 500 650 800 1,250 
Angels 

Normal Grace (1), Glory (1), Faimess (1) 


Hard & Non Stop Climax Gracious (1), Glorious (1), Fearless (1) 


Normal 

At the start of the Verse, the 

Golem will come crashing down a e 
and split the key into five parts, 


sending each piece flying into 

‘one of five chests in the area 

20 01. To complete the Verse, 

you have to break open all the 

chests and collect the pieces of the key. As you move around the 
main area, a seal will appear periodically on the ground; this is to 
alert you that the Golem is about to slam down once again >O 02. 
The seal gives you ample warning, so make sure you Evade away 
from the area as soon as you see it to make sure you escape the 
radius of the shock wave generated by the attack. 


There are no enemies to contend with in the area initially, but this 
will change as soon as you start breaking open the chests. Once 
you have opened your second chest, Glory will instantly leap out 
from it and you will need to Evade as soon as you see the chest 
break open to avoid this attack. Grace also appears in the same 
way once you open your fourth chest and, to finish off, there is a 
Fairness in the fifth. 


It will be much easier to fight one enemy at a time, so don’t 
open any more chests until the enemy you are fighting has been 
defeated. Fighting the enemies while on the main area with the 
Golem smashing down all the time disrupting your combos is not 
a very productive way to go about this battle. Instead, as soon 
as one of the enemies has spawned, run over to the small raised 
courtyard area near the church, as the Golem will not attack you 
here. Both Grace & Glory will follow you to this area, though 

you might want to give them a few shots with "® to encourage 
them. Fairness, on the other hand, can be a lot more stubborn 
so, to speed things up, try and leave the chest already in this 
area until last. 


When fighting Glory in this small area, it is a good idea to try and 
take it out as quickly as possible. Evade ones of its attacks to get 
into Witch Time and then use @@@(%(@ and finish it off with an 
air combo. While this is quick, it yields very few Combo Points, 
so after breaking a couple more chests and luring Grace back to 
the raised area, you should pick up the Claws that were dropped 
by Glory and use their @ attack combo on Grace. The combo is 
quite slow, so you may want to enter Witch Time and use some 
Dodge Offset to keep your combos going. 


Once Grace is defeated, head over to the final chest nearby and 
break it open to free Fairness. Try to use high-scoring combos 
such as @@ and take down as much of its health as you 
can before finishing it with a Torture Attack to ensure you meet 
the Platinum requirement. 
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An alternative strategy if you are looking for the highest combo 
possible and are confident in your ability to handle Grace & Glory 
simultaneously, is to break open the first four chests before 
heading to the raised area. Once there, fight them as you nor 
mally would, making sure to finish Grace first, as this will allow 
you to get its Angel Arm. Do not pick it up yet, however, as you'll 
want to finish off Glory before you do this. Once they are both 
out of the way, quickly break open the chest and get a couple of 
shots in with =% to keep the Multiplier going, and then go back 
and pick up Grace's Claws. Use an Evade on one of Fairness's 
Attacks to enter Witch Time, and then use the on the Claws 
to take down most of its health and give you a huge boost in 
Combo Points, and then simply finish it off with a Torture Attack. 


Hard & Non Stop Climax 

As Gracious & Glorious fight 

pretty much as their names sug- — a) 
gest, you can employ largely the 


same tactics on these difficulty 

levels as you did on Normal. Š 

The alternative strategy used on 

Normal should probably be your 

main one on these levels, however, so you don't have to worry 


about Evading attacks from Gracious or Glorious for extended 
periods of time. 


Once you have broken open the chest containing Gracious, move 
quickly to the next two chests to get away from it >O 03. As soon 
as the chest containing Glorious is broken, Evade backwards so 
that you don't get hit, and then start using a @@@(%(& combo. 
Glorious should land and get tripped over just as the first (& 
attack is coming out, which guarantees it will get hit by the two 
follow-up Bombs, and you should then finish it off with a Torture 
Attack before Gracious can close in. Now head up to the small 


courtyard and finish off Gracious out of reach of the Golem, and 
then go back and pick up Glorious’s Angel Arm. Make sure you 
have the Gaze of Despair equipped, and then use a series of 
@+@ moves on the final chest to break it open before using the 
W with the Claw Angel Arm on Fearless while it is still in the fj 
Enraged animation. >20 04 


_ RSE 6: AHOY MA 


~ = 

o © ð joo © Ə jlo © @ 9 

Time 02:00 01:40 01:20 01:00 02:20 01:57 01:34 01:10 02:40 02:14 01:47 01:20 

Damage 1,500 1,000 500 0 3,000 2,000 1,000 0 4,500 3,000 1,500, 0 

Combo 400 480 560 800 300 336 372 480 200 212 224 260 
Normal. Hard & Non Stop Climax 


As soon as the Verse starts, 
you will need to Evade twice as 
quickly to escape the incoming 
Missile Strike from one of the 


Kinships >0 05. After the initial 


barrage, you will be free to enter 

Witch Time against any subse- 

quent missile attacks on Normal 

and Hard. On Non Stop Climax, Evading the full attack without 
the aid of Witch Time can be difficult, so to make things easier, 
you should try equipping the Evil Harvest Rosary, as the attack it 
provides can destroy a large number of the missiles for you. Using 
the Umbran Portal Kick can also work well in this situation. 


One of the Kinships in the Verse will always remain stationary 
to the side of the narrow patch, while the other one circles the 
area. If the moving Kinship is near the path where you start, this 
should be one you focus on first. To attack them effectively you 
will need to Jump and try to land on the small deck area in the 
middle. 


Try and destroy this first one as quickly as possible by using a 
@8@(&(& combo, which will be more than enough to destroy 
it. While you are executing the combo, always keep a lookout to 
see if either Kinship is using its Chain attack, as this has a tiny 
audio cue, whereas the missiles are easy to hear coming and 
thus Evade. Once the first one has been killed, Jump across to 
the second Kinship, and this time use a couple of high-scoring 
combos to ensure you achieve the Platinum rank before finishing 
it off quickly. >O 06 


Normal, Hard & Non Stop Climax Kinship (2) 
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5 
= 


Har Won Stop Cimma 
7 -~ 
® © ə |o © Ə |O ® ð 9 
00:58 00:55 00:53 00:50 02:28 02:18 02:09 02:00 03:41 03:27 03:14 03:00 
1,200 800 400 0 1,200 800 400 0 1,200 800 400 oO 
200 212 224 260 400 480 560 800 300 336 372 480 
Hard & Non Stop Climax 


Normal Jeanne Ivi 2 (1) 
Hard & Non Stop Climax Jeanne Ivi 2 (2) 


N 


Defeat all the Angels before the time expires! 


<a CO©000 


Normal 


Non Stop Climax 


Hard aim ©0200 
<i 000 

Normal 

The task before you in this 


Alfheim is to defeat Jeanne ş N KA) 
once again. She has all her usual 

attacks, so please refer to the 

Angels chapter for detailed in- 

formation on the best methods 

of countering these. Mercifully, 

in this battle Jeanne only has a single health bar, and @%&@ or 
Tetsuzanko Weave attacks can really inflict a serious amount of 
damage on her which is just as well, as there is very little time to 
win the fight. You will need to stay on the offensive as much as 
you can and be ready to Evade at all times. If you see the chance 
to use a counter on Jeanne's Stand-Off attack, make sure you 
seize it, as this can inflict massive damage on her. 


Parrying Jeanne's attacks is 
by far the best way to create 
an opening, and Parrying into 


an instant Tetsuzanko can be a 

highly effective technique. When 

fighting, try to align yourself 

such that when you use a 

@®&@ combo or Tetsuzanko, the Wicked Weave on the end will 
hit both enemies. However, focus all your regular attacks on a sin- 
gle Jeanne to kill one of them off quickly. You can also try to plant 
some bombs around the area to inflict heavy damage on both 
enemies, but you may need to use some Dodge Offset Evades 
to do this, as Jeanne will rarely stop attacking. = 01 


The Evil Harvest Rosary will help a great deal, even though Witch 
Time is available on Hard, as very few of Jeanne's attacks allow 
you to enter Witch Time after a timed Evade. You are much 

better off taking advantage of the extra damage you will dish out 
by using the Rosary every time you Evade than attempting to 
use Witch Time. You will still have some access to Witch Time, 
however, by way of a Perfect Parry, and this will give you more 
than enough Witch Time to finish off Jeanne, especially if you 
use a Barrage combo. Once one Jeanne has been killed, try to 
rely more on Parries rather than Evades to get your hits in more 
quickly and keep the Multiplier going more easily to make oa 74 
sure you reach the Platinum requirement. 


p 


ERSE 8: A LONG DROP 


[Non Stop CI 
© ® ô |O ® 3 ð| © ® 3 © 
Time 05:20 04:27 03:34 02:40 05:20 04:27 03:34 02:40 07:00 05:50 04:40 03:30 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4.500 3,000 1,500 o 
Combo 1,000 2,100 3,200 6,500 1,100 2,552 4,004 8.360 900 1,710 2,520 4,950 
Normal & Hard 


fight your way through a series 
On the way down you will also N d $ 
The tentacles themselves sway back and forth across the area 


At the start of this Verse you will 

be in another free fall section, 

and this time you will have to 

of giant tentacles to make it 

to the platform at the bottom. 

notice a few Inspireds flying around, but provided you don't drop 
directly into their path, they will almost never attack you directly. 
and are covered in sharp thorns, which will inflict damage if you 

land on them or are hit as you fall past one. 
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Normal, Hard & Non Stop Climax Inspired (2), Joy (3) 


The best way to navigate this section is to try and destroy the 
tentacles as you come to them by destroying the clearly visible 
large yellow area in the middle; this is their weak point >O 02. 
Either land directly on the area to take it out in one hit with Bayo- 
netta’s high fall attack, or slow your descent by shooting with ™& 
until you are close enough to destroy it with conventional weap- 
ons. Try not to spend too much time between attacking each 
weak point, however, as you need to try and keep your Multiplier 
going to get as many points as you can. 


When you land at the bottom, be prepared to Evade instantly as 
the three Joys at the bottom waste no time in launching their 
attacks. If you entered Witch Time with that initial Evade, run up 
to one of the Joys and start attacking it with a quick combo, and 
then finish it off with a Torture Attack the moment Witch Time 
ends. As soon as the animation finishes, fire a couple of shots 
with =® at one of the other Joys to keep the Multiplier active, 
and then run over and start attacking it with Shubara. Keep at- 
tacking until the chance arises to Evade one of Joy’s attacks into 
Witch Time again. Use this time to land a high-scoring combo 
such as a Barrage and, if you have enough Magic, finish it off 
with a Torture Attack again, as Witch Time ends if it is still alive. 


Use the same method to take out the final Joy, making sure to 
keep your Multiplier at all times. This can be a very tough Verse 
on which to achieve the Platinum combo rank if you don’t take 
out enough tentacles during the descent or manage to keep your 
Multiplier going against the Joys; losing it even once might be all 
it takes to cost you the top rank. The Verse is still running even 
after you have killed all three enemies, so as soon as they are 
dead, make sure you Jump through the doorway and start run- 
ning up the stairs to trigger the end of the Verse to avoid missing 
out on the Platinum time requirement. 


this group of enemies will not _ P4 E 
be easy. You should make use 


of the O% (@ combo because, although the Joys will Evade 
many of the strikes, the I(® at the end will always track them 
and the hits come quickly enough for them to be caught in them 
and they are then hit by the subsequent Wicked Weave. Should 


Non Stop Climax 

With no Witch Time to land 
some easy combos, you'll have 
to rely on Parries to create 
your openings, and even then, 
Parrying all the attacks from 


RSE 9: HIDDEN BATTLE 


(OE i 
10 


the enemy be caught up in it however, the damage it deals can 
be worth the risk. Keep Parrying their attacks and using combos 
to whittle down the health of one of them, and then finish it with 
a Torture Attack to earn the most Combo Points you can out 

of it. Repeat those steps for the next two Joys without losing 
the Multiplier, and you should score enough points to reach the 
Platinum rank. 


Á 


® @® 3 2) ® 


01:20 01:07 00:54 00:40 02:00 
1,500 1,000 500 0 3,000 
300 336 372 480 400 


Normal, Hard & Non Stop Climax Spear Affinity (1), Flail Affinity (1), 


Spear Applaud (1) 


E 
C] @ g @® @ @ i) 


01:40 01:20 01:00 02:20 01:57 01:34 01:10 
2,000 1,000 o 4,500 3,000 1,500 0 
480 560 s00 | 300 336 372 480 


Normal, Hard & Non Stop Climax 
There are three statues along 
the pathway in the area in this 

Verse, each containing an en- 

emy. The Verse will not actually 
begin until one of the statues is 
destroyed, so you have plenty 
of time. Start by destroying the 
statue near the start of the path 
in the dark corner and, when you have done that, run up the path 
and destroy the other two >O 03. During this time the Affinity 
from the first statue should have made its way up to the location 
of the other two. You should begin by attacking the nearby Ap- 
plaud until you have enough Magic to use a Torture Attack on the 
Flail Affinity. Pick up the Angel Arm it drops, and then use a & 
attack to finish off the other two enemies for an easy victory. 
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Chapter IX 


{Non Stop 
@ c] @ ® 


@ ® 3 
04:00 03:20 02:40 02:00 05:00 04:10 03:20 02:30 06:00 05:00 04:00 03:00 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 700 1,092 1,484 2,660 800 1,376 1,952 3,680 400 430 560 800 
Each time you Evade an attack 
Normal, Hard & Non Stop Climax Golem (1) in Witch Time, Jump towards a G 
the glowing orb that is the 
enemy’s weak spot and use an 
Normal & Hard air@@&® combo. Immediate- 
As soon as the cutscene is over, you will need to use an Evade ly after the combo is finished, 
to get out of the way of the Golem’s opening attack. After this start shooting with "® to ensure 
point, Evading any of the Golem’s physical attacks will allow you that you keep the Multiplier going long enough to last until the 
to enter Witch Time, which is where you should try and inflict Golem’s next attack. Keep this attack pattern up, and it should 
most of your damage. This first version of the Golem will not only take a few combos to take down all the Golem’s health, at 
use the Centipede or Spider forms, so this will allow you to stay which point you just need to initiate the Climax Attack to finish 
much closer than you normally would. As there is quite a high off both the Golem and the Verse. On the Hard difficulty level 
Platinum combo requirement for this Verse, you should also try you may want to try using an air Barrage combo instead, as this 
to make sure you keep your Multiplier going at all times. can score you slightly higher points. Witch Time will end before 


the combo finishes, but if you keep pressing © the rockets, you 
should strike just as the Golem is exposing its core again. You 
may even Stun the Golem with this attack, which will give you a 
chance at inflicting some free, easy damage. 


Non Stop Climax 


As on the other difficulty levels, 
you will need to Evade the 
Golem’s initial attack as soon 


as the cutscene is over >O 01. 

Without Witch Time it can be 

awkward to land clean hits on 

the Golem's weak point fighting 

it normally. A better tactic is to try and put yourself in a posi- 
tion where there is a greater chance that the Golem will do the 
attack you want, and can thus counter appropriately. If you stand 
in front of the beast just outside your regular attack range, the 


Golem will often attempt to attack you with its Crush attack. = 
02 


As soon as you see the animation for this attack, use an After 
Burner Kick and hold down % to charge up a Bomb at the end 
>C 03. The weak point should be out just long enough until the 
Golem finishes the attack, so the Bomb will explode and inflict 
heavy damage on it. As this happens, you should Evade backwards 
to get back into position and fire off a few shots with ™& to keep 
the combo going. If you see it is using a different attack, simply 
Parry it and get in any hits you can afterwards. You can also try 
to land a Barrage combo on this difficulty level, but you will need 
to buffer Parries during its execution in case the Golem starts a 
quick attack. If you happen to Stun it, Jump in and use another air 
Barrage combo to inflict massive damage. Keep this up and 
the Golem won't last long and, provided you kept the Multi- 
plier going, you should easily hit the Platinum requirement. 
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Non Stop Climax 


o © ô |O 


01:09 01:06 01:03 01:00 03:04 
Dam: 1,200 800 400 o 1,200 
Combo 700 1,092 1,484 2,660 1,200 


© ô 9j OO Ə V 


02:53 02:41 02:30 07:35 07:06 06:38 06:10 
800 400 0 1,200 800 400 o 
3,072 4,944 10,560 800 1,376 1,952 3,680 


n 
Alfheim Portal 


Defeat all the Angels before your time expires using the 
limited number of punches and kicks available! 


waitin OOO 03t 
Hard wat OOO 840% <0 
a OOO toto 


Non Stop Climax 


Normal 

Fearless. If it attacks, remember 

the combo and not waste any 
both enemies are caught in the blast from the Bomb. If you Evade 


As soon as both enemies start 

spawning, run in and begin using 

a QGQ(E(E(& combo on 

to use Dodge Offset when you 

Evade, so that you can continue 

punches. If both enemies are staying relatively close to each 
other, try to move around when you are doing the combo so that 
one of Fairness's Fireballs, you should have nearly enough Witch 
Time to pull off the entire combo string to inflict massive damage. 


As you don't have access to your ™& shots during this Verse to 
keep the Multiplier going, you will need to make sure that you 
keep attacking as quickly as you can with your normal weapons. 
Provided you use Dodge Offset correctly when you Evade an 
attack, and thus always land the Bombs at the end of the string, 
you should be able to make short work of this battle. 


angle the combo so that the QQ Y E 
Bombs hit both enemies to save 


you some punch attacks. If they don't, you will have to use that 
same combo again on the one that remained undamaged by the 
blast, but try not to hit the weakened enemy. This is because 
now that you have inflicted large chunks of damage to save 
some of your limited attacks, you will have to use a great many 
of them to start scoring enough points to reach the Platinum 
combo requirement. 


Hard 

Run up close to Fairness & 
Fearless and wait for one of 
them to attack so that you can 
enter Witch Time, and then use 
a BQQ(&(& combo. Try and 


Use the normal high-scoring combos such as @@-@@@ ora 
Barrage combo to finish off both enemies, and try to hit both of 
them simultaneously to reduce the number of punch attacks you 
are using. If you ever get out of position and need to keep the 
Multiplier going, use a quick kick move such as the Heel Slide, 


Normal Fairness (1), Fearless (1) 
Hard Fairness (1), Fearless (1), Joy (2) 
Non Stop Climax Fairness (1), Fearless (2), Joy (1) 


as you have plenty of kicks to spare. If you have enough points 
for the Platinum combo rank by the time the two Joys appear, 
you should finish them off quickly with some Durga Bombs after 
entering Witch Time. If you still need some points, use a Barrage 
combo or, if you are running low on punch attacks, you should 
switch to a strong foot weapon such as Odette to get the job 


done. 
where the enemies are spawn- a 


ing and, when you are just in front of them, use a Atit 
combo. The extra time it takes for the enemies to become Enraged a 
should give you just enough time to land the three Bomb hits on 5 
the end of it to inflict massive damage on the Fairness in the mid- 
dle and some collateral damage on the Fearless on either side. 


Chapter IX 


Non Stop Climax 

Fighting two Fearless and one 
Fairness simultaneously can be 
extremely tricky, and you will 
have to be on top of your game 
to avoid taking any damage. Run 
towards the back of the area 


If your Evading skills are up to par, you should be able to just 
about handle the enemies using the normal @%@ combo. If you a 
are having trouble landing your hits, switch to Odette and start 

using the P+% move next to any enemies to begin the proc- 

ess of Freezing it. Try and get a couple of the enemies next to 

each other to Freeze more than one at once, as this is the best 

method of stopping them from attacking for long enough to land 

some real hits. 


The spin is also a good quick way for you to keep the Multiplier 
going, which is essential in this battle. Once you have Frozen 
any of thei witch back to your original weapon set, and use 
another @@@(&(&(®% combo to inflict as much damage as you 
can, although you will still to be ready to Evade out of it with 
some Dodge Offset if a non-Frozen enemy attacks. If you are 
having trouble attacking, you may want to unequip the Gaze of 
Despair so that the enemies are not Enraged and will attack less 
often, though this will reduce the amount of Combo Points you 
will receive. 


Repeat the Freezing process, but switch your combos between 
the big damage Bomb ones and one better suited to gaining 
Combo Points, such as @@ '@ to make sure you score 
enough for the Platinum rank. Once the hard part is over, you still 
have to get through a single Joy to finish the Verse, so if you are 
sure you have secured enough combo points for a Platinum 
rank, finish it off quickly with a couple of Durga Bombs. 
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PARADISO: A SEA OF STARS 
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Chapter X 
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a NON SHO 
® @ | ®@ 
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2 04:20 03:37 02:54 02:10 05:00 04:10 03:20 02:30 08:40 07:14 05:47 04:20 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 o 
Combo 1,000 2,100 3,200 6,500 1,000 2,100 3,200 6,500 700 1,092 1,484 2,660 
Normal Hard & Non Stop Climax Angels 
As soon as the cutscene ends, Normal, Hard & Non Stop Climax Joy 8) 


use a Tetsuzanko to inflict 
substantial damage on all three 
Joys, since they start off all 
bunched up >0 01. Evade 
towards them to cancel the 
recovery of the move, and 
then start attacking them with 
age. e combo, which should hit a couple of them before 
they start moving apart. This is another Verse where keeping 
your Multiplier active for the duration will be necessary if you are 
going for the Platinum rank, so every time you finish an attack 
string, make sure to get a few ™§ shots in to help keep it going 
Tripping Firebomb combos will make the whole fight much easier 
if you can find an opening in which to land them, since one combo 
is enough to kill a Joy. 


Try and keep the Joys grouped by directing your Evades after 
one of their attacks such that your ensuing attack string pushes 
one of the enemies back towards the others. This will allow you 
to keep scoring maximum points with the combo mentioned 
above, while inflicting as much damage as possible. Once their 
health starts to get low, Torture Attack the weakest one first, 


00001 
45 
sr 


and then keep attacking the others until their health is as low as 
possible and do the same to them. Taking their health all the way 
down before using a Torture Attack to finish them is best way of 
making sure you are earning the maximum number of points pos- 
sible in the fight; and you'll need every single one! 


eEeEeE>EEEEe—————— 


VERSE 2: GATHER THE PIECES 


® ® Ə 4 | @ 
05:20 04:27 03:34 02:40 09:00 
1,500 1,000 500 0 3,000 
1,000 2,100 3,200 6,500 900 


Angels 


Spear Affinity (2), Flail Affinity (2), 
Trumpet Affinity (3), Grace & Glory (1) 


Harmony (5). Gracious & Glorious (1) 


NA g 


Normal 


Hard & Non Stop Climax 


Normal 

After the short fall, you'll be in a 
courtyard with three Affinities, 
but the Verse has not actually 
started yet. The Verse does not 
start until you land your first 
attack on an enemy, and you can 
use this to your advantage to set 
up a large combo. Run straight past the first enemies and start 
to head up the slope towards the archway. Once you get about a 
third of the way up it, two more Affinities will spawn in front of 
you >20 02. Leave them alone for now, and turn round and head 
to the narrow alleyway on the other side of the courtyard where 
you can prompt the remaining two Affinities to spawn. 
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@ @ ® | ® @ 2) 
07:30 06:00 04:30 | 09:20 07:47 06:14 04:40 
2,000 1,000 o 4,500 3,000 1,500 0 
1,710 2,520 4950 | 800 1,376 1,952 3,680 


Once all the enemies are in the area, attack one of them to start the 
Verse, and then Torture Attack one of the Spear Affinities to get its 
Angel Arm. Pick up the weapon and use the ®& attack after entering 
Witch Time to obtain the maximum number of points +0 03. As 
soon as that attack is over, use another Torture Attack on a Spear Af- 
finity if there is one left alive. If none are alive, go for a Flail Affinity 
instead, and use the Ù attack of either weapon, which should be 
more than enough to finish off the remaining Affinities. 


As soon as all the Affinities are dead, you will need to break the 
three Golem Walls in the area to release the missing cogs and 
then run over and use =% to hop onto the pole and begin to ® to 
activate the crank >O 04. Doing this will cause Grace & Glory to 
spawn, so be ready to hop off the pole and start attacking as soon 
as you see them appear. Since you should have met the Plati- 
num combo requirement now, there's no need to try and do any 
heavy scoring on Grace & Glory. Simply use a @@@(%& combo on 
Grace, and as soon as the Bomb has exploded, finish it off with 

a Torture Attack. Then all you have to do is pick up its Claw Angel 
Arm and use the ®& attack to kill Glory to end the Verse. 

Hard & Non Stop Climax 

Ignore the three Harmonies that 

are already in the area and head _ G 
to the same two places that 

additional Harmony to spawn in 

each. Wait for them to group, 

one of them to attack the others. Keep using Rodeo Spins to kill 
off the Harmonies until there is just one left, and then kill that 


you did on Normal to cause an 
and then use a Cowgirl Spin on : i $ 
one with a Torture Attack to get the Chainsaw Angel Arm. 


Once the Harmonies are dead, make sure you break the three 
Golem Walls with Special Techniques such as the After Burner 
Kick, so that you don't accidentally waste the Chainsaw. When 
Gracious & Glorious have finished spawning, get close to Glori- 
ous and Parry one of its attacks and then use the ® attack with 
the Chainsaw instantly; this attack should do enough damage for 
you to kill it straight away with a Torture Attack. Pick up the Claw 


ee 


Angel Arm, and then Parry one of Gracious's attacks and use the 
W attack with that weapon to kill off this last enemy. 


L 


RSE 3: ALFHEIM POR 


O 
® 0 % | 9 
Time 03:27 03:18 03:09 03:00 07:11 


Damage 1,200 800 400 o 1,200 
Combo 500 650 800 1,250 500 


= R 
Alfheim Portal wien 


Defeat all the Angels before your time expires! Enemies can 
be defeated using Wicked Weaves! 


aim C8000 
Hard ~<a ©0800 


<i ooo 
you start all your combos from 


far enough away that only the $ 


Wicked Weave parts at the end hit the enemies. To help you in 
this, try and use a lot of Dodge Offset Evades as soon as you hit 


Normal 


Non Stop Climax 


Normal 

Since hitting an enemy with 
anything other than a Wicked 
Weave will result in it activating 
a shield that will knock you out 
of your attack, make sure that 


| Non Stop Climax 
® @ © ® @ D 
06:44 06:17 05:50 09:01 08:27 07:54 07:20 
800 400 o 1,200 800 400 0 
650 800 1,250 500 650 800 1,250 
A 
Normal Dear (3), Spear Affinity (6), Flail Affinity (5), Trumpet Affinity (1), 
‘Spear Applaud (1), Bow Applaud (1), Ardor (1) 
Hard Spear Affinity (6), Flail Affinity (2), Trumpet Affinity (2), 


Spear Applaud (2), Bow Applaud (2), Grace & Glory (1) 


Spear Affinity (6), Flail Affinity (2), Trumpet Affinity (2), 
Spear Applaud (2), Bow Applaud (2), Grace & Glory (1), Joy (2) 


Non Stop Climax 


the attack button to cancel a large part of each attack animation. 
When trying to create distance, remember to transform into the 
Panther, as it has a far quicker movement speed, and you can 
also use the @ attack from it as the first part of your combos. 


Until you've built up your Magic reserves, you should try and 
stick to short combos such as @%@ which has a wide arcing 
Wicked Weave on the end, which is perfect for hitting multiple 
enemies. Another excellent combo in this Alfheim is @@& & t, 
thanks to the power of the double Weave attacks at the end. It 
does, however, require much more space to set up than @&@, 
so make sure to plan ahead and check your distances. You 
shouldn't have to worry too much about hitting the Platinum 
combo requirement for this Verse, since it is set very low and 
there are more than enough enemies to obtain it. 
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Chapter X 


The first wave of enemies you'll have to take out consists of 
three Dears, and these are quickly and easily taken out with a 
rapid sequence of @ combos >20 01. Once they are dead, 
a Spear Applaud and one of each type of Affinity will spawn in 
the centre of the area so, if you've built up enough Magic, use 

a Weave Tetsuzanko to hit all of them. Evade away from the 
enemies immediately after the Tetsuzanko, and start up the bar 
rage of @%&@ combos again before they have a chance to move. 
If you can pull off the @%@ combos quickly enough, you should 
be able to keep the group of enemies pinned against one side of 
the stage due to the knockback of the Wicked Weave. 


Atter killing them all, the next wave will spawn in the centre, 
but instead of using a Tetsuzanko to set them up, this time go 
straight into a @@& & & combo while they are still spawning. 
This allows you to build up as much Magic as possible for the 
final wave of enemies. After the initial combo, switch back to 
using @®&@ combos to keep the pressure up until they have 
been defeated. 


In the final wave you will have to fight an Ardor accompanied 

by two Spear and two Flail Affinities, who will spawn in the 
centre of the area. As soon as they appear, start using Weave 
Tetsuzankos for as long as your Magic holds out to severely 
damage the Ardor and take out a few Affinities. There is a strong 
likelihood that the Ardor will be Stunned after this, so back off 
and use a @@ t tt combo. Try and angle the combo so that 
the final Wicked Weave will strike through the Ardor and hit any 
Affinities still alive. It should now be an easy task to finish off the 
enemies with normal @%&@ combos. 


Hard 


For both the initial waves of 
Affinities and Applauds use 
nothing but @%&@ to kill them 


off quickly. After each combo, 

cancel the end animation by 

transforming into the Panther to 

create some distance between 

you and the enemies, and then perform the next combo. As long 


as you keep your distance and use that combo, you should never 
be in any real danger from those first enemies. 


By the time you have killed off both enemy waves you should have 
built up a large amount of Magic, so when Grace & Glory have 
finished spawning, use a quick series of Tetsuzankos to kill them 
both off. If you line up the attack correctly, you should be able to hit 
both of them with each one and, since it Staggers them just long 
enough for you to connect the next one, they should never even 
get an attack off. 


Non Stop Climax 


The Alfheim is exactly the same 
on this difficulty level up until SQ 
the part where Grace & Glory 


spawn >O 02. This time, you 

should just try and weaken both 

enemies to roughly half their 

health with Tetsuzankos, and 

then switch back to using @®&@ to kill them off to conserve 
some Magic. Try to have around half of your total Magic remain- 
ing so that when the two Joys spawn, you can kill them quickly 


7 with a series of Tetsuzankos to avoid any trouble they might 
give you. 
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Time 02:20 01:57 01:34 01:10 03:20 
Damage 1,500 1,000 500 o 3,000 
Combo 300 336 372 480 500 


T NOn Stop! 
2 @ fy @ @ i 2) 


02:47 02:14 01:40 03:40 03:04 02:27 01:50 
2,000 1,000 o 4,500 3,000 1,500 0 
650 800 1,250 400 480 560 800 


Normal & Hard & Non Stop Climax 

Once you see the enemies 

spawn, equip Kulshedra and 

keep running down the stairs 

the attack connects, you'll want te f E 
to start a Cowgirl Spin so that 

the enemy gets spun around into the other Harmonies. After the 


until you are close enough to 
use a Snare on the Harmony fur- 
first Cowgirl Spin, simply Snare another enemy and repeat the 


thest away from you. As soon as 


Normal Harmony (3) 
Hard & Non Stop Climax Harmony (5) 


action, which should easily kill a couple of Harmonies if you have 
been getting the full amount of hits. Keep using Rodeo Spins to 
reduce their numbers, and then try to finish the last one off with 
a Torture Attack so that you can bring the Chainsaw with you into 
the next Verse. +0 03 


O 
@ @ @ 2) @ 


ime 05:00 04:10 03:20 02:30 05:20 
Damage 1,500 1,000 500 o 3,000 
Combo 900 1,710 2,520 4,950 1,200 

Angels 


Normal, Hard & Non Stop Climax Courage (1), Temperance (1) 


Normal, Hard & Non Stop Climax 

This looks like a touch Verse at 

first glance, but these are not 

the true versions of the bosses 

and are much easier to kill. 

As soon as the Verse begins, 

Courage will spawn in front you P4 P4 £ 
and start stomping around. He 

has access to all the attacks that 

Fortitudo has in this state, but only has a fraction of the defence 
and health. Wait for Courage to attack first so that you can Evade 
and then start your own attack, as it can be difficult to land clean 
hits on him while he is moving around. 

When you have an opening, use a @ attack with the Chainsaw 
>20 04. As the attacks are slow, you'll probably only be able to 
land one after every successful Evade. Repeat this process using 
another @ attack, before finally using a © attack during your third 
attack window. These attacks should easily take down one full bar 
of Courage’s health and give you a sizeable combo score. Once 
the Chainsaw has run out, attack it quickly using a regular combo 


to make good use of the high Multiplier, and then finish it off 
quickly with a couple of Tetsuzankos. 


When Courage has fallen, Temperance will rise up from the side 
of the area looking for a fight >O 05. The same rules apply to 
this enemy; it has all the regular attacks but much lower health 


~- ~ 
© © |O ® ð 9 
04:27 03:34 02:40 06:00 05:00 04:00 03:00 
2,000 1,000 0 4,500 3,000 1,500 0 
3,072 4,944 10,560 700 1,092 1,484 2,660 


and defence compared to the real thing. To ensure that you can 
attack him efficiently at all times, aim directly at the enemy's 
body and use Kilgore's (€(@-(@ combo to deal heavy damage 
and rack up a large quantity of Combo Points. 


Most of Temperance’s attacks are well signposted and easy to 
see coming from this position, so you shouldn't have any trouble 
Evading them (for some extra tips on both Courage and Temper- 
ance’s attacks, please see the Angels chapter). When you attack, 
remember to use Dodge Offset so that you can reach that crucial 
final hit of the Kilgore combo without starting again. Although the 
Kilgore attacks are relatively slow, the fact that you don’t have to 
wait for Temperance to attack or come in close means that you 
should actually kill it a lot more quickly than you normally would. 
If he does get close of course, you can use a Strong close 
range combo to totally finish him off. >20 06 
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Chapter X 


@ @ @ 2) ® 


01:00 00:50 00:40 00:30 01:20 
Damage 1,500 1,000 500 o 3,000 
Combs 


o 0 o 110 500 


D @ 2) @ @ @ D 


01:07 00:54 00:40 | 01:40 01:24 01:07 00:50 
2,000 1,000 o | 4500 3,000 1,500 0 
650 800 1,250 | 300 336 372 480 


Normal 


As soon as you enter the church, 
three Enchants can be seen 
lying flat on the ground charg- 


ing their Fireball attack, which 
they will release as soon as 
you attack one of them to start 
the Verse. From your starting 
position, fire a couple of shots with "® at one of them to start 
the Verse and make them fire off their attack, which will be easy 
to Evade as you know it's coming. Make sure you Evade towards 
the enemies and then immediately initiate a G» tt combo. 
One hit from a fully charged Bomb is all it takes to kill an Enchant, 
so if you manage to get all three within the radius of the first one, 
you won't even need the second. As such, you should only use it 
if one of the enemies was out of range for the first one +0 01. 
The combination of weak enemies and perfect conditions makes 
this one of the easier Verses to Platinum thus far. 


SS fi 2 
? 


Hard & Non Stop Climax 
There are a couple of extra En- 
chants on these higher difficulty 
levels, and they charge their 
Energy Ball more quickly, so you 
will be better off waiting and 
Parrying them all back as soon 
as you enter the building. Once 


Enchant (3) 
Enchant (5) 


Normal 
Hard & Non Stop Climax 


you have done that, you can go into the same @@@((b(& 
combo to kill them all off quickly and easily on Non Stop Climax. 
On Hard, you should probably use a regular combo to kill off 
one or two of them first to ensure that you score enough points 
to reach the Platinum combo rank, and then use some Durga 
Bombs to kill off the last few. 


Á 


RSE 7: FLOATING TRIO 


Hard Non Stop) 
a P, 5, 
o ® 3 | 0 ® @ | © ® 8 D 
02:20 01:57 01:34 01:10 03:00 02:30 02:00 01:30 04:00 03:20 02:40 02:00 
1,500 1,000 500 0 3,000 2,000 1,000 o | 4,500 3,000 1,500 0 
500 650 800 1,250 700 1,092 1,484 2,660 | 300 336 372 480 


DD 


Normal, Hard & Non Stop Climax 
As soon as you land after the 

spawn and form makeshift plat- fa fa 

forms leading out into the stars 

and up to an energy platform in 

the distance > 02. Shortly after 

they spawn, they will begin firing 

Evading this many missiles on Non Stop Climax may prove trouble- 
some with just a normal Evade, so if you are having problems, try 
equipping the Evil Harvest Rosary and then use the start animation 
of the Umbran Portal Kick to avoid some of the missiles, cancelling 
out of the attack with an Evade, and then letting the Rosary take 


short fall, the three Kinships will 
their missiles, so listen out for the audio cue and Evade accordingly. 
care of the rest. >20 03 
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Normal, Hard & Non Stop Climax Kinship (3) 


Once the skies are clear of missiles, Jump onto the deck of the 
first Kinship and use a (@(@(@ combo on the cabin area >0 04. 
Landing this combo in its entirety is enough to kill one of the Kin- 
ships, and you should be able to fit it in between missile attacks. 
Once the first one is dead, make sure there are no incoming 
missiles before you Jump to the second, as the deck of the de- 
stroyed Kinship you are on is a much safer place to try and Evade 
them from. Use the same strategy and combo to take out the 
second and third Kinships and you should be able to finish this 
Verse very quickly while exceeding the Platinum combo 
score requirement. 


03:40 03:04 02:27 01:50 f 04:20 


1,500 1,000 500 o | 300 
900 1,710 2,520 4950 | 800 


Normal, Hard & Non Stop Climax 
Gracious & Glorious are simply 
higher ranking versions of their _ 
namesakes, and come with 

the added benefit of having 

Witch Time Protection, so even 

on Normal or Hard you will be 

unable to enter Witch Time by 

Evading any of their attacks. They do, however, have the identical 
attack patterns as the regular versions, and the same tactics can 
be used to defeat them. 


DD 


As soon as you see them start spawning, keep running towards 
Glorious, who always breaks out of the left hand statue as you 
come down the stairs, and use a Witch Twist as it is emerging 
>20 05. This will knock the enemy up into the air, allowing you 
to do a very quick series of two Tetsuzankos. This set of moves 
should have taken its health down enough for you to finish it off 
with a Torture Attack and get rid of one of the dangerous pair 
extremely quickly. 


Pick up the Claw Angel Arms that were dropped by Glorious, as 
they work exactly the same as those dropped by Grace. Without 
the aid of Witch Time it may be trickier to land the W attack with 
them. The best way to use it is to wait until you have Evaded Gra- 
cious's Uppercut attack (which it frequently uses, thankfully), as 
this move has enough recovery for you start the Claw ® attack. 


b 2) D E] % 
03:37 02:54 02:10 04:00 03:20 02:40 02:00 
2,000 1,000 0 4,500 3,000 1,500 0 
1,376 1,952 3,680 600 852 1,104 1,860 


jard & Non Stop Climax Gracious & Glorious (1) 


An alternative method is to simply Parry any of Gracious's attacks 
and then launch it with @+@, which will also give you enough 
time to land the Claw attack. >20 06 


Using the Inferno attack with the Angel Arm is the most reliable 
and effective way to make sure you reach the Platinum combo. 
mark in this Verse, so make sure that it will hit the target before 
using it so you don’t waste it. If it doesn’t kill Gracious, then get in 
the last few normal hits quickly so that it adds to your Multiplier. 
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Chapter X 
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] ERSE 9: ALFHEIM POR j 


O (O a 
2 ® 3 2) @ D @ 2) ® D @ 6] 


Time 02:18 02:12 02:06 0200 | 05:44 05:23 05:01 04:40 05:57 05:35 05:13 04:50 

Damage f 1.200 800 400 o 1,200 800 400 0 1,200 800 400 o 

Combo 900 1,710 2,620 4950 | 1,200 3,072 4944 | 10,560 | 1,000 2,100 3,200 6,500 
= \ Angels 


Alfheim Portal y Normal Dear (1), Decoration (18), Grace & Glory, Fairness (1) 
: — — Hard 


Dear (1), Decoration (18), Dear & Decorations (2), 
Grace (1), Glory (2), Fairness (1), Fearless (1) 


Defeat all the Angels before the time expires using only Non Stop Climax Dear (1), Decoration (18), Grace (1), Glory (2), Brave (4) 
Angel Arms! 


Normal wim O00 Normal 
At the start you will see a Dear 
Hard <a eee and a group of Decorations ş 2 
as flying towards you, and the 
Non Stop Climax 05:30 eee best method of dealing with 
them just happens to be on the 
ground right in front of you. Pick 
up the Spear and then use the 
W attack to wipe out the initial wave >O 01. As you kill each 
of the Dears and Decorations, more will spawn in to take their 


place, so keep picking up the Spear and using the W attack until 
you have killed the last of them. 


Killing the entire first set of enemies will cause Grace & Glory to 
begin spawning in the centre of the stage, so once you see their 
health bars appear, run over to the wall on the right (as you look 
into the area from the bridge), where you'll find a Bow Angel 
Arm. Pick this up and begin firing © attacks at either of the 
enemies until you kill it. Use the remaining shots on the surviving 
enemy, and then head over and pick up another Bow and finish it 
off with one more shot. 


The final enemy to defeat in order to complete this Alfheim is 
Fairness, and it will start to spawn in as soon as Grace & Glory 
have been killed. The Bow you are carrying should have enough 
power remaining to kill Fairness, so begin firing on it as soon as 
you can, and it should be dead in no time for an easy Platinum 
rank. 20 02 


Hard 


The Alfheim follows a similar 
pattern on this difficulty level as — Q 
on the Normal difficulty. The first 


two waves of enemies consist 

of nothing but Dears and Deco- 

rations, which you can quickly 

and easily take out using a few 

®& attacks with the Spear Angel Arm. If the last couple of Dears 


or Decorations have flown up high, switch to the Bow Angel Arm 
and use ® attacks to shoot them down. 


The Bow should also be your weapon of choice against the next 
two waves of enemies, since it is the quickest method you have 
available to you of killing them. If you are having trouble getting 
your shots off against the swift Grace & Glory enemies, try to 
Evade one of their attacks into Witch Time, and then use the 
Panther to get as far away as you can before firing off a barrage 
of © attacks with the Bow. 


Non Stop Climax 


There's no real need to change 

the tactics on this difficulty level D 8 
either, so stick with the Spear 

Angel Arm to kill off the Dear 

and Decorations at the start, and 

then switch to the Bow Angel 


Arm for the remaining enemies 


>C 03. When fighting the Grace & Glories, you may find it useful 
to have Durga in electric Mode on your feet so you don’t have 

to worry about Glory’s Ground Shock attack >20 04. Also, for a 
change of pace, you could make sure that you kill Grace first in 
that enemy wave so that it drops its Claw Angel Arm, and then 
you can use the ® Inferno attack with it to kill off a couple 
of the Braves before switching back to the Bow. >20 05 


2 D & 2) 2 
04:00 03:20 02:40 02:00 05:20 
1,500 1,000 500 0 3,000 
Combo 800 1,376 1,952 3,680 700 


Normal, Hard & Non Stop Climax 

This Verse will begin as soon as 

you break either of the statues _— 
in the area. It takes exactly three 

regular attacks with Shuraba 

to destroy one, at which time 

a Gracious will break out, so 

prepare to Evade straight away 

into a Witch Twist >0 06. The Witch Twist should hit Gracious 
while it is still in the air and launch it slightly higher, which will 
give you enough time to land an air@@@%&@ combo. As soon as 
the combo is over, use a couple of shots with ™& to keep your 
Multiplier going, as Gracious will usually use an air recovery to 
return to the ground. As soon as you land, use a Tetsuzanko on 
the weakened Gracious to reduce its health, allowing you to fin- 
ish it off with a Torture Attack. 


Use =% once again to keep your Multiplier going and then pick 

up Gracious’s Claws. Now you should run up and Evade one of 
Glorious's attacks to trigger the Rosary. This Staggers the enemy 
for long enough for you to land the entire &@@ combo with your 
Angel Arm. >20 07 


After the second time you do this combo, the Angel Arm will 
have run out, so the next time you Evade and Stagger Gracious, 
use @+@ to launch it, and then follow up quickly with an air 
combo. Repeat this process until you have reduced its health 
nearly all the way down, and then kill it with a Torture Attack for 
the extra Combo Points. Using a Parry on one of the enemy's at- 
tacks to Stagger it so that you can use the Angel Arm is the key 
to getting enough combo points to meet the Platinum require- 
ment in this rank. Make sure that you land as many hits as you 
can with it and keep your Multiplier going at all times. 


© ¢ |O @® 3 9 
04:27 03:34 02:40 05:20 04:27 03:34 02:40 
2,000 1,000 0 4,500 3,000 1,500 0 
1,092 1,484 2,660 700 1,092 1,484 2,660 


Gracious (2) 


k Anac 
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] 6 as % 
04:00 08:20 06:57 05:34 04:10 09:40 08:04 06:27 04:50 
1,500 3,000 2,000 1,000 0 4,500 3,000 1,500 oO 
800 1,500 5,100 8,700 19,500 900 1,710 2,520 4,950 
Normal, Hard & Non Stop Climax O 
This Verse begins the moment ioma Sanaa nave os 


you touch the ground, so when G 
Jumping down from the ledge 

above, use the Crow Within 

to make sure you land on the 

central platform to avoid wasting YL £ 
time. On the platform there is 

a set of Witch Statues that you can use as often as you like to 
enter Witch Time, even on Non Stop Climax. The simplest way to 
handle this Verse is to stand on the central platform and fire on the 
enemies from the higher ground. 


S 
? 


At first there will be two Beloveds in the area, one on either side 
of the platform, so Activate Witch Time via the statues and then 
head over to one of them and start attacking using a (@(@(@. The 
rockets your weapon fires will automatically aim downwards at 
the enemies below, so you don't even have to worry about aim- 
ing them >20 01. If you feel the need to use the Statues again 


Hard & Non Stop Climax Beloved (5), Inspired (3) 


to enter Witch Time, make sure you Jump and use a couple of 
shots with "® to keep the Multiplier going until you resume your 
attacks with Kilgore. Once the first Beloved is defeated, another 
one will Jump in to take its place, so take out the remaining two 
in exactly the same way as you did the first 


If you take too long killing one of the Beloveds it will Jump up 
onto the platform and you will have to fight it at close range. If 
this happens, just activate Witch Time via the statue and con- 
tinue attacking with Kilgore, as it will give you even more Combo 
Points up close. Once all three Beloveds are dead, an Inspired 
will fly down and begin circling the area. First use a couple of 
shots with ™& to maintain the Multiplier and then fire a rocket at 
it with Kilgore. One rocket is all it takes to send the beast crash- 
ing to the ground, which will give you plenty of time to start a 
fresh combo so that you can finish it off. 


A second Inspired will enter the area once the first one is killed, 
and you should deal with this one exactly as you did the first to 
complete the Verse. If you think you might be cutting it close for 
the Platinum time requirement, after shooting down an Inspired 
you should Jump down and finish it off with a Firebomb combo 
and then quickly Jump back up to the platform. On Hard difficulty 
level and above there are a couple of extra Beloveds and one 
more Inspired to kill, but the same tactics can still be used to 
finish the Verse. You may even find it a little easier, as the LF 
time limit is nowhere near as tight. 


Chapter XII 


ee 
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RSE 1: OFFENSIVE WEAVES 


O O 
@ @ @ 5 | @ 


03:40 03:04 02:27 01:50 04:00 
Damage 1,500 1,000 500 0 3,000 
800 


Combo 400 480 560 800 


Normal 


Shortly after running past the 
two oil drums near the start 
of the chapter, you will see a 


set of stairs leading down to a 

lower level of the walkway. You 

should stop running just in front 

of these stairs. Start edging 

forwards until you begin to see purple energy form in the space 
ahead of you, and then stand still >) 01. This energy is warning 


you that a giant Wicked Weave attack is about to burst through 
the hull of the plane. These Wicked Weaves all have a relatively 


x 
® 3 | o ®@® Ə 2) 


03:20 02:40 02:00 03:20 02:47 02:14 01:40 
2,000 1,000 o 4,500 3,000 1,500 0 
1,376 1,952 3,680 700 1,092 1,484 2,660 


Normal Spear Affinity (2), Flail Affinity (1) 
Hard & Non Stop Climax Spear Affinity (1), Flail Affinity (1), Ardor (1) 


‘small trigger zone and, as long as you are in the area, they will 
keep appearing with a small gap in between attacks. Should you 
fall through one of the holes they create, it will not be game over, 
but when you reappear you will have lost a small quantity of 
health. 


Wait for the Weave to disappear and then Jump down to the 
lower section and walk up to the fence; this should trigger anoth- 
er Wicked Weave, destroying a section of floor just ahead of you. 
Jump back up to the raised area and then over the hole when the 
Weave disappears. Now you'll have to Jump down to the lower 
section again and run up the stairs on the other side, triggering 
another Wicked Weave to come in from the side of the hull. 


Wait for it to pass, and then run across the platform and down 
the stairs on the other side, which will cause the two Spear and 
single Flail Affinity to spawn in. Rather than fighting them in the 
narrow space near the staircase, you should Jump back up to the 
area near the chest, which is slightly more open; try to stay near 
the chest, however, as you don’t want to accidentally wander 
into one of the Wicked Weaves ahead or behind you. 


Take out both Spear Affinities as you normally would, but try and 
use a Torture Attack on the Flail Affinity to get its weapon, as this 
will be useful in the next Verse +0 02. Once they have all been 
killed, move forwards again to trigger the Wicked Weave in the 
form of Gomorrah, which takes out a very large section of the 
floor >O 03. When it has disappeared, Jump across to the other 
side, and then back up to the raised section next to the fence. 
When you land, don’t advance any further, because another 
Weave attack will be triggered in front of you. This is the last 
Weave attack you have to deal with, so wait for it to pass, and 
then Jump across the hole and run up through the door at the 
end to finish the Verse. 

the same way as on Normal S f j \ 2 
and, when you get there, use a 

Torture Attack straight away on 

the Flail Affinity to get its Angel 

Arm. Pick up the weapon and ` 
then use two ®& attacks on the Ardor to greatly reduce its health, 
while giving you enough Combo Points for the Platinum rank. Try 
and get the Spear Affinity near the Ardor when you use the Flail 
attacks, so that you can kill it at the same time to speed things 


up. Once the Flail has run out, finish off the Ardor with normal 
weapons, and then proceed to the door to finish the Verse. 


Hard & Non Stop Climax 
Make your way to the area 
where the enemies spawn in 


O 
® @ a 2) @ 


03:20 02:47 02:14 01:40 08:00 
Damage 1,500 1,000 500 o 3,000 
Combi 800 1,376 1,952 3,680 1,700 


Normal 


Keep running up the cargo ramp 
while Grace & Glory are still 
spawning, and as soon as you 


are within range, use the & 

attack with the Flail on Grace 

twice. This will do more than 

enough damage to kill it, and 

also make it drop its Angel Arm. Pick up the Claws, and as soon 
as you see an opening, use the ®& to take out Glory. With both of 
them dead, the barrier at the top of the ramp will break, but that 


is not the end of the Verse; keep running forward and three Bow 
Applauds will spawn in just in front of the next ramp. 


Use a Torture Attack straight away on the first one you meet, and 
then pick up its weapon and wait for either one of the remaining 
Applauds to attack you and Evade into Witch Time. Use the @ 
combo with the Angel Arm on the enemies, but cancel out of it if 
it looks like it’s going to kill both of them, as you will want to finish 
the last one off with another Torture Attack to get a fresh Bow. 
since this is the side the Glori- N M 2 
ous will normally spawn on. 


Once you see it begin to appear, 

use a @@@(%(& combo with 

Shuraba and Duraga in Fire 

Mode. Try and time the combo so that the first (¢ attack either 
trips Glorious or have the Bomb go off the instant it has fully ma- 
terialised. This should give you enough time to land the second 
Bomb, which will lower the enemy's health enough for you to 
use a Torture Attack to kill it and get its Angel Arm. If you have 
the Gaze of Despair on while doing this, you shouldn't have to 
worry about Gracious, as it should still be in its Enraged anima- 
tion until you are well into the Torture Attack. 


Hard 
Make your way up the right 
hand side of the cargo ramp, 


Leave the Angel Arm on the ground for the time being and kill 
off Gracious using Parries to Stagger it, and then launch it with 
@+(@ and follow up with air@@®. Repeat those steps until 
Gracious is dead, and then pick up the Glorious's Claw and head 
up the ramp to make the three Burning Ardors spawn. Wait for 
one of them to attack, and then Evade into Witch Time. Get close 
to all three of them and then use the ® with the Claws to dam- 
age them. This will give you more than enough Combo Points for 
the Platinum rank, so you should finish off the enemies quickly 
when you next enter Witch Time by using some more Bombs 
with Durga. 


Non Stop Climax 

Start the same as you did on 
Hard by heading up the right 
had side of the ramp and using 
some Durga Bombs and a Tor 


ture Attack to quickly kill off 
Glorious >0 04. This time you 


| __ Non Sto 
2 @ 2) @ @ @ 2) 


06:40 05:20 04:00 11:00 09:10 07:20 05:30 
2,000 1,000 o 4,500 3,000 1,500 0 
6,902 12,104 27,709 1,000 2,100 3,200 6,500 


Normal Grace & Glory (1), Bow Applaud (3) 
Hard Gracious & Glorious (1), Burning Ardor (3) 
Non Stop Climax Gracious (2), Glorious (1), Burning Ardor (3) 


0000» i) 


should pick up the Claw Angel Arm and try and get both Gracious 
near each other, so you can use a Parry to Stagger one of them 
and land the ® attack with the Claws before it can recover. Try 

to move around while the attack is active so that you hit both 
enemies as often as possible, but if one of them is staying too far 
away, just focus on the closest one to inflict as much damage as 
possible. 


It's unlikely that the Angel Arm attack will do enough damage to 
kill off either Gracious, so you'll need to rely on the usual Parry 
set-ups to finish them off. Once they are dead, continue up the 
ramp until the Ardors spawn, and then switch to Kilgore and start 
using a (@(@(@ combo while they are still grouped up 20 05. 
The long ramp behind you gives you plenty of space to Evade 
backwards as required between attacks to make sure you keep 
your distance from the enemies. If you do start running out of 
space, run past them back up to the top and work from there. 
With a constant barrage of rockets from Kilgore it shouldn't take 
long to kill all three of them off and score easily enough points 
for the Platinum rank. 
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Chapter XII 


Chapter XII 


O Noma 
2 ® 8 2) @ 


o a alo @ ð 9 


Time 02:20 01:57 a24 | 010 03:20 02:47 02:14 01:40 02:20 01:57 01:34 01:10 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 1,600 5,952 10,304 | 23,360 700 1,092 1,484 2,660 500 650 800 1,250 
Angels Evade into Witch Time. Use the ® attack with the Spear im- 
pmr Spear Affinity (2), Flail Affinity (2), Ardor (2) mediately to really bring in the Combo Points. If you have enough 


Hard & Non Stop Climax Buming Affinity (4), Burning Ardor (1) 


Normal 

Evade one of the Affinity's at- 
tacks to enter Witch Time and 
then start attacking the group 
with the @ combo of the Bow. 
from the last Verse. Try and 


align your attacks so that one of E 
the Spear Affinities doesn't get 


caught in them, as you'll want this one to survive so that you can 
kill it with a Torture Attack to get its Spear. If the Bow runs out 
before you kill off the other three, use a few normal hits to finish 
them off. 


Once the Affinities have been killed, two Ardors will spawn in, 
so get a quick couple of hits in to keep the combo Multiplier, and 
then pick up the Spear. Wait for one of the Ardors to attack and 


Magic, you should finish one of them off with a Torture Attack 

once the Spear's attack has ended. Even though you won't be 
using the weapon, you will get all of your Magic back after the 
Alfheim anyway, so there’s no downside. Finish the final Ardor 
off using Shuraba to end the Verse. 


Hard & Non Stop Climax 

As soon as the Affinities have 

finished spawning, use a Torture a B 
Attack to kill one of them and 

then pick up the Angel Arm and 


use the © attack to kill off the 
remaining three enemies in this 
wave. The Burning Ardor will 


spawn in the moment they are dead, so use the (4(@(@ combo 
to kill it off quickly. If it blocks one of your attacks, be ready 

with a Parry because it will always follow up with a quick attack 
afterwards; once it is Staggered from your Parry, continue your 
combo as normal. 


Alfheim Portal 


Defeat all the Angels before the time expires! You must be 
out of body to defeat the enemies! 


Normal 


<a ©0000 


Hard m OOOO 
Non Stop Climax 3:40 4 L] 


Normal 

Spend the first 10 seconds or 

so of this Alfheim doing nothing SQ KA 
but Evading and Taunting the 

you have built up one full bar 

of Magic. As soon as you have 

to the far end of the area, Evade one of their attacks into Witch 
Time and run back to leave your body by the bridge (by press- 


first three Burning Affinities until 
enough Magic, lure the enemies % 
ing =). Once you are on the spirit plane, run back towards the 
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® © ô |o © ð #®|® © Ə 9 
02:18 02:12 02:06 | 02:00 04:55 04:36 04:18 04:00 03:54 03:39 03:25 03:10 
1,200 800 400 0 1,200 800 400 0 1,200 800 400 0 

1,800 7956 14,112 32,580 2,600 20,852 39,104 93,860 600 852 1,104 1,860 


Normal & Non Stop Climax | Buming Affinity (7), Harmony (3), Buming Ardor (1) 
Hard Buming Affinity (8), Harmony (5), Buming Ardor (3) 


enemies so that they don’t get too close to your body and Evade 
one of their attacks into Witch Time again, which will allow you 
to attack them safely. Use a couple of quick combos to take two 
of them out and to obtain some more Magic, and then finish off 
the final one with a Torture Attack and pick up the Angel Arm. 


The three Harmonies will now begin to fly down into the area, so 
use a couple of quick shots with ™& to keep the Multiplier, and 
then run to the centre and use the W attack with the Spear to hit 
a couple of them before they can move too close to your body. If 
you managed to catch and kill two of them in the Spear's attack, 
use a Torture Attack to finish off the last one. If there is more 
than one left however, make sure to kill them first with Shuraba 
before Torture Attacking the last one. 


The final set of enemies is an Ardor accompanied by four Affini- 
ties, and as they are all Burning you will once again need to stick 
to Witch Time for most of your attacking. Each Affinity will spawn 


in one of the corners of the area, which means two of them will 
be very close to your body, so you will need to act quickly. Start 
shooting at the Ardor with ™& to get its attention, keep the Mul- 
tiplier going and Evade the first attack that comes your way into 
Witch Time. Then use the ®& attack with the Chainsaw on the Ar 
dor. As soon as that is finished, run over and use a Torture Attack 
on the Affinity closest to your body to kill it, and then pick up its 
weapon and use the ® attack to hit the remaining enemies. This 
attack should be more than powerful enough to finish off the Ar- 
dor and take out a couple of the Affinities, while also bumping up 
your combo score well above the Platinum requirement. If there 
are any enemies left when the move has ended, simply finish 
them off quickly with a couple of Tetsuzankos. 


Hard 

Go out of body straight away, 

and run up close to the enemies D 2 
and wait for a chance to Evade 

into Witch Time. Once there, 

use a Cowgirl Spin on one of the 

Affinities. You should be able to 

hit all the other enemies with 

this move and it should also Stagger them enough so they are 
unable to attack you. The other advantage is that it's the best 
way to increase your score at the beginning of the fight. Con- 
tinue using Rodeo Spins on the Affinities until they are all dead, 
by which time the Ardor should also be near death, so get in the 
last couple of hits with Durga. 


If you managed to keep the Multiplier during the entire time, you 
should have scored enough points already to meet the Platinum 
combo requirements, so you can deal with the Harmonies as you 
please, although the Cowgirl Spin is still be the most effective 
choice overall. By the time the final wave of Affinities and Ardors 
turn up, you should have plenty of Magic stored; use a couple 

of Torture Attacks on the Spear Affinities and follow up with the 
Spear's $ attack, which should kill off all the Affinities and leave 
the Ardors near death. All you need to do then is finish them off 
with a couple of quick Bomb combos. 


the fight begins, and use Durga ȚŢ f E 
to kill off the first group of Affini- 


ties 20 01. When the Harmonies appear, switch to Kulshedra 
and use Rodeo Spins to kill them quickly and easily. You should 
have plenty of Magic stored up at this point, so when the last 
group of Affinities and the Ardor spawn, use a Torture Attack on 
one of the Affinities to get the Spear and use its Ù attack to kill 
off the other Affinities » 02. When all the small fry are out 
of the way you should switch back Durga to kill off the Ardor. 


Non Stop Climax 

Although the enemy set is the 
same as on Normal, the loss of 
Witch Time means you will need 
to employ slightly different tac- 
tics. Leave your body as soon as 


O O 
@ @ @ % @ 


Time 00:40 00:34 00:27 00:20 01:00 
Damage 1,500 1,000 500 0 3,000 
Combo 0 0 0 no 200 


® @ 9 ® ® 3 2) 


00:50 00:40 00:30 01:00 00:50 00:40 00:30 
2,000 1,000 0 4,500 3,000 1,500 0 
212 224 260 200 212 224 260 


Normal, Hard & Non Stop Climax 
You should have plenty of Magic 
after completing the Alfheim, so 

the quickest way to take care of 

this small group of enemies is to 

use a couple of Tetsuzankos. As 

the platform you are on is con- 

stantly moving, you may need 

to reposition yourself after each 

one to make sure that the next one will hit some of the enemies. 


Normal 
Hard & Non Stop Climax 


Decoration (5) 
Decoration (8) 


When there are only one or two left, use a Snare and then switch 
to Shuraba to kill it off quickly while conserving Magic. The only 
real difference between the difficulty levels here is the extra few 
enemies on Hard and Non Stop Climax which may require an 
extra Tetsuzanko or two. 
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Chapter XII 


O O 
© ® 3 4 | 9 


02:20 01:57 01:34 01:10 03:20 
Damage 1,500 1,000 500 o 3,000 
1,100 2,552 4,004 8,360 1,300 


Normal 

As soon as you land in the 
engine compartment, one of 
the Spear Applauds will spawn 
in with two Trumpet, one Flail 
and one Spear Affinity, but you 


shouldn't start killing them just Peal 
yet. The Alfheim for Verse 7 is 


at the back of the compartment, and four large propellers stand 
between you and it. To get past these you will need to be in 
Witch Time. The Verse will not start properly until you attack one 
of the enemies, so make sure you avoid this at all costs until you 
have reached the back of the area, or it will cost you a lot of valu- 
able time and may cost you the Platinum time rank. 


As soon as one of the enemies attacks, Evade into Witch Time 
and transform into the Panther, and then start running towards 
the back +0 01. You should be able to make it past two of the 
propellers in a single Witch Time with the Panther. Make it past 
the next two propellers in the same way and it will finally be time 
to attack the enemies. 


Use a Torture Attack on the Applaud to kill it, and then pick up and 
use the © attack on the Spear it dropped +0 02. This should be 
more than enough to wipe out the four Affinities around him, and 
also give you enough Combo Points to easily make the Platinum 
requirement. As they are dying, the remaining three enemies in 
this Verse will start spawning up at the entrance to the compart- 
ment and begin making their way down towards you. 


Once they are within range, use a Torture Attack on the Applaud 
to get its Spear and then use the @ combo to kill the Spear Af- 
finity so that you don't accidentally kill the Trumpet Affinity with 
the © attack. Now use another Torture Attack on the Trumpet 
Affinity to kill it and remember to pick up the Trumpet before 
entering the Alfheim. 

from time to time on their own L 
and give you a small window to 

pass through >O 03. On both difficulty levels you should still try 


and fight at the back of the shaft so you won't have to deal with 
the propellers while you are fighting 


Hard & Non Stop Climax 

On Hard, you will still have to 
rely on enemy attacks to Evade 
into Witch Time and make it 

past the propellers, but on Non 
Stop Climax they will stop briefly 


The enemy set is largely unchanged from Normal, but with one 
less Trumpet Affinity about, you will need to be more careful 
when using the Spear’s Ù attacks so that you don't accidentally 
kill them all and lose the chance to get the Trumpet Angel Arm. 


e F 
® 8 D| ® 3 y 
02:47 02:14 01:40 03:20 02:47 02:14 01:40 
2,000 1,000 o 4,500 3,000 1,500 o 
3,666 6,032 13,129 1,400 4,340 7,280 16,100 
Normal Spear Affinity (2), Flail Affinity (1), 


Trumpet Affinity (3). Spear Applaud (2) 


Spear Affinity (2), Flail Affinity (1), 
Trumpet Affinity (2), Spear Applaud (3) 


Hard & Non Stop Climax 


The extra Applaud, however, will make meeting the Platinum 
combo requirements even easier, as it can take more hits from 
a Spear attack. As on Normal, make sure you Torture Attack one 
of Trumpet Affinities and make sure you take the Angel Arm with 
you into the Alfheim. 


An oe 


SE 7: ALFHEIM POR F 


Non Stop Cima 
- - r; 
® ® @ |o ® |O @® @ 9 
Time 02:07 02:01 01:56 01:50 02:15 02:06 01:58 01:50 01:26 01:21 01:15 01:10 
Damag 1,200 800 400 0 1,200 800 400 o 1,200 800 400 0 
Combo 400 480 560 800 400 480 560 800 200 212 224 260 
ms \ 


Alfheim Portal 


Defeat all the Angels before the time expires! Enemies can 


be defeated during Witch Time. 


02:20) 


Normal 


Hard 


<i 


Non Stop Climax 


Normal & Hard 

This Golem is almost exactly 
the same as the one you fought 
earlier on, the only difference 
being that this one now has 
access to its Centipede form. 
Although its attack in that form 
is very fast, provided you Evade 


S fi 2 
NY e 


as soon as you see it begin to transform, you will Evade safely 
into Witch Time. Doing this won't allow you to see what form 
has taken before Evading, but it will make sure you are safe at all 
times. The best thing about the Centipede form is that, provided 
you stay close after your first combo, you should be able to 
Evade into Witch Time again straight afterwards, since the attack 
sequence lasts for the whole transformation. When it transforms 
into another of its forms, simply do a second Evade immediately, 
avoiding the slightly slower attack and entering Witch Time. The 
only attack from which you cannot enter Witch Time is the Crow 
attack, so try and stay as close to the Golem as you can to mini- 
mise the chances of it using this form. 


After entering Witch Time via a successful Evade, Jump towards 


the exposed core as quickly as you 


can and use an air Barrage 


Switch, then fire off a few quick shots with ™&. This is more of 


Normal & Hard Golem (1) 
Non Stop Climax Jeanne Iv 3 (1) 


a precautionary measure than anything else, as it will help to 
keep your combo Multiplier going for longer should the Golem 
decide to use the Crow form. Repeat this sequence four or five 
times and the Golem will soon be defeated and, with such a low 
combo requirement, you should easily achieve a Platinum rank. 
On Hard, the only difference is that the Golem can access its 
Spider form as well as the Centipede one, but since both attacks 
in this form also allow you to enter Witch Time, you can use the 


same strategy. 
you into Witch Time. You want \ r > 
her to attack as often as pos- 


sible, so try to avoid using Parries on her attacks and use Evades. y= 
To try and make her use combos more often, you should keep 

running away form her with the Panther so that she rushes in 

with her Lynx, as there is a strong possibility that she will start a x 
combo after closing the distance. >20 04 A 
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Non Stop Climax 

The only way for you to enter 
Witch Time during this fight is to 
successfully time an Evade on 
one of Jeanne's Wicked Weaves; 
not even a Perfect Parry will get 


Jeanne will also frequently double up on her standalone Wicked \ 
Weaves in this battle, so if you fail to enter Witch Time on 

the first, be ready to Evade again straight away to get another 

chance. After entering Witch Time, use a high damage combo 

like @@@(® or a Barrage combo. The advantage of this is that 

it will only take two combos to kill Jeanne, and the low combo 

requirements still mean you can get a Platinum rank while tr 

doing this. >20 05 
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RSE 8: HELLO JEANNE 


O O 
2 @ @ 2) @ 


[Non Stop Cl 
@ @ 2) ® C] @ 2) 


Time 07:00 05:50 04:40 03:30 10:20 08:37 06:54 05:10 12:20 10:17 08:14 06:10 
Damage 3,000 2,000 1,000 o 6,000 4,000 2,000 0 6,000 4,000 2,000 oO 
Combo 800 1,376 1,952 3,680 1,500 5,100 8,700 19,500 600 852 1,104 1,860 
Normal, Hard & Non Stop Climax 


g 
2 


If you are going for the Platinum 

combo rank, make sure that SQ 
after every attack you fire off 

a few shots with =% to ensure 


you keep the Multiplier going, 
as it is essential in this Verse. 
As soon as the Verse begins, 


fire a @ shot at Jeanne with the Trumpet to give a nice kick-start 
to the Multiplier >O 01. Jeanne will rarely avoid the @ Trumpet 
blast, so as soon as you see openings you should shoot her with 
the remaining two shots. This should have nearly taken down 


Normal, Hard & Non Stop Climax Jeanne Ivi 3 (1) 


Jeanne’s entire first health bar, so continue to fight her as normal 
(for a detailed breakdown of Jeanne's moves and strategies to 
beat her, see the Angels chapter) and, on Normal or Hard dif- 
ficulty levels especially, try to Evade her Wicked Weaves so that 
you can enter Witch Time and land a powerful combo. 


On Non Stop Climax, always let Jeanne attack first so that you 
can Parry her attack and land a few clean hits of your own. Whit- 
tle down the last part of her first health bar and you will trigger a 
cutscene in which Jeanne will summon her motorbike and will 
start riding around the wing of the plane. 


While she is riding around, use a lot of @%&@ or Tetsuzanko 

to hit her and watch for the attack cue of the bike so that you 
are ready to Evade. On Normal and Hard this will enter you into 
Witch Time, so you can land a Barrage combo, and on Non Stop 
Climax you will still get the damage from the Rosary and be able 
to land a quick Tetsuzanko before she recovers. After taking 
down Jeanne’s second health bar nearly all the way, the bike will 
be destroyed and she will once again be on foot. Continue fight- 
ing her as you did before she rode the bike until you have taken 
down the last of her health to finish the Verse. 


Noms 
© ® ð | 9 
ime 04:00 03:20 02:40 02:00 05:00 


Damage 1,500 1,000 500 0 3,000 
Combo 600 852 1,104 1,860 700 


Angels 


Normal Spear Affinity (2), Flail Affinity (2), Trumpet Affinity (3), 
Horn Affinity (1), Spear Applaud (1) 


Ardor (1), Harmony (3), Burning Ardor (1) 


Hard & Non Stop Cli 


Normal 

As soon as the Verse begins, 
run past the spawning enemies 
and press ™% once you reach 
the barrier to leave your body 
and Cereza and enter the 


alternative plane. If you have L 
bought the Alternative version 


of Durga, you can equip them on your hands and feet. It will be 
worth using them in Electric Mode on both for this Verse, as it 
will prevent you from taking damage should you get touched 
by the electrified water. Once you have left your body, run back 
down towards the small group of Affinities so you are clear of 
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04:10 03:20 02:30 04:20 03:37 02:54 02:10 
2,000 1,000 0 4,500 3,000 1,500 0 
1,092 1,484 2,660 500 650 800 1,250 


Cereza, and then use a Torture Attack on the Flail Affinity. If you 
do not have enough Magic, use a @&@@@(@ combo to attack 
them until you do. 


Pick up the Flail and line up the remaining two Affinities and then 
use a single ® attack to kill them both. This will cause the bar 
rier near your body to collapse, and a new one to appear further 
ahead, while a Horn Affinity along with a Flail and Trumpet Affin- 
ity also spawn. Run up to where your body is, re-enter it, then 
run past the spawning enemies again up to the new barrier and 
leave your body there. 


Run quickly down to where the Horn Affinity is and use the 
second ® attack with the Flail on it. Keep attacking the enemies 
again until you can use a Torture Attack on the Flail Affinity and 
then use its Angel Arm to kill off the rest of this group. Just like 
last time, this will cause the barrier to collapse and advance, this 
time to the back of the room. Run back and reclaim your body 


perper 


and then run forward and you will see a large raised area in front 
of you, and a smaller one to the left hand side. 


Jump up to the area on the left and leave your body there, then 
quickly Jump over to the large area where the enemies have 
started spawning so that they don't teleport over to your body. 
Attack the Spear Applaud until you have enough Magic for a 
Torture Attack, and then use it on the Trumpet Affinity to get its 
Angel Arm. Finally, pick it up and use the @ attack to kill the last 
two enemies and complete the Verse. 


fi fi g 
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Hard & Non Stop Climax 

Make your way up to the first 
barrier and leave Cereza there 
20 02. Move away from her 

so that the Ardor doesn't ac- 
cidentally hit her, and then start 
attacking it using a (@(@(@(Q@ 
combo. Each Lightning Pulse 


should Stagger the Ardor long enough for you to land the next 
hit, so it will not take very long to kill the enemy off. 


Once it is dead, continue to the next barrier and again leave 
Cereza there. If you are quick, you can catch the Harmonies while 
they are still grouped with a (@(@(@ combo, which will kill them 
all off very quickly >O 03. If one of them was out of the Pulse’s 
radius or survived, then switch quickly to Kulshedra and use a 
Snare to pull it back and then switch weapons back and use the 
combo again. 


After that barrier comes down, run up and leave Cereza on the 
small platform on the left-hand side again, and then Jump over 
to the large area to fight the Burning Ardor. If the previous two 
fights have been successful, you should be well ahead of the 
rising waters, so switch both of your Durgas from Electric to 
Fire Mode and kill the Ardor using a (@(@(@ combo. 


po 


RSE 10: P T THE LITTLE ONE 


o ® 2j 


03:20 02:47 02:14 01:40 03:40 
1,500 1,000 500 0 3,000 
800 1,376 1,952 3,680 1,300 


Normal, Hard & Non Stop Climax 
As soon as you have finished 
falling and the Verse begins, te) fA G 
and start to Witch Walk up the 

side of the aircraft until you 

teach the barrier at the top. — 

Press ™%& to leave Cereza there, 

so that you can fight the Harmo- 

and then use a Cowgirl Spin on one of them. As soon as the first 
Rodeo Whip ends, Snare another enemy and use the same attack 
again, repeating the Rodeo Spins until most of the enemies have 
been killed »C) 04. When there is only one or two left, use a 
Snare to grab one, and then switch to Shuraba to kill it quickly 


Jump onto the wall behind you 
nies that have spawned. Use Snares to.gather up the enemies 
before the water rises too high and begins to damage you. 


| 
® 3 |o © @ g) ) 


03:04 02:27 01:50 05:20 04:27 03:34 02:40 
2,000 1,000 o 4,500 3,000 1,500 0 
3,666 6,032 13,129 900 1,710 2,520 4,950 
Normal Harmony (5) 
Hard & Non Stop Climax Harmony (7) 
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VERSE 1: WILD RIDE 


O O 
o ® @ 4 | 9 


7 10:00 08:20 06:40 05:00 10:40 
Damage 1,500 1,000 500 o 3,000 
1,100 2,552 4,004 8,360 1,100 

Angels 


While flying: Decoration, Affinity, 
Harmony, Inspired & Courage; 
On foot: Flail Affinity (2), Spear Applaud (1) 


ocean, while getting attacked by L 
groups of Angels bent on ham- 


pering your progress. While flying on the missile you can Evade 
as normal, but you do not have access to your normal weapons. 
Instead, you have the ability to fire powerful bullets with either 
=% or @ and pressing © will fire off a deadly homing missile that 
consumes two blocks of Magic. 


Normal, Hard & Non Stop Climax 


Normal, Hard & Non Stop Climax 
This is the first of two change 

of pace Verses in the form of 

a classic arcade shoot ‘em up 

sequence. During this Verse 

you will be atop a giant Angelic 

Missile, speeding across the 


As a tule, try to avoid using the homing missiles as much as pos- 
sible, so that you can conserve Magic for when you really need 
it. Always make sure to shoot every floating tower as you come 
to it, as these are vital for keeping your Combo Multiplier going. 
After shooting through the first few waves of enemies, you will 
come to an Inspired, which you can only damage by shooting its 
head. 


Use normal shots on it initially until it turns around and starts 
coming back towards you, and then watch closely, as it will shoot 
off three Fireballs. These Fireballs are an excellent way of enter- 
ing Witch Time on Normal or Hard difficulty levels, and once you 
do, you should start firing your missiles straight at the enemy as 
quickly as you can to really increase the Multiplier >O 01. On 
Non Stop Climax you should simply use your missiles as soon as 
you start the fight, as there is no Witch Time. After the fight with 
the Inspired be on the look out for one of the towers, so that you 
can use it to keep your Multiplier until the next wave of enemies 
appears. 


Next, you'll have to battle through a few more waves of enemies 
before some Angels spawn on your rocket, which you will have 
to face on foot. Start attacking with enemies straight away and, 
when you have got the Applaud’s health down as low as possible 
without it dying, finish it off with a Torture Attack before killing the 
Affinities. 


Killing the Applaud with a Torture Attack for the first time will al- 
low you to obtain a Broken Witch Heart, but even once you have 
this it is still a great way of increasing your points. Try to get as 
large a combo Multiplier going as you can in this fight, because 
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08:54 07:07 05:20 10:20 08:37 06:54 05:10 
2,000 1,000 (J 4,500 3,000 1,500 0 

2,552 4,004 8,360 900 1,710 2,520 4,950 


if you are quick enough at shooting the next enemies when it 
ends, you should be able to keep the combo going into the next 
section of the Verse, which should easily secure you the Platinum 
combo rank 


Shoot through yet more waves of enemies and you will eventu- 
ally end up in a fight with Courage. This version of Courage only 
has two attacks, and they consist of a Double Fireball attack and 
an Energy Shot, which both have nearly identical cues. For both 
attacks, Courage will draw both of its heads together and you will 
hear a brief high-pitched sound while he charges the attacks. 


It is during the charge phase that you will be able to tell which 
attack is coming. If you see flames coming out of its mouth then 
it will be a Fireball attack, if there is nothing it will be an Energy 
Shot. The Fireball is best handled with an Evade, as on Normal 
and Hard it will allow you to enter Witch Time, and the Energy 
Shot can be avoided simply by moving to the side slightly and 
then moving in a circular movement around the centre of the 
screen >20 02. In between its attacks you should fire off a quick 
volley of missiles and then start shooting it to replenish your 
Magic. Keep Evading and shooting and it won't take long 
before you defeat Courage. 


13:40 11:24 09:07 06:50 14:40 
1,500 1,000 500 o 3,000 
1,300 3,666 6,032 13,129 1,100 


Normal, Hard & Non Stop Climax | While Flying: Decoration, Beloved, Affinity. 


Harmony, Inspired, Kinship, Temperance; On 
Foot: Flail Affinity (2), Spear Applaud (1) 


Normal, Hard 

& Non Stop Climax 

After shooting through a wave _ K) 
of Decorations you will be faced 

with a new enemy in the form 

of a flying variation of a Beloved. 

This enemy comes packing ¢ 
some serious firepower with ~ 
their giant Fireball-shooting Bazookas, Their weapon is so big 
that it actually covers most of their body, protecting it from your 
shots. Make sure when engaging this enemy that you always 
shoot at its head, and you may even find that it’s easier to hit if 
you aim slightly above the head to hit it with the bottom of your 
bullet +0 03. If you are unsure if you are hitting it cleanly or 
not, listen out for the sound of your bullets impacting, as shots 
landing on anything other than the head will have a much more 
pronounced sound effect. Their Bazookas fire a 3-round burst 
Fireball attack which, on Normal and Hard, are an excellent way 
of entering Witch Time and scoring some extra points. 


With a much higher combo score requirement for Platinum rank 
in this Verse, it is very important that you keep the Multiplier go- 
ing throughout if possible, but the beginning section is by far the 
most crucial. Keeping your Multiplier going from the beginning so 
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y ts fy 
12:14 09:47 07:20 15:40 13:04 10:27 07:50 
2,000 1,000 0 4,500 3,000 1,500 oO 
2,552 4,004 8,360 1,000 2,100 3,200 6,500 


that you are not starting from scratch when you reach the normal 
fighting section (just after the first few waves of Beloveds) will 
allow you to come out of that fight with a much higher score than 
you otherwise would, and can easily dictate how the rest of the 
Verse will go; come out of this fight with a very low score and 
making up points will be extremely difficult 04. Make sure 
to finish the Applaud in the fighting section with a Torture Attack 
as you did in the previous Verse, as this one also drops a Broken 
Witch Heart. 


Blast through several more waves of enemies and you will trigger 
a fight with three Inspired. In this Verse, as Combo Points are 
more valuable than Magic, it is worthwhile pumping four or five 
missiles into each Inspired to get the Multiplier as high as you 
can. Each of the enemies will take its turn attacking you with its 
Fireballs, so while you are waiting to Evade this attack, make sure 
you are shooting at one of the other two to keep the Multiplier 
going >20 05. Only once you get the final Inspired down to 
around half of its health should you stop using missiles and finish 
it off with your gun to retrieve some Magic. 


After another couple of enemy waves, two Kinships will spawn 
ahead of you and immediately begin charging their Beam attack 
06. The beams will cross in the centre of the screen at what- 
ever height you were at, so it is best to Evade them either up or 
down. You won't have much time to kill these enemies before 
they disappear, so make sure to fire off a few missiles into each 
one as quickly as you can. After a couple more waves of enemies 
you will be out of the tunnel and will soon see large archways 
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Chapter XIV 


rising up out of the water in the distance. You will need to fly 
beneath the arches while shooting at the enemies, but beneath 
each arch is a curtain of water that is briefly obscuring your view. 
You should therefore ensure that you follow the enemy move- 
ments as you pass beneath one, to continue shooting at it until 
you can see again. After passing under a few of these arches, you 
will reach the final boss for this Verse. 


You'll now have to get past Temperance, and this time he’s not 
alone. His primary attack involves raising both his arms and fir 
ing his Missile Strike attack out of each hand. During this time, 
legions of Decorations will come flying onto the screen from 
either side and begin circling around the lower half of Temper 
ance’s body while firing at you. Because he raises his arms so 
high when he uses this attack, you will be totally safe as long as 
you remain in the lower two thirds of the screen. This can make 
dodging the attacks of the Decorations quite awkward, but re- 
member that you can fly right down to the surface of the water, 
which should give you just about enough space. While dodging 
their attacks you should also be constantly firing at the Decora- 
tions, as they are an excellent source of Magic. 


The other attack that Temperance will use is its Eye Lasers, 
which you can easily see coming, as he will rear back his mas- 
sive body for a huge build-up of energy just before the attack 
commences. On Normal and Hard it is worth staying in the 
centre of the screen and waiting for the beam to move up to 
your position, and then use a well timed Evade to enter Witch 
Time. This will give you a brief window in which to fire some 
quick shots at his head as the attack ends, but you will need to 
stay exactly in the middle, as there is only a small opening to fire 
into. As you won't have Witch Time on Non Stop Climax, you 
will be better off just avoiding the attack by moving in a circular 
movement around the screen. 


You will be able to score damage on Temperance by shooting 
directly at his head, which will often be obscured by his hands 
or arms. It is especially important to make sure that you have 

a clear shot at him when using your missiles to avoid wasting 
precious Magic. When he starts charging his Eye Lasers attack, 
it will be the perfect time to use them. Keep firing off missiles 
and shooting at his head when you get the chance, and 
Temperance will soon be defeated. 


o ® ®@ D | @ 


Time 16:00 13:20 10:40 08:00 18:00 
Damage 3,000 2,000 1,000 0 6,000 
900 1,710 2,520 4,950 1,100 

Angels 


Normal, Hard & Non Stop Climax Jeanne M 3 (1) 


Normal & Hard 

After making it across the ocean 

alive, you will find yourself on a 

rooftop near your final destina- 

with Jeanne. The rooftop area 

for this fight is quite small and 

much room to manoeuvre, making this a very up close and per- 
sonal fight. Use the normal methods for attacking Jeanne, such 


tion in a showdown once again S 
narrow, so there will not be 
as lots of @¢ € or Tetsuzanko 
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4,000 2,000 0 6,000 4,000 2,000 0 
2,552 4,004 8,360 600 852 1,104 1,860 


and Barrage Switch combos when you get the chance, with the 
occasional shot with "® so that you keep the Multiplier >0 01. 
Once you have taken down three quarters of her first health bar, 
the camera will start panning up and away from the rooftop; do 
not stop attacking and Evading at this point, as the fight is still 
continuing. The camera will keep panning out until you can see 
that the building you are on has started to collapse and, only 
when you are totally unable to see your character, can you take 
a breather and watch the cutscene. 


When it is over, you will be standing on the side of another 
building and Jeanne will be in her final form (for full details and 
strategies on Jeanne's forms see the Angels chapter). During 

this fight Jeanne will rely heavily on her Katana, and always finish- 
‘es a combo when she has started. As you should be familiar with 


those combos from using Shuraba, you should take advantage 
of the situation and let her complete the combo so that you can 
Evade the Wicked Weave on the end into Witch Time and land a 
few combos of your own. = 02 


On top of her Katana, Jeanne will also be able to summon 
rockets similar to the one you used to arrive on the island, and 
direct them so that they fly straight into you. You will know this 
attack is coming when you see Jeanne strike a pose with her arm 
in the air, after which she will snap her fingers and shout “Burn” 
As soon as you hear this, turn your camera to point it directly at 
Jeanne, as the rocket will always come from behind her. Watch 
the rocket approach and, as it gets close, have your fingers ready 
on the @+® buttons, because just before it hits you there will 
be a very small window in which you will be able to initiate a 
counter. >20 03 


After successfully starting the counter, Bayonetta will grab the 
rocket, turn round and then throw it back towards Jeanne. As 
she is no slouch, she will catch the rocket and throw it back to 
you, at which point you will again get the chance to use @+%& 
and send it back to her. This exchange will happen several times 
and will speed up as you keep winning until eventually Jeanne 
will miss, and the rocket will hit her and inflict serious damage. 


Keep chopping away and countering her rockets, and once you 
have taken down roughly another three quarters of one of her 
health bars, Jeanne will leap away from the building onto one 
of the rockets and fly directly at you. Once it gets close you 
will have a small window in which to complete a QTE with 
#+J€ to Jump and land safely on the rocket yourself +0 04 
While on the rocket you can continue to fight Jeanne as usual, 
but because it is flying through the streets and turning fairly 
frequently, you may have to adjust the camera a great deal 
more than usual to ensure that you stay focused on Jeanne. 
Keep fighting until you have taken down the remainder of her 
blue health bar and you will trigger another QTE. In this one you 
also have to press #+9€, which will cause you to Jump off the 
rocket you are on before it impacts with a building, and land on 
a different one. 20 05 


This short fight is exactly the same as the section before the 
QTE, so continue fighting until you've taken down about a third 
of her next health bar, at which point you will trigger a short 
scene where Bayonetta and Jeanne both leap from the rocket 
onto a nearby rooftop. This is the final setting for the fight; a fairly 
open area with a wall at the back that you can Witch Walk up as 
the moon is still out. Continue fighting Jeanne as you have been 
doing (which is made slightly easier as there are no more rockets 
to worry about), and take down her final health bar to finish her 
off for good. 


Non Stop Climax 


The fight plays out the same 
way on this difficulty level, but ȚŢȚ Q 
because of the loss of Witch 


Time you should focus heavily 

on Parrying Jeanne’s attacks to 

create openings for your own E 
attacks. As the Platinum combo 

requirement is much lower on this difficulty, you could also equip 
the Evil Harvest Rosary to sneak in some free damage when you 
choose to Evade. As indicated by the increased Platinum time 
limit, it will be a long fight with you having to rely on chip damage 
to slowly take down her health, but keep persisting with the Par- 
ries and she will soon fall. 
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RSE 1: HIDDEN BATTLE 


O O 
@ ® @ 2) 2 


a NON SHO 
® 3 |o 0 Ə 2) 


z 02:40 02:14 01:47 01:20 03:00 02:30 02:00 01:30 | 02:40 02:14 01:47 01:20 

Damage 1,500 1,000 500 o 3,000 2,000 1,000 o | 4500 3,000 1,500 0 

Combo 1,000 2,100 3,200 6,500 1,100 2,552 4,004 8360 | 700 1,092 1,484 2,660 
Angels Start the fight off the same 


Normal, Hard & Non Stop Climax 


Fairness (1), Fearless (1) 
Normal & Hard 

The two statues in the lobby of 

the tower house the enemies 

for this Verse, and to start it you 


will need to break them open. 
Each statue will take four attacks 
to break it open, so walk to the 


‘one on the right and hit it with a 

single @ attack. Then you should use a @@@(%&(@ combo on the 
statue. If executed correctly the first three attacks will break open 
the statue and you can then hit the Fearless while it is spawning 


with a powerful Durga Bomb and a Weave Launcher. >) 01 


As soon as you and the enemy are up in the air, use an 
air®@®&@ to keep the Multiplier going and then land and 
use the @@ }@ combo. If Fairness is still close by, try 
to angle the combo so that it hits both enemies at the same 
time. There is, however, a strong possibility that it will have 
backed away. If this is the case, keep an eye out for its 
Fireball attack, so that you can Evade into Witch Time and 
continue your assault on Fearless. 


After that opening flurry of attacks, Fearless should not have 
much life left, so continue hacking away, and then finish it off 
with a Torture Attack after taking its health down as far as pos- 
sible. Immediately use a couple of shots with "® on Fairness 
to make sure you keep the Multiplier, and it shouldn't be long 
before it uses one of its Fireball attacks again. Once it does, 
Evade into Witch Time and use a Barrage combo. Keep up the 
pressure with constant attacks and Evades to make sure that you 
kill it well within the Platinum time requirement, but try to save 
your Mi by not using a Torture Attack unless you think it is 
absolutely necessary for reaching the Platinum combo rank. 


Non Stop Climax 


OOOO ee 


way you did on the other dif- 
ficulty levels, but his time use 
a @G@(%((% combo rather 
than the Launcher, because the 
Platinum combo requirement is 

much lower so you can afford to 

kill Fearless quickly. The final hit 

in that combo should send Fearless flying into the wall and also 
deal some damage to Fairness at the same time. Fire off a few 
shots with " to make sure you keep the Multiplier going, and 
then move over to Fearless and attack it with a quick combo and 
use a Parry if it tries to attack. Once you've taken its health down 
a little more, finish it off with a Torture Attack. 


Since you killed the first enemy so quickly, you can afford to 
spend a little bit of time Parrying back Fairness's Fireballs to 
further increase your Multiplier before moving in and killing it 
off using some launching combos. 
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VERSE 2: FIERY COMB 


=a 
o © Ə 4 | @ 


02:20 01:57 01:34 01:10 03:20 
1,500 1,000 500 o 3,000 
1,000 2,100 3,200 6,500 1,100 


Normal, Hard & Non Stop Climax Decoration (10), Burning Ardor (2) 


Normal & Hard 
Run up the stairs, triggering the Decorations to spawn, and im- 
mediately use a 49(%&(%(%& combo. The Bombs on the end 
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— — 
© 2 | ® 8 2) 


02:47 02:14 01:40 | 02:40 02:14 01:47 01:20 
2,000 1,000 o f 4500 3,000 1,500 0 
2,552 4,004 8360 | 1,100 2,552 4,004 8,360 


of each © attack should take out 

a few Decorations, so while you ş 
are performing the combo, try 

to move around the area so that 


the next Bomb will go off near a 
couple of them. 


Once they are all dead, switch to Durga and start attacking one of 
the Ardors with a @€&(@ combo. If you equip both these weap- 
ons you won't have to worry about the flames surrounding each 
Ardor, which definitely makes the fight easier in this cramped 
stairway. Keep using the combo and Evading as required into 
Witch Time and, provided you land the Bomb on the end fre- 
quently to avoid reducing the points you are earning, you should 
easily be able to kill them off quickly and exceed the Platinum 
requirements. >20 02 


Non Stop Climax 


Kill off the Decorations in the 

same way you did on the previ- \ G 
ous difficulty levels, but without 

Witch Time the Ardors can be 


much trickier. You will have to 
rely on a lot of Parrying to cre- 
ate opportunities to attack. Also, 


while the Ardors still have their shields, they will Parry many of 
your attacks, so you will normally only be able to land one (@ hit 
until the shield is broken; you should then be able to continue the 
combo as usual. 


The sheer amount of Parrying, along with the fact that you will 
be unable to use shots from =% as you usually would (while they 
have their armour), may make it very difficult to keep the Multi- 
plier going in this difficulty level. If you have just gone through a 
series of Parries, you should target the nearest Ardor and use a 
quick move such as Stiletto to make sure you keep the Multiplier, 
as itis faster than the standard @ attack with these weapons. If 
you do lose the Multiplier, make sure to pick up the Sword Angel 
Arm that the first Ardor you kill will always drop. Landing a few 
@ hits with this weapon on the remaining Ardor can really make 
the difference to your overall score, and ensure you still attain 
the Platinum rank. 


p = 


1 RSE 3: HAMMER 


@ D @ 2) © 
01:40 01:24 01:07 00:50 02:40 
Damage 1,500 1,000 500 0 3,000 
Combo 800 1,376 1,952 3,680 800 


Normal, Hard & Non Stop Climax 
As you run down the narrow 

corridor, Braves will begin to 

spawn at the rear until there 

are three of them. If you let the 
original three merge or kill one 
of them, a forth and final one 
will appear. Run up to the first 
one as it is spawning and use 
a@ @ combo. You should be able to get the entire combo 
off before it attacks, and the last hit will inflict massive damage 
on the enemy. Use the same combo again straight away while 
the other two Braves are still spawning, and you should be able 
to kill the first one before they can attack you. Once it dies, it will 
drop its Angel Arm, so use a quick ™& shot to keep the Multiplier 
going and then pick it up. 


ZD 


Get into position near two of the Braves and wait for one of them 
to attack you so that you can enter Witch Time. Now use the @ 
attack with the weapon you picked up at an angle that allows it 
to hit both enemies >O 03. Once the attack has ended, Evade 
an attack into Witch Time again and use another @ attack as your 
final move with the Angel Arm. On Non Stop Climax you should 
still use the Hammer Angel Arm, but you might have to use a 
Parry to Stagger one of the Braves before you use the @ attack. 
If you are having trouble landing the @ attack, you could use the 
W attack on that difficulty level, since the Platinum requirement 
is much lower. 


If you were hitting both enemies in Witch Time with this attack, 
you should have scored more than enough Combo Points to hit 
the Platinum rank and have probably killed or very nearly killed both 
Braves. If you are sure that your combo points are high enough, 
dispatch the remaining Brave with a couple of quick Tetsuzankos, 
or use the combo from the start of the Verse if you want some 
more points. The final Brave you kill should also drop its 
weapon, so make sure you pick that up before continuing. 


E 
® 8 | 0 © @ 2) 
02:14 01:47 01:20 02:40 02:14 01:47 01:20 
2,000 1,000 o 4,500 3,000 1,500 0 
1,376 1,952 3,680 500 650 800 1,250 


Normal, Hard & Non Stop Climax 


Brave (4) 
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Nom 
@ @ @ 2) @ 


op Gi 
@ @ 2) g G] @ fy 


Time 03:40 03:04 02:27 01:50 05:20 04:27 03:34 02:40 05:20 04:27 03:34 02:40 

Damage 1,500 1,000 500 0 3,000 2,000 1,000 oO 4,500 3,000 1,500 0 

Combo 1,000 2,100 3,200 6,500 900 1,710 2,520 4,950 400 480 560 800 
Normal, Hard & Non Stop Climax 


The enemies in this Verse are 

once again encased within stat- 

ues that you will need to break 

open. Run past the first statue 

you come to in the area, and 

continue to the one to the left 

of the large door. Lock on to the 

statue, and then do @+@ three 

times; make sure you get the Launcher every time to avoid 
wasting the Angel Arm that you brought with you. As soon as the 
third one hits, Evade backwards to avoid getting hit by Glorious 
as it bursts out of the statue, and then immediately use the @ 
attack with the Angel Arm on it. >20 01 


D D 


The very first hit may miss while Glorious is in the air, but it 
should fall directly into the rest of the attack, which is where the 
good damage and Combo Points are to be earned. If the last few 
hits landed cleanly, they should Stagger it long enough so that 
you can use a second @ attack with the Angel Arm. If Glorious is 
still moving around after the first attack, wait until after you have 
Evaded or Parried one of its moves before using the Angel Arm 
@ attack, but try and keep it cornered at the top of the corridor 
so that Gracious doesn’t get involved. 


After both of these attacks its health should be low enough for 
you to finish it off with a Torture Attack and then pick up the 


Normal, Hard & Non Stop Climax Gracious & Glorious (1) 


Claws he drops. Now all you need to do is wait for a small open- 
ing after you have Evaded one of Gracious’s attacks, and then 
use the & attack with the Claw to take down most of its health 
and increase your Multiplier enough to ensure the Platinum rank. 
If it looks like the attack is going to kill it, cancel out of it with 

an Evade and then get in the last couple of hits in normally with 
Shuraba, as this will make Gracious drop another Angel Arm. Pick 
this up and then proceed to the next Verse. 


ERSE 5: FURY IN THE HALLS 


fy fy 
© ® 2 | © ® @ | ® 8 
Timo 02:40 02:14 01:47 01:20 04:00 03:20 02:40 02:00 06:20 05:17 04:14 03:10 
Damagı 1,500 1,000 500 o 3,000 2,000 1,000 0 4,500 3,000 1,500 0 
Combo 800 1,376 1,952 3,680 400 480 560 800 700 1,092 1,484 2,660 
Normal, Hard & Non Stop Climax 
Get up close to the Joys as they N i & Non Stop Climax Joy (2) 


are spawning, and start shooting 
at them with "® to encourage 
them to attack so you can Evade 
into Witch Time. Start attacking 

of Gracious's Angel Arm #C) 02. Y £ 
You should be able to land the 

entire combo in one instance of Witch Time and, as soon as it 
Multiplier while you wait for another chance to Evade into Witch 
Time, to allow you to use the Angel Arm combo again. On Non 
Stop Climax you will need to substitute Witch Time for a Parry 


one of them with the @ combo 
is over, you should use some ™& shots to ensure you keep the 
as usual to give you the window to land the Angel Arm combo. 
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Both combos should leave one Joy with a small amount of health 
left, and this is the perfect time for you to finish it off with a 
Torture Attack. 


Make sure you keep the Multiplier going again with "®, and then 
look for an opening to attack the final Joy with a Barrage combo; 
losing the Multiplier in this Verse even once could be enough to 
make you fail to reach the Platinum combo rank. Don’t kill the 
second Joy with a Torture Attack unless you think you urgently 
need the extra Combo Points, as this will save you some Magic. 


R y 


SE 6: SAVAGERY ON 


E] its 2) @ & 2) @ @ p] 


3 02:40 02:14 01:47 01:20 06:20 05:17 04:14 03:10 06:40 05:34 04:27 03:20 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 1,000 2,100 3,200 6,500 1,100 2,552 4,004 8,360 1,100 2,552 4,004 8,360 


Normal Enchant (5), Grace & Glory (1) 
Hard & Non Stop Climax Enchant (5), Gracious & Glorious (1) 

Normal 

Run straight up to the Enchants 

as soon as they spawn and start ş A 

attacking the one on the left 

using a }@ combo > 

03. Try to angle the combo so CT 
that when the Wicked Weave on 


the end comes out, it does not 

hit any of the other Enchants. This full combo is enough to kill an 
Enchant and also score you a large number of Combo Points, so 
continue using it on each of the remaining enemies. Avoiding hit- NNN 
ting surrounding enemies with the Wicked Weave of the combo j 
will ensure that you can extract the maximum number of points 
from this first fight. 
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Once the last Enchant is dead, Grace & Glory will begin to spawn 
in. Time a Witch Twist Attack so it connects on Grace the instant 
it has fully materialised >O 04. Follow up with an air@@&@, 
and then use a Torture Attack straight away to kill it. Pick up 

the Angel Arm and use the % on Glory after Evading one of its 
attacks into Witch Time, but cancel it before it kills him, and use 
regular attacks to kill it to make it drop its Angel Arm. 


Hard & Non Stop Climax € 

The Enchants on these difficulty Pras 
levels all drop down onto the — Q 

same spot in the centre of the 

staircase, so if you are quick you 

can catch the first wave of three 

with a @@ - @@@ combo and 


kill them all >O 05. If you start 
the same combo again immediately, you should catch the final 
two as they drop down and kill them before they can move. 


Glorious will normally spawn near the top left-hand corner as 
you look at the area from the stairs you used to get there, so try 
to position yourself such that you can trip and launch it straight 
away by timing the last two hits of a @@ 
quick air combo and Tetsuzanko if required to reduce its health 
enough to kill it quickly with a Torture Attack. Use the © attack 
with the Claw Angel Arm as on Normal, use an Evade to cancel 
out of the attack before it kills Gracious, and then finish it off with 
regular attacks so that it drops its Angel Arm. 


iat iil ¢ 


Saving 
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RSE 7: HELLO THERE 


Nom! | 
2 ® @ 2) 2 


an Non Stop 
® Ə | © O Ə 


me 02:40 02:14 01:47 01:20 03:00 02:30 02:00 01:30 02:20 01:57 01:34 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 o 4,500 3,000 1,500 0 
Combo 700 1,092 1,484 2,660 500 650 800 1,250 300 336 372 480 

Angels Hard & Non Stop Climax 
Normal Spear Affinity (5) 


Hard & Non Stop Climax Burning Affinity (5) 


Normal 

This Verse begins with Temper 

ance breaking through the outer \ Q 
wall of the tower and then pok- 


ing his head in to get a closer 

look at Bayonetta +0 01. You 

cannot actually attack him at this 

point, however, and he will only. 

use his Missile Strike attack which you should have no trouble 


Evading. Temperance will continue taking out sections of the wall 
along the corridor as you make your way down it, so transform 


into the Panther and run down as fast as you to get ahead of him. 


Near the end of the corridor, five Spear Affinities will spawn, and 
you should use a Torture Attack on one of them as soon as you 
are within range. Exchange the Claw Angel Arm for the Spear on 
the ground and use its © attack straight away on the remaining 
Affinities. If any are still alive after that, finish them off with regu- 
lar attacks to end the Verse, and then pick up the Claws once 
again and continue up the stairs. 


The only difference on these dif- 
ficulty levels is that the Affinities 
are Burning, so you might need 


to use the Spear Angel Arm's % 
attack form slightly further away 
to avoid being hit. A second 
Torture Attack and Angel Arm ® 
attack may also be required to finish off the enemies, since it is 
unlikely that you will be able to hit them all with the first attack. 
Since the move generally restores more Magic than it takes 

to use a Torture Attack, it's worth using even if there are only a 
couple of enemies left. 


DD 
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RSE 8: THE BIG GUNS 


® @ E] ® @ G] & ® ® (] @ 2) 
Time 04:20 03:37 02:54 02:10 06:20 05:17 04:14 03:10 04:40 03:54 03:07 02:20 
Damage 1,500 1,000 500 o 3,000 2,000 1,000 oO 4,500 3,000 1,500 o 
Combo 600 852 1,104 1,860 500 650 800 1,250 500 650 800 1,250 


Angels 


Normal, Hard & Non Stop Climax Temperance (1) 


Normal, Hard & Non Stop Climax 

There is a large window on the 

exterior wall of this corridor, and 

as you run down it you will start 

to see Temperance flying just 

outside. Once you get about 

halfway down the corridor, Tem- 

perance will punch through the 

window and then retreat back to 

a safe distance and begin firing missiles into the building. As you 
are unable to attack him directly, you will have to rely upon the 


tower's defence cannons mounted on a small ledge just outside 
the corridor. 
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Jump out onto the ledge and walk up to one of the cannons and 
press "$ to climb into it. While inside it, any of the attack buttons 
will fire the cannon. The cannon has infinite ammo and never 
overheats; you can also Evade as normal at any time. As with 
previous incarnations of this enemy, you will only be able to dam- 
age it by hitting it directly in the face, and as your cannon shots 
will have some drop off because of the extreme range, you will 
need to aim roughly at his neck to hit the face below. The cannon 
shots can also be used to take out the missiles that Temperance 
fires, and you can also Evade these into Witch Time on Normal 
and Hard, so it is worthwhile letting one through every now and 
then and Evading so that you can use the Witch Time to get 
some extra shots in. 


Temperance has the ability to use two different types of Missile 
attack in this Verse. The first one has him fly up slightly and then 
raise one arm and fire missiles upwards before raising the other 


arm and repeating the action. The missiles from this attack will 
fly up a little way before arcing directly towards your locations, 
and are spread out over a large area, so you'll need to aim the 
cannon quite high to hit them as early as possible. 


For the second Missile attack, Temperance will fly to the side 
with his arms level, while firing a tight cluster of missiles from 
each hand. Because they are close together it is much easier 

to shoot down the missiles in this attack, providing you fire at 
them as soon as you can. The last attack Temperance has up his 
sleeve is a variation of his Eye Beam attack, which is signposted 
as usual by the large build-up of energy. Monitor the build-up 
closely, because just before the attack starts the surrounding 
energy will disappear; this is your cue to Evade. You will need to 
use two Evades to escape the massive blast or alternatively you 
can exit the cannon and Parry the attack. 


If you manage to land enough shots on the face of Temperance 
in a short period of time you will be able to Stagger him briefly, 
which will give you a small window to land even more shots 
while he is immobile >O 02. This Stagger will also knock him 
out of any of his attacks, so if your aim is good enough you can 


stop him using the Beam attack altogether. Once you have taken 
down his entire first health bar, Temperance will draw his arm 

back and then deliver a powerful punch directly at the cannon you 
are in, so use a well timed Evade to escape the attack. The can- 
non, however, will not be so lucky and will be totally destroyed, 

so you'll need to run along the ledge to the other one and then 
continue attacking him until you finish off his second and 
final health bar. 


zi 
RSE 9: ALFHEIM POR F 
U 
TT Ton Stop Clima 
7 QD te » | @ ity ?) 2) 
Time 02:53 02:45 02:38 02:30 | 06:34 06:09 05:45 05:20 08:00 07:30 07:00 06:30 
Damage 1,200 800 400 0 | 1,200 800 400 0 1,200 800 400 0 
Combo 1,700 6,902 12,104 27.709 | 2,700 23,112 43,524 104,760 1,100 2,552 4,004 8,360 
a DN — — - 
n O [a 
- Ez sr 
Alfheim Portal i Normal Buming Affinity (9), Burning Ardor (2), Grace (2) 
Hard Burning Affinity (8), Burning Ardor (5), Fairness (1) 


Defeat all the Angels before the time expires! However, 
Witch Time has been disabled! 


~<a C8000 
Hard <i eee 
aim ©0e 


Normal 


Non Stop Climax 
At first you will fight three Burn- 

ing Affinities, along with one Ae) 
Ardor. As you kill each Affinity, 

three and this will carry on until 

on the field, there will only ever be two Affinities. If you kill both 


another will spawn in to take its 
you have killed three of them, 
Ardors early enough, then you will have to fight four Affinities at 


Normal 

place so that there are always 

at which point another Ardor will spawn. If there are two Ardors 
atime. 


Use a long Taunt straight away to get some Magic until the ene- 
mies get close to you. When they do, start attacking with a @@@ 
combo, since you don’t have to worry about the enemy's flames 
and keep it up until you have one full bar of Magic >O 03. If you 
are having trouble Evading the enemy's attacks once they close 

in on you, back away and then use 66 +(@ to do a Stiletto into 
them with a Bomb on the end (2 04. The Bomb is fairly weak, 
but you are mainly after Combo Points and Magic at this point. 


Non Stop Climax Burning Ardor (5), Joy (3) 


a 
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Once you have enough Magic, use a Torture Attack on one of the 
Spear Affinities, and then pick up the Angel Arm and move away 
to a safe distance. Use the W attack with the Spear when the 
enemies are still outside their attack range to prevent them from 
disrupting your attack. You should get enough Magic from this to 
use another Torture Attack on an Affinity and repeat the process. 
Keep this sequence up, and you will soon kill off all the enemies 
and easily hit the Platinum combo requirement. 


As you should already have enough Combo Points, you can 
concentrate on taking out both Graces as quickly as possible. 
Switch to the B weapon set, and when they begin to spawn, use 
a @@@(&(&(& combo and try lining up the attack so that the 
Bomb hits both of them when it explodes >O 01. If one of them 
survives, knock it down straight away with a quick Heel Stomp, 
and then use the same combo again. If you want extra combo 
points, simply finish the first one off with a Torture Attack and 
then use the ® with its Angel Arm on the remaining one. 


can use dual Durgas to attack a fa L 
the enemies at the start, but 


using Kilgore will increase your Multiplier much more quickly, and 
you should be able to get it to 9.9 by the time you have built up 
enough Magic to use your first Torture Attack on an Affinity. Use 
the Spear Angel Arm's © attack on the group and, as the Multi- 
plier is already so high, the points will really start flying in. If there 
are any Affinities remaining, you should Torture Attack and use 
their Angel Arm again while the Multiplier is still high; if they are 
all dead, switch back to Kilgore and finish off the Ardors with it. 


Hard 

The start of the battle on this 
difficulty level proceeds almost 
identically to Normal, except 
that one of the Affinities has 
been replaced by an Ardor. You 


Because you may frequently need to reposition when using 
Kilgore, you will have to make heavy use of "$ shots on the 
Affinities to make sure you keep the Multiplier up. Once the first 
wave has been killed, two more Ardors and a Fairness will spawn 
at the back of the area. Use some Durga Bombs to take down 
their health while they are still spawning, and then finish off any 
that are sufficiently weakened with Torture Attacks. Fairness 
spawns in the central position, and you should try to make sure 
that it is the main target of the Bombs to kill it quickly. Since it is 
not on fire, if you do not inflict enough damage with the Bombs, 
you should quickly run in and use a swift Shuraba combo to 
reduce its health enough for the Torture Attack. 


If you are out of Magic against the Ardors, you should get some 
distance from them and use a @@@(®(®& combo so that the 
enemies move into the blast radius of the Bombs. A slightly 
slower way of doing this would be to simply use Kilgore as you 
did at the start of the fight. 

killed. The best method of a fa Real 
dealing with the enemies here 

is at a distance using the ((€@(@ combo +0 02. This will allow 
you to keep the enemies Staggered to stop them from attacking 
as frequently, and it will also allow you to score a large number 


of Combo Points to easily exceed the Platinum combo require- 
ment, If they get too close at any time, just Evade into the 


Non Stop Climax 

There will be a maximum of 
three Ardors to fight at any one 
time, and as you kill one off, 
another will drop in to take its 
place until all five have been 


184 


Panther, run to the other side of the area and start firing again 
from safety. +0 03 


You should be able to build up a large quantity of Magic, so you 
may want to use a Torture Attack on one or two of the Ardors 
when you get their health below half to speed things up >20 04 
When the Ardors are defeated, the Joys will appear in a triangle 
formation near the back of the area; switch to your B weapon 

set and use a @@@(%(%(& combo while trying to position the 
Bombs so they hit two or three of the Joys. If you have enough 
Magic, you should then finish off the weakened ones with Tor 
ture Attacks and use a Firebomb combo to kill any that still oaa] 
have a high level of health. 


O 
@ @ E] 2) ® 
| Time 04:20 03:37 02:54 02:10 08:20 


Damage 1,500 1,000 500 o 3,000 
Combo 500 650 800 1,250 600 


Angels 


Normal, Hard & Non Stop Climax 


Justice (1) 
Normal & Hard 
While you are running up the 
elevator shaft at the start of 
this Verse you should transform 


into the Panther and make sure 
that you stick to the small metal 
strip in the centre to avoid being 


hit by the falling elevators on 

both sides. As you near the top of the shaft, Justice will come 
crashing in from the side, and while you can continue moving up 
and down the shaft, you will be unable to leave and Justice will 


simply follow your movements. 


As soon as Justice moves close enough to you, Jump towards it 
and start attacking its head using the @ combo of the Claw Angel 
Arm, which you should still have. This weapon will inflict heavy 
damage and really help get the Multiplier up in this fight. Pay 
close attention to the tentacles and Evade their attacks accord- 
ingly (see the Angels chapter for a full breakdown of the moves). 
Then use a quick ™& shot to keep the Multiplier up. 


If you see Justice draw its head right in, prepare to Evade once it 
lunges forward again, as this is your only chance to enter Witch 
Time. Keep attacking it with the Angel Arm until it breaks, and 
then start using a few Tetsuzankos. If you do not have the Angel 
Arm, you should use a Barrage combo to inflict heavy damage 
on the enemy while scoring enough points to ensure you get the 
Platinum rank. 


02:40 02:14 01:47 01:20 03:20 
Damage 1,500 1,000 500 o 3,000 
Combo 900 1,710 2,520 4,950 700 


Normal 

This Verse will not officially start 
until you have hit one of the en- 
emies, so wait for them to fully 
spawn and then begin Taunting 
them to encourage them to 
attack. Evade into Witch Time 
and attack the group with some 
quick combos until you have enough Magic to use a Torture 
Attack to kill one of them. Use a quick burst with "® to keep the 


| TS 
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06:57 05:34 04:10 09:00 07:30 06:00 04:30 
2,000 1,000 o 4,500 3,000 1,500 0 


852 1,104 1,860 300 336 372 480 


Once it is down to one fifth of its health, the head will get 
Stunned and collapse onto the ground; when you see this hap- 
pen, Jump up onto the head immediately. After the short scene, 
transform into the Panther and start running up the long neck 
while Evading the spinning blades as you go. Once you are close 
enough and have exposed the core, use a very quick @%&@ to 
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Non Stop Climax 

Without Witch Time to land your 
combos on this difficulty level, 
you should try to get up close 
to the boss and then use an air. 
Barrage combo. Most of the 
enemy's attacks are fairly easy 
to anticipate, so you should be 


able to Evade safely even at point blank range. If you are having 
trouble with doing that, however, just hang back and use a lot of 
Weave Tetsuzankos as the Platinum combo requirement is $ 
so low on this difficulty. >O 05 


04_41 


(] @ 2) 


® @ 2) @ 


02:47 02:14 01:40 03:40 03:04 02:27 01:50 
2.000 1,000 0 4,500 3,000 1,500 0 
1,092 1,484 2,660 500 650 800 1,250 


Normal Burning Affinity (6) 
Hard & Non Stop Climax Joy (2) 


Multiplier going, and then after Evading another attack into Witch 
Time, use the ®& attack with the Spear to take out the remaining 
enemies. If anything managed to survive after this, use some 
Tetsuzankos to kill them quickly. 
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Chapter XV 


Hard 


Run straight towards the Joys 
once they spawn. One of them 
will always attack as soon as you 


get within range, so be ready 


to Evade this attack into Witch 
Time and then use a @@Q@(& 
combo >20 01. If done correctly, 


this combo should damage the Joys enough so that you can kill 

it straight away with a Torture Attack. Wait for another chance to 

enter Witch Time against the remaining Joy and then finish it off 
with a couple of @@-@@@ combos for the extra combo points. 
Non Stop Climax 


These Joys frequently spend a 
lot of time in the highly 

sive Sword Style, so you may _— 
find it beneficial to take off the 

Gaze of Despair for this Verse 

if you have been using it. You 

should still aim to land a Fire- 

bomb combo, but without Witch 

Time you will need to be very careful. While you are inputting the 
combo, you should be buffering in multiple Parries just in case 
the Joy tries to attack. Once you get the health down on one of 
them, you should kill it quickly with a Torture Attack and then fin- 
ish off the second one normally to save some Magic. >O 02 
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Normal Burning Affinity (4) 
Hard & Non Stop Climax Joy (2) 
Normal 


The area in this Verse is made 
up of large stable platforms 
which are there constantly with 


other smaller platforms that ap- 


pear for a short time before fad- f 
ing away and then return after 
a while. You will know a small 


platform is about to disappear because it will begin to glow, so if 


you are on one when that happens make sure you quickly move to 
a different platform >C 03. Time is your main enemy in this Verse, 


as the enemies are located on the large platforms, which means 
you must traverse the gap in between them via the smaller ones. 
To save as much time as possible, make sure that you use the 
Panther when you are running across the large platforms. 


Thankfully, with such a low Platinum combo requirement no fancy 
combos are needed, and you can concentrate on killing the Affini- 


ties quickly. Move around the area until you come to the first set of 


two enemies and either Evade one of their attacks into Witch Time 
and then use regular combos to kill them off, or use dual Durgas in 
Fire Mode with a @4(@ combo to take them out. >20 04 
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03:37 02:54 02:10 05:00 04:10 03:20 02:30 
2,000 1,000 o 4,500 3,000 1,500 o 
480 560 800 200 212 224 260 


Once they are dead, continue around the area until you reach the 
next set of two enemies and kill the first one in the same way, but 
make sure that you kill the final enemy with a Torture Attack so 
that you can take the Angel Arm into the next Verse. 


Hard 

Wait for the first Joy to attack so 

that you can Evade into Witch ȚŢȚ 8 
Time. Start attacking straight 

away with a good scoring 

Shuraba combo before switch- 

ing to some Damned Souls to ȚŢȚ 

kill it off quickly. Once it is dead, 


make your way round the area to the next Joy and use the same 
combos on that one. 


Non Stop Climax 

Time it may take a few attempts- 

requirement for a Platinum N é f 
when using this move, however, as it can knock the enemies off 


You can still use the same 

tactics to kill the Joys on this dif- 

ficulty level, but without Witch 

before you can land the full 

combo. Thankfully, the combo 

rank is much lower here, so if you are having trouble landing 
the combo you should try using Tetsuzankos instead; Be careful 
the platform if you catch them in the air, and this will kill them 
outright and cost you valuable Combo Points. 


© 0 8 D | @ 


Time 03:40 03:04 02:27 01:50 05:00 
Damage 1,500 1,000 500 o 3,000 
Combo 600 852 1,104 1,860 900 
Angels 
Normal, Hard & Non Stop Climax Golem (1) 
Normal 


This Golem can access all its 
forms, so be careful when 

you are near it and prepare to 
Evade quickly in case it uses its 
Centipede form. Wait for it to at- 

tack, Evade into Witch Time, and 

then Jump towards the exposed 

core and use the W attack with the Spear. This move will inflict 
massive amounts of damage on the enemy and give you more 
than enough Combo Points to reach the Platinum requirement. 
Keep the attack going for as long as you can to pick up some 
extra damage; only Evade out of it when you see the Golem 

start an attack. It should have very little health left at this point, 

so just wait for your chance to Evade into Witch Time again and 
take down the rest of its health with normal air combos, and then 
finish it off with the Climax Attack. +0 05 


Hard 

one of the different forms into 

normal or air Barrage combo, de- 

has finished, make sure you use N . 

It should only take two or three of these combos to take down all 


Wait for your chance to Evade SQ fA A) 
Witch Time and then use either a 

pending on where the exposed 

core is. As soon as the combo 

a quick shot with "® to ensure you keep the Multiplier going, be- 
cause losing it even once will cost you the Platinum combo rank. 
its health, so take advantage of your chances the moment they 
present themselves and then finish it off with the Climax Attack. 


@ E] 2) @ @ @ 2) 


04:10 03:20 02:30 07:00 05:50 04:40 03:30 
2,000 1,000 0 4,500 3,000 1,500 0 
1,710 2,520 4,950 300 336 372 480 


Non Stop Climax 

The normal Non Stop Climax 

method of dealing with a Golem D Ao) 
by equipping Durga in Fire Mode 

and then using After Burner 

Kicks with Bombs on the end 

to attack the core will also work 

here. Alternatively, you could 

combine this technique with the same sequence you used on 
Hard and make use of the Barrage combos. 


This time, however, you should try and attack the Golem with 
the After Burner Kick Bombs while it is still in dormant sphere 
state to weaken its structure enough that it loses integrity, and 
literally falls apart and becomes Stunned. While it is Stunned, 
you can Jump in and use an air Barrage combo to easily meet 
the Platinum combo requirement on this difficulty level and inflict 
heavy damage on the enemy. Repeat this process once or twice 
to take down the last of its health and then finish it off as usual 
with a Climax Attack. 
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RSE 14: ANGELIC LIFT 
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D ty 4 | Q Bs A 3 Q o] A 
02:00 01:50 01:40 01:30 03:40 03:04 02:27 01:50 01:35 01:30 01:25 01:20 
1,500 1,000 500 oO | 3,000 2,000 1,000 oO 4,500 3,000 1,500 0 
400 480 560 800 400 480 560 800 300 336 372 480 


Angels 
Normal, Hard & Non Stop Climax Prudence (1) 


Normal & Hard 


This Verse takes place in another 
elevator shaft, but this time Sy 
there are no falling elevators to 


contend with, so simply make 


your way up as quickly as you 
can in the Panther. After running 
up the shaft for a short while, ~ 


Prudence will come crashing in with such force that it causes 
the building to start collapsing >O 01. As soon as the cutscene 
ends, start attacking normally until Prudence attacks, and then 
Evade into Witch Time. Use a Barrage combo while still in Witch 
Time to inflict massive damage to the enemy and get your 
Combo Multiplier up significantly. When the combo is over, use 
a couple of quick shots with "® to keep the Multiplier while you 
move in and start the sequence again. Keep repeating these two 
steps and it won't be long before the beast is defeated 


a 
S 
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As the fight progresses you will have to make sure you keep 
advancing up the elevator shaft to keep clear of the crumbling 
building below you. Once Prudence is dead, there will be a short 
cutscene showing it falling off the tower, after which the area 
below you will begin to explode and flames will start shooting up 
towards you >O 02. As soon as you regain control, transform 
into the Panther and start running away from the inferno; keep 
running until you reach a large window at the top, which you will 
smash though to end the Verse +0 03. If you don’t run from 

the flames quickly enough, they will engulf Bayonetta, which will 
result in an instant game over, so move as quickly as you can and 
don't stop under any circumstances! 


Non Stop Climax 


As the Platinum combo require- 
ment is much lower on this dif- 
ficulty level, all you need to do is 


attack it with Weave Tetsuzankos 
as soon as you start the fight 

>O 04. You may need to Evade X 
forward after each one, as the 7 
move will often send the enemy reeling backwards out of range 
Semmes of a follow-up attack unless you do this. After Evading, you should 
ruaas also use a few shots with ™@ to give you a little more time to 
get into range for your next Tetsuzanko. Each one deals massive 


damage to this foe and it should only take about four or five iẸ 
044; 
to kill it off. ma 
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RSE 1: VROOM, VROOM! 


6 F, F, 
® 0 8 ñ| 0 ® Ə | © ® g] 
Time 01:40 01:24 01:07 00:50 01:40 01:24 01:07 00:50 02:00 01:40 01:00 
Damage 1,500 1,000 500 0 3,000 2,000 1,000 0 4,500 3,000 0 
Combo 200 212 224 260 0 0 o no 0 0 0 no 
Angels It will use is its Shot on the third attack, which can either be 


Normal, Hard & Non Stop Climax Harmony (5), Kinship (1) 


Normal, Hard & Non Stop Climax 
When the Verse starts you will 

be driving up a rocket as Jeanne 

on her motorbike with a group 

of Harmonies right on your tail. 
Because you are driving into 

the camera it may be difficult to 


actually spot the enemies, but £ 
luckily your gun has excellent 


lock-on properties; simply hold down any of the attack buttons 
and Jeanne will automatically target the enemies behind her. For 
some extra firepower you can even try tapping one of the other 
attack buttons while holding one down, as this will increase your 
rate of fire. 


In this first section of the rocket you should not move around 

too much, as this may cause you to miss some shots on the 
Harmonies, so just hold your ground and keep shooting until all 
of them have been killed. Shortly after the Harmonies have been 
killed >20 05, the Kinship will arrive, so keep your finger on the 
fire button to make sure you start shooting it as early as possible. 
Once is has arrived, the Kinship will go through a series of three 
attacks and then fly away, so you only have a very small window 
in which to kill it. 


The first attack it will use is its Cannon, which you can Evade by 
simply moving from side to side while continuing to shoot ==) 
06. The second attack is the missile Strike, and is by far the most 
crucial attack and the key to getting the all-important Platinum 
Combo rank. When you see this attack begin, make sure you are 
in a fairly open section on the rocket, as you do not want any of 
the missiles to be destroyed prematurely by debris. 


Wait for one of the missiles to get near you, and then time your 
Evade so that you can enter Witch Time on Normal and Hard and 
then start shooting the Kinship as quickly as possible. The extra 
Combo Points that you obtain while in Witch Time on Normal are 
vital to getting the Platinum rank and, if you miss this opportuni- 
ty, it is unlikely that you will be able to reach it. On Hard and Non 
Stop Climax, the Platinum combo requirement is low enough that 
you can reach it easily just by shooting and Evading normally. 


avoided by driving around the rocket away from it, or by using 
multiple quick Evades to avoid each hit, although this will not allow 
you to enter Witch Time >0 07. After this attack or once you have 
killed it, there will be a short cutscene, and the Verse will end. 
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RSE 2: MAGICAL RIDE 


@ @ EJ 5 | O 


02:00 01:40 01:20 01:00 02:20 
1,500 1,000 500 0 3,000 
0 o 0 30 o 


Normal, Hard & Non Stop Climax 

requirement and, thanks to the 

sheer amount of enemies, you 

should have no trouble hitting 

the Platinum rank. The enemies 

sides of it, although there is no real. need to veer very far from your 
original position. The first group of enemies you come to will be the 
Trumpet Affinities, so watch for their Battle Trumpet attacks coming 
at you from a distance, and time an Evade so that you can enter 


This second driving section is 
much more lenient on the combo ȚŢȚ fa G 
themselves will be scattered Peal 
around the rocket covering all 

Witch Time off one of them. Use this time to clear out any enemies 
ahead and pick up some extra Combo Points along the way. 


Once you have made it past the Affinities, you will come to the 
next section of the rocket, which is full of Joys who will con- 
stantly be using their Laser Wall Attack. The Laser Walls come in 
a three-part formation; two of them coming from the rocket di- 
agonally and one of them forming a horizontal crossbar between 
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01:57 01:34 01:10 02:00 01:40 01:20 01:00 
2,000 1,000 i) 4,500 3,000 1,500 0 
o 0 30 0 0 0 30 


Normal, Hard & Non Stop Climax Trumpet Affinity (48), Joy (24), Beloved (4) 


them. While this may look like a complicated attack to navigate, 
it is actually very simple; on either side of a flat section on the 
rocket there is a small gully which you can drive up, and this is 
perfectly positioned to avoid both the diagonal and the horizontal 
Laser Walls +0 01. Once in here you won't need to spend any 
extra time moving around and can safely pass by all the Joy's 
attacks while concentrating on shooting them. 


After the Joys comes the Beloveds, each which has taken up a 
position on one of the flat areas on the rocket. As soon as they 
come into view you will see them winding up their attack, but 
provided you stay in the gully, the attack will miss you complete- 
ly. Shortly after the Beloveds, you will come to a QTE sequence 
in which you will be required to press WE when prompted to 
safely Jump between falling pieces of the rocket and make it to 
the next Verse >O 02. If you fail even a single one of these, it 
will result in a game over and you will have to replay the Verse. 


[| _Non Stop 
2 @ 2) | @ @ @ 2) 


| Time 02:00 01:40 01:20 01:00 02:00 01:40 01:20 01:00 02:20 01:57 01:34 01:10 
Damage 1,500 1,000 500 (o 3,000 2,000 1,000 0 4,500 3,000 1,500 0 
Combo 0 oO o 30 0 0 0 30 | 0 0 oO 30 

Normal, Hard & Non Stop Climax 


The start of this final Verse has 
groups of Enchants using their 
Rush attack down the rocket 
directly at you. They don't take 
many shots to kill, and if they 
get too close you can Evade the 

Rush attack into Witch Time to 

allow you to kill off some of the 

enemies in the distance. After making it past a few waves of 
Enchants, an Inspired will come flying down the rocket directly 
at you, so you'll need to Evade to the side to get out of the way 
safely. A second Inspired will follow soon after, and you can 
avoid its attack in the same way. 


S 


Normal, Hard & Non Stop Climax Enchant (32), Inspired (3) 


Shortly after this, time will become dilated into permanent Witch 
Time, and then a third Inspired will attack you, so Evade to the 
side to make it past safely. A time limit has also appeared, so 

you will need to complete this section as quickly as possible. 
Once you are past all the enemies, there will be another series of 
QTE Jumps over more debris to make it to the next section. This 
time the first QTE is with ++}€ and then the rest are ¥€ only. 

As previously, if you miss one of these Jumps or if the time limit 
expires, it will result in a game over and you will have to retry the 
Verse. 
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VERSE 4: A MAD DASH 


® ® @ % | @ 


02:40 02:14 01:47 01:20 03:00 
1,500 1,000 500 o 3,000 
200 212 224 260 0) 
Angels 
Normal Decoration (16) 
Hard & Non Stop Climax Dear (4) 


Normal, Hard & Non Stop Climax 
The ground beneath you in this 
Verse will begin as a golden 

colour and then begin to turn 

grey and start to crumble away 
behind you, so make sure that 

you are always checking the 


ground to make sure it is safe to L 
stand on. The colour change can 


happen very quickly, so there will be little warning that a section 
is about to fall away. If you happen to find yourself suddenly on 

a section that is doing this, make sure to transform instantly into 
the Lynx and Jump forwards to make it back to safety. The Lynx 
is the best way to travel in this Verse when you are not attacking, 
as it is the best method of staying ahead of the crumbling floor 
>20 03. If you are on one of the falling sections and don’t man- 
age to make it back to safety, you will continue falling and eventu- 
ally burn up in Earth's atmosphere, resulting in a game over. 


After running up the area for a short while, you will begin to 

see a flock of Decorations coming into view and as soon as you 
get close enough to them, instantly start attacking them with 
Tetsuzankos. The extra points you'll get from using this move will 
greatly help towards the Platinum rank. Continue moving up the 
area while attacking the Decorations until you are sure you have 


© @ © © ® 3 g] 
02:30 02:00 01:30 03:00 02:30 02:00 01:30 


| 
2,000 1.000 o | 4500 3,000 1,500 0 
o o no | o 0 0 no 


enough points, and then transform into the Lynx and carry on 
as quickly as possible. When you are fighting, however, try not 
to get too far ahead of the Decorations, as they may be unable 
to catch up and you will have lost your chance to attack them. 
Although you are fighting Dears and not Decorations on Hard 
and Non Stop Climax, you can still use exactly the same tactics 
against them, and because the Platinum combo requirements 
are much lower, you will not have to get many hits in at all. 


When you are about halfway through the Verse you will trigger 

a short cutscene, after which meteors will begin to rain down. 
The area in which a meteor will strike is clearly signposted by a 
glowing circle on the floor, so continue running as quickly as you 
can and just run around one of these when you come to it. Make 
it safely to the base of the statue, and you will have completed 
the Verse. 
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3 RSE 5: ALFHEIM POR 1 


o © @ ð | 9 


D @ 2) @ 9 @ i) 


Time 04:02 03:51 03:41 03:30 05:32 05:11 04:50 04:30 038 | 09.02 08:26 07:50 
Damage f 1.200 800 400 o 1,200 800 400 o 1,200 800 400 o 
Combo 500 650 800 1,250 500 650 200 1,250 300 336 372 480 
Alfheim Po Normal ‘Spear Affinity (4), Flail Affinity (4) 


CG ite, 


Defeat all the Angels before the time expires! Enemies can 
be defeated using Wicked Weaves! 


Normal 


Hard <—<ae 


Non Stop Climax 
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Trumpet Affinity (2), Spear Applaud (1), 
Bow Applaud (1), Fairness (1), Fearless (1), Ardor (1) 


Hard Spear Affinity (2), Flail Affinity (1), Spear Applaud (2), 
Fairness (1), Grace & Glory (1), Joy (3) 


Non Stop Climax Gracious & Glorious (1), Fearless (1), Joy (2), Beloved (1) 


Normal 


Keep at a distance from the first 

enemies, and make heavy use Q Q 
with Angel Slayer to 

attack them. To speed things 

up, Evade away out of the final 

@ Wicked Weave to cancel the 

animation, which will enable you 

to get back into position for the next attack much more quickly. 


The second wave of enemies consists of two Flail and two Trum- 
pet Affinities, along with a Bow Applaud, so you should continue 
attacking in the same way using lots of @&@. Once you have 
killed a couple of the Affinities, two fresh Spear Affinities will 
arrive to take their place. Once a third enemy is killed, the Ardor 
will appear. 


As long as you are keeping up the pressure with constant @&@ 
attacks, none of these enemies should pose any threat. Once all 
these enemies have been killed, Fairness & Fearless will appear 
at the same time in the centre of the area. You should have been 
able to save up plenty of Magic by this point, so move to the 
side of one of these enemies and then start using Tetsuzankos 
in rapid succession. If you angle them correctly, you should be 
able to hit both enemies with each attack and, if you are quick 
enough, you can kill them before they can even move. Should 
one of them survive or get out of the attack range, simply switch 
back to using @%&@ when you run out of Magic to finish it off. 


Hard 


Kill off the group of Affinities 

and Applauds that spawn at ŢȚ 2 
the beginning with a series of 

@®&@ combos. If you man- 

aged to keep the Multiplier 

going while killing them off, you 

should have been able to score 

enough points already to reach the Platinum combo rank. 


When Grace & Glory spawn along with the Fairness, try to use 
two or three quick Tetsuzankos to kill off either Grace or Glory. 
With one of them out of the way, you should have no trouble tak- 
ing out the last two enemies in this wave with @®&@ as usual. 
Since you should have a fair bit of Magic saved up again at this 
point, as soon as the Joys spawn, start using Weave Tetsu- 
zankos until your Magic runs out. That should be enough to kill 
off at least one or two of them, so simply finish off the remaining 
enemies with yet more @" 


Non Stop Climax 

Try to land the final hits from a 
couple of &@% combos with 
Angel Slayer while Gracious & 
Glorious are still spawning to 
weaken one of them before 

they start to move >20 01. You 

will need to do a lot of running 

around in Lynx form to create enough room to get off evena 
short combo like @%@ against these fast moving enemies. 
Thankfully, the Platinum combo requirement on this difficulty 
level is so low that you never even have to worry about keeping 
the Multiplier going. To make the fight a bit easier, make sure you 
do not have the Gaze of Despair equipped, so that the enemies 
are less likely to attack you. 


S 


To replace the Gaze of Despair, use something like the Eternal 
Testimony, as even the small of amount of extra Magic it gives 


you will help you land some extra Weave Tetsuzankos. Keep 
Evading and using @®& against Gracious & Glorious until 
you have killed them. When the two Joys and Fearless spawn 
in, use a quick @®&@ from the side of one of the Joys so that 
the Wicked Weave on the end also hits the Fearless in the 
middle, and then follow up with quick Tetsuzankos until your 
Magic runs out. 


Mop up the remainder of this wave of enemies with more 
@®&, and then the giant Beloved will Jump down into the 
middle of the area >20 02. As it is the giant version, be wary of 
its Meteor Strike and Shot attacks. The Meteor Strike, however, 
does render the giant motionless, making it an easy target for 
your @%&@ combo or Tetsuzankos. The large, slow enemy has 
surprisingly low health, so it will only take a few solid hits to kill 
it off, and providing you stay out of range of its kick attacks, 
it is quite an easy fight on which to end the battle. >O 03 


26:40 22:14 17:47 13:20 31:20 
3,000 2,000 1,000 o 6,000 
2,500 18,750 | 35,000 | 83,750 2,400 
Angels 
Normal, Hard & Non Stop Climax Jubileus (1) 


Normal, Hard & Non Stop Climax 


In this Verse you will finally be 
doing battle with the resur- = fA A) 


rected Jubileus. For a complete 
strategy on how to take on such 
a God, please check the Angels 
chapter. >20 04 
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26:07 20:54 15:40 33:00 27:30 22:00 16:30 

4,000 2,000 o f 6000 4,000 2,000 0 

16,800 31,200 74,400 | 1,300 3,666 6,032 13,129 
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01:25 01:20 01:15 01:10 00:56 

1,500 1,000 500 o 3,000 

Combo 1,300 3,666 6,032 13,129 2,500 
Angels 


Normal, Hard & Non Stop Climax The Remains of Jubileus (1) 


Normal, Hard & Non Stop Climax 
During this Verse you will have 

a very short time in which to 
destroy the falling remains of 
Jubileus before they can impact 
with Earth >20 05. All your 

attacks will have Wicked Weave 
properties, and you should use 
either focused combos such 
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00:54 00:52 00:50 | 00:52 00:50 00:48 00:46 
2,000 1,000 o | 4500 3,000 1,500 0 
18,750 35,000 83,750 1,500 5,100 8,700 19,500 
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as @@ '@ when you are trying to destroy a single section, 

or one like ttt if you need to cover a larger area. It is 
best to work your way up the statues, making sure that each area 
is fully destroyed before you move up to the next to avoid any 
potential backtracking. 


The camera will always maintain its focus on the statue, which 
means you will be able to circle around it if required, but this 
should rarely be the case. Stick to lateral movement as much as 
possible and only fly up or down to get within range of a statue 
section, as this will help you keep track of your progress. This will 
also help to keep your attacks aligned on the statue, and make 
sure they are always within range, allowing you to get the maxi- 
mum number of hits possible. You will know your attacks are con- 
necting when you begin to see the shade of the statue change 
colour. It starts out as a light grey and progressively darkens as it 
takes damage until it is destroyed >O 01. The statue's key weak 
points are clearly visible in the form of small glowing areas, so 
keep an eye out for them as you move along the statue and use 
them as the targets of your attacks. >O 02 


You can still Evade as you normally would, which will come in 
handy when you are trying to save time, as you can still use it 

to cancel out of an attack when a section has been destroyed, 

to move on more quickly to the next one. Cutting down the 

time between combos will also help reach the Platinum combo 
requirement, which can be quite tricky if you lose your Multiplier 
too often. Using "® as usual can also help to keep the Multiplier 
going if needed. Once all the large sections have been destroyed, 
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RSE 8: LET THE CREDITS ROLL 


the small chunks of debris will burn up harmlessly in the planet's 
atmosphere and the Earth will be safe once again 


Dias 
) ® @ G) ð ð i ® ô 9 
01:00 00:50 00:40 00:30 | 01:00 00:50 00:40 00:30 01:00 00:50 00:40 00:30 
1,500 1,000 500 0 3,000 2,000 1,000 0 4,500 3,000 1,500 0 
le n Normal, Hard & Non Stop Climax Jeanne (1) 


GAME DESIGN 


CONCEPTUAL 1 


LEAD BACK@RG@NSD DESIGNER’ 
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BACKGROUND DESIGN, 


194 


Normal, Hard & Non Stop Climax 
This battle is almost identical to 

the flashback fight with Jeanne 

way back at the beginning of 

Chapter Il, so once again you 

will have to do battle without 

any additional weapons, and 

this time you have much less 

time in which to defeat her. 

Thankfully, there is also a much lower combo requirement for the 
Platinum rank, so you won't need to try and pull off anything too 
tricky. If you do not kill her within the thirty seconds, you will fail 
the Verse and no rank will be recorded, so be as aggressive as 
possible 


Use a lot of Dodge Offset @%&@ to inflict some good damage 
while staying relatively safe and then, once you have enough 
Magic, start working in some Wicked Weave Tetsuzankos to finish 
her off >C 03. If you have the Moon of Mahaa-Kalaa equipped, 
get in close once you have the Magic to entice Jeanne to attack 
you, so that you can Parry and use the opening to get in a quick 
Tetsuzanko >C) 04. Keep up the pressure and constant attacks, 
and Jeanne will soon be defeated. 
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RSE 9: LET THE CREDITS ROLL 
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01:00 00:50 00:40 00:30 01:00 
1,500 1,000 500 o 3,000 
200 212 224 260 200 


Normal, Hard & Non Stop Climax 


so even though there are only a 
weapon sets for this Verse, with Shuraba and Onyx Roses being 


As in the previous Verse, if you 

fail to kill all the enemies within 

the thirty second time limit, you 

couple of enemies. you should 

still be as quick as possible. 

one, and Durga with Kilgore taking the second spot. Since you 
are going for speed, it's best to stick with Shuraba and use a lot 


will automatically fail the Verse, 
You come equipped with two 
to kill the enemies as quickly as possible. 


INTERFACE DESIGN 


SOFTWARE ENGIÑEER 


SYSTEM PROGRAMMING. 


GAMEPLAY PROGRAMMING 


@ g] ® @ g] 
00:50 00:40 00:30 01:00 00:50 00:40 00:30 
2,000 1,000 o 4,500 3,000 1,500 0 

212 224 260 200 212 224 260 


Normal, Hard & Non Stop Climax Spear Affinity (3), Spear Applaud (1) 


Try to stay as far away from your body as you can, so it can avoid 
sustaining any damage, as this fight takes place on the Spirit 
Plain and, if possible, attack the enemy group from the far left or 
right-hand side, so that your Wicked Weaves will hit a couple of 
them simultaneously >20 05. This will come in especially useful 
when the Applaud appears, as it will allow you to inflict heavy 
damage on it while also finishing off the Affinities. > 06 


SYSTEM PROGRAMMING. 


GAMEPLAY PROGRAMMING 


STAGE PROGRAMMING 


01:00 00:50 00:40 00:30 01:00 
Damage 1,500 1,000 500 0 3,000 
500 650 800 1,250 1,000 


to kill off all the enemies to 
available to you are Scarborough Fair, and as th emies appear 
the combo until they are dead, which will cause the Beloved to 


Normal, Hard & Non Stop Climax 

In this final Verse you will be 

doing battle alongside Jeanne 

against a large wave of enemies. 

complete the Verse, and all your 

attacks will have Wicked Weave 

right in front of you, you should start using a GOGGA combo 
as soon as you begin. Try to keep the group lined up so that you 
appear. Continue attacking this enemy as quickly as you can with 
the same combo and you should easily kill all the enemies in time 


You will have thirty seconds 

aS 
properties. The only weapons 
are hitting as many of them as possible, and keep repeating 
and obtain the final Platinum rank. >O 07 


00:50 00:40 00:30 01:00 00:50 00:40 00:30 
2,000 1,000 0 4,500 3,000 1,500 0 
2,100 3,200 6,500 800 1,376 1,952 3,680 


Normal, Hard & Spear Affinity (1), Flail Affinity (1), Spear Applaud (1), 
Non Stop Climax Bow Applaud (1), Beloved (1) 
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Epilogue Requiem 


Angels come in many forms, some of which can be 
very deceptive. Regardless of their angelic appearance, 
they are always the enemy, and this chapter is all about 
knowing your enemies. The key to style and success in 
Bayonetta is in understanding each enemy's attacks, 
and being prepared to counter in the best way possible. 
Here, every attack is explained in detail, every counter 
is uncovered and enemy behaviour is analysed and 

laid bare. You'll not only find out how to kill each Angel 
easily, but how to do it while racking up incredibly high 
scores in the process. 


Angels 


EE een nnn 


ABOUT THIS CHAPTER 


Each and every enemy in the game is covered in 
detail here. The first section analyses regular Angels, 
the second one reveals Boss information. Since each 
Boss fight is also a Verse, we have added the grade 
requirements here. 

=. $ ) 


Punish Attacks 


Bayonetta has Punish attacks that are specific to the Affinity, 
Applaud and Ardor Angels. The tables provided will list the 
possible Punish attacks for these Angels, and you'll find full 
details on each one in the Combat Guide. 


—— DIN 
© Attack Data 


Data is also provided for each attack an enemy possesses. The 
damage the attack deals on each difficulty setting is stated, along 
with information on whether the attack can be Parried (PA) or if it 
grants an instance of Witch Time (WT) when Evaded. 

=A ) 


Œ Enemy Data P 


Various data about each enemy will be presented in the Enemy 
Data tables. The example shows the categories of data, and each 
is explained here: 


5) Health Points 
Total life energy of each enemy type is displayed here. 


Halos Dropped 

This is the total number of Halos an enemy drops upon death. 
Most normal enemies will drop Halos directly on the ground 
for you to collect. Bosses, however, award Halos on the Verse 
Result Screen. 
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The Torture Attack type for each regular Angel will be described 
in the tables provided. Various Torture Attacks are possible on the 
Affinity, Applaud and Ardor Angels. These attacks depend on the 
situation and are also detailed in the tables provided. 


The enemy's weight determines whether or not 
Launcher attacks work. Lightweight enemies can 
be launched into the air any time you like, medium 
weight enemies can only 


be launched by Wicked Weaves or during a a Heavyweight 
Witch Time, and heavyweight enemies a BD Medium weight 
cannot be launched at all. 

BA A Lohtowight 


©) snare 

Here the conditions for applying Kulshedra's Snare technique are 
detailed. A coloured icon means, you can snare them. Lighter en- 
emies can be Snared at your leisure, heavier weight and armour 
make Snaring more difficult. 


This signifies whether or not an enemy type can be Frozen with 
Odette. Certain enemy types such as the Decorations are too 
weak to sustain a Freeze, while others are far too powerful to 
submit to such trickery. A coloured icon means, that you can 
freeze them. 


angel Arm 

This is the angelic weapon the creature in question has in its pos- 
session. Performing a Torture Attack or (in some cases) killing the 
enemy will cause the weapon to be dropped for your collection. 
Press "® when near an Angel Arm to pick it up and attack with 
the techniques detailed in the Angel Arm Data tables. 


[M] Number of Health Gauges 
Several Bosses have more than one full Health Gauge. 
The number on the green bar indicates how many. 


Affinity B 


Wr Tel? IRANO 


Angels 


4 | Angels 


PIANTI 


the lowest of the angelic 
hierarchy, a Third Spl ung known simply as Angels. 
Humans with deep faith often feel these Angels closest to 

their hearts. Descending from the heavens upon their pure 

white wings, it is believed that the glimmering halo atop an a 
Affinity’s head lights the path for those who have lost their 

way. 


The religious articles they equip are all tools used to 
further their conviction to protect the righteous and 

can become powerful weapons used to strike down 
those with sullied hearts. 
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5,000 HP An 7 PEE 


2,000HP A» pE mall 


2,000 HP Qo EE ERa 


*Witch Time or flame shield down Ak 
200 & 


Torture Attacks 


2y 
Guillotine 


You've Been Naughtyi= 
aggre ((& near downed opponent 


Angels 


*2nd leg sweep must connect. 


Witch Walk Failure: During any Witch Walk sequence, if you 
completely remove the armour of an Affinity, Applaud or Ardor, he 
will eventually fall over when struck. Once they fall, they will lose 
concentration and their gravity-bending power will fail. Press "® 
next to an Angel while he’s clinging on for dear life to pick him up, 
and then press "$ again to throw him at his comrades. >20 01 
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PS rechnique | Wi NAM HRD CMX 


Horizontal Swing ese 200 400 600 
Vertical Swing ele 200 400 600 
Whirlwind Strike ele 200 400 600 
Aerial Horizontal Swing ese 200 400 600 


Horizontal Swing 

When close to an Affinity, they will often use this sideways strike 
in an attempt to catch you off guard >0 01. It's important to note 
that every Affinity weapon strike is preceded by a specific phrase 
the Angel will speak when the attack begins. This attack is no 
different, so use the sound as a cue to Evade; this will even allow 
you to judge unseen attacks. 


Note: this attack can be used on the ground or in the air. 
In either case, the cue for the attack is identical. 


Vertical Swing 

The Vertical Swing sees the Affinity raise his staff high above his 
head before crashing it down directly in front of him. Again, listen 
closely to the phrase the Angel utters as the attack animation 
commences, as this is your cue to Evade or Parry! 


Whirlwind Strike 

This attack has the largest striking range of the Affinity Type 

Ass techniques. Twirling his staff in a figure-8 movement, the 
Angel will leap directly at Bayonetta and deliver an overhead blow 
20 02. An Affinity will usually perform this technique 

if Bayonetta is out of range of his Vertical or Horizontal Swing. 
Due to the jumping action the Affinity applies to this technique, 

it is capable of striking Bayonetta while she is in the air! 


Ý o 


AFFINITY B ATTACKS 


D Techni | WO NML HRD CMX 


Battle Trumpet ele 400 800 1,200 


Battle Trumpet 

The Affinity will sound a rousing melody before firing a burst of 
sonic energy directly at Bayonetta. Evading this energy burst just 
before it connects will activate Witch Time. Alternatively, you can 
equip the Moon of Mahaa-Kalaa and Parry the burst straight back 
at the attacker! 


Battle Horn 
The fat Affinity Type C will unleash a devastating blast of sonic 
energy from his horn. This attack is both a blessing and a curse; 
the blast does not distinguish between friend or foe! >20 03 


The Affinity can easily clear whole the field with this one attack! 
The fact that other Affinity Angels can (and usually do) die from 
the blast is great if you don't want to get your hands dirty. If you 
are playing for top scores however, the massive loss in Combo 
Points due to the Type C doing the work for you will definitely 
scupper your high-scoring run. Take this guy out first if you don’t 
want him spoiling your fun! 
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Flail 

When in close range, this Affinity will spin his flail above his head 
before smashing it at his target >O 04. Judging this attack is 
quite easy, since the attack animation always consists of three 
swings of the flail. Evade or Parry on the third swing. 


o a 


Flail ese 300 600 900 
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SHARED ATTACKS 


Claw Swipe 

A wide horizontal claw lunge is the most basic attack in an 
Affinity's arsenal. Regardless of the Angel Arm the Affinity is 
equipped with, the Claw Swipe is a technique that he can always 
call upon. The Affinity will utter an angelic phrase as he draws his 


ST 


Affinities love to overwhelm 
= opponents with their sheer 
numbers; they will surround 


Bayonetta and will strike fre- 


quently. A good opening strike 
to use when faced with a group 
of Affinities is a single & Kick 


>20 05. This kick is capable of Staggering a number of these An- 
gels at once. Once you have them immobilised, pick on a single 
Affinity with a Barrage attack to increase your Magic, and go for a 
Torture Attack as soon as you can. Aim to grab the Angelic Spear 
weapon and use its wide range Ù attack to wipe out the group. 


Affinity E 
Striking these Angels directly will result in burn damage from 
their flame shields. Counter this by either equipping Durga in 
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Claw Swipe ele 100 200 300 


hand back behind his body to prepare the strike; consider this an 
audio cue to signify that an attack is imminent. 


Y 


Fire mode to both sets of limbs, or using Shotgun Blasts from a 
short distance away with the Onyx Roses +0 06. The impact of 
the Shotgun Blasts will make it difficult for the Burning Affinity 
Angels to get a chance to retaliate. Use the Dodge Offset system 
to fire Shotgun Blasts while cueing up Wicked Weaves. 


Red HotTip! Activating Witch Time will remove the 
damage-dealing properties of the flame shield. If you're 
quick, you can attack with a @@@@((& Barrage combo 
to build your Magic. 


Cowgirl Spin 
Once you have Kulshedra in your arsenal, an easy scoring method 
presents itself. You can Snare these Angels without taking damage 
Swinging an enemy with the Cowgirl Spin to damage his com- Ẹ 
rades will earn you very respectable Combo Points. >O 07 
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DINIZ 37246 


Ano 


4 | Angels 


PHB NLT TY 


Applaud B 


woma 3,500HP Ao FEM e r x 


mio 4,500HP An PE S V k 


While still a member of the Third Sphere, Applauds ee Par- 
one step above Affinities and thus known as Archangels. 

Occupying the eighth position within the 9-level Angelic 

Hierarchy, Archangels are still considered close to the 

physical world, and often come into contact with human- 

kind. It is said that devoted prayer on the part of believers 

can call upon a flock of Angels to come to their aid. 
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Guillotine 


@+¥& then (& behind opponent 


` 
Hell In High Heels 


aggre ((& near downed opponent 


*2nd leg sweep must connect. 


Ragdoll 


@ after Uppercut or Wicked Uppercut, 
© to activate Wicked Heel finish. 


You've Been Naughty! Heavier Angels such as the Applaud B or the Ardor will 
not succumb to the Trip property of the @@@®& ®& combo sequence, unless either 


Witch Time is applied or they are already on the ground. 
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APPLAUD A A 


Twin Blade Strike 

The Applaud will flick his arms outwards to extend his blades 
before whipping them inwards for a Rapid Pincer attack. Listen 
closely to the sound effect emitted when the Applaud extends 
his blades, There are 2 instances of a metallic scraping sound 
in quick succession — Evade just after the second instance to 
activate Witch Time. 


Crawler Assault 

Separating his Bow-Sword, the Applaud drives the blades into 
the ground. These extending blades will shred the earth as they 
rip a path straight at you. This attack is usually activated once you 
move out of the Applaud’s Twin Blade Strike range. 


Divine Judgement 

Upon activation, the Applaud will aim his Bow directly at Bayo- 
netta. A ‘charging’ sound effect will be emitted, accompanied 

by a large glow of light as he draws the Bow. Make sure you're 
not standing too close, and Evade the projectile just before it hits 
to activate Witch Time. Alternatively, if you have the Moon of 
Mahaa-Kalaa equipped, you can Parry the attack. The projectile 
will be deflected straight back at the attacker, knocking him 
straight to the ground! 


Red Hot Note! The number of shots fired is dependent on 
the game's difficulty setting. On the Normal setting, one ar- 
row will be fired, while on Hard or Non Stop ax, three 
or more arrows will be fired! 


Pe aechnique | Wi NML HRD CMX 


Twin Blade Strike ee 200 400 600 
Crawler Assault ele 200 400 600 
Divine Judgement ele 400 800 1.200 
Air Raid TypeA ee 300 600 900 
Air Raid Type A 


Just before the attack commences, the Applaud will speak an 
angelic phrase as he separates his blades. He'll then launch 
himself at you like a bullet from a gun! You don’t have much time 
to spare between the signpost and the attack itself. Watch and 
listen closely, and Evade at the last possible moment to activate 
Witch Time or Parry the attack to stop it dead. >20 01 
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Angels 


PLA 


Despite being significantly 
= Bi) Q larger, the Applaud A behaves 

just like an Affinity in terms of 

weight and defence. Think of 
this enemy as a big Affinity, capable of sustaining a lot more 
damage; in other words, he's a great big punching bag! As this 
Angel has a higher HP value than the Affinity class, you can use 


EG 


him as a means to launch a big Aerial Combo. Get him airborne 
immediately and strike as much as possible in order to fill your 
Magic up. >O 01/02 


As soon as a Torture Attack is possible, do so and grab his Bow- 


Sword weapon. Once you have this Angel Arm it’s a good idea to 
use its & attack from a distance. 


‘Oils. 
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Torture Attack 


Claw Swipe 
Exactly the same technique as used by the regular Affinity 
Angels. Use the phrase uttered before the attack executes 
as a means to judge your Evade. 


Horizontal Swing 

The Applaud is capable of extremely fast attacks courtesy of the 
staff he carries. The timing between the audio cue and the strike 
itself is very tight. In this case you will find that the Bat Within 
technique is a fantastic way to nullify damage should you time 
your Evade incorrectly. As with the Affinity, the Applaud is able 
to make use of this attack while flying. 


Vertical Swing 

As per the Horizontal Swing, the timing between the audio cue 
and the attack animation is extremely tight! The Applaud will 
quickly smash his staff down directly ahead of him; watch and 
listen closely so you can Evade into Witch Time 


Whirlwind Strike 

Spinning his staff in a figure-8 movement, the Applaud will leap 
into the air and deliver a crushing blow with his staff. This tech- 
nique is exactly the same as the Affinity Whirlwind Strike. 


Claw Swipe 100 200 300 
Horizontal Swing 200 400 600 
Vertical Swing 200 400 600 
Whirlwind Strike 200 400 600 
Divine Blessing 400 800 1,200 
Air Raid Type B 300 600 900 


Divine Blessing 

The Applaud will stand to attention and plant his staff firmly 
into the ground. Targeting your exact position upon execution, 

a disc of divine energy will appear on the ground. This area will 
deal damage shortly after it appears. Evade as soon as you see 
the energy disc start to materialise. There is just enough time 
between the appearance and damaging part of the technique to 
Evade safely. Note that this attack cannot be Parried. 


Air Raid (Applaud B) 

The Applaud will draw himself into a defensive stance before 
launching himself straight at Bayonetta like an arrow. This attack 
is signified by a striking ring of energy which appears as the 
Angel is preparing to attack. A ‘gong’ sound effect will also ac- 
company the stance and energy ring signpost. Use these clues 
to correctly judge your Parry or Evade. The Applaud has access 
to this attack whether he is flying or not! 


—————— ee 


PLAUD B STRATEG 


This class of Angel usually ap- 

Pears accompanied by a flock of a G 
Affinities. Aim to steal his Angel 

Arm and use it to take care of 

the rest of the group. Get this enemy into the air as soon as 
Possible; either Evade an attack to activate Witch Time and launch 
him with an Uppercut or use a Wicked Weave Launcher to send 
him skyward. Once in the air, try to gain as much height as pos- 
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sible by extending the Aerial combo with another Launcher. Once 
at high altitude, you can concentrate on building your Magic up. 
Torture Attack the Applaud as soon as you can and then use the 
W attack of his Angelic Staff to clean up the remaining enemies 
‘on the field. 


Red HotTip! Just as with the Affinity, opening your attack 
sequence with a single & will immobilise this Angel, allow- 
ing you to cue up your attacks in safety. 


Rane 
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4 | Angels 


Ardor B 


~on | 10,000 AP ZA F EES 


*Witch Time or amour destroyed 


woore | 10,000 HP Qo FM earl 4 


“Witch Time or armour destroyed 
**Witch Time or flame shield down fi 


The highest ranking member of the Third Sphere, Ardor 
are christened with the rank of Principalities. Presiding 
over the protection of the masses from evil spirits, they are 
equipped with a shield and armour of proof. Wielding the 
power of Paradiso on those who encroach upon happi- 
ness, Ardor are recipients of much adoration from those 
seeking salvation. 
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Angels 


Saint’s Gallows) Etemal Grave 


@+& then (& opponent in mid air @+& then (& opponent lying on ground 


You've Been Naughivia Hell In High Heels 


aeattie 


UW near downed opponent 


Uppercut or Wicked Uppercut, 


*2nd leg sweep must connect 


eevee 


RDOR A&B 


Horizontal Slash 

The Ardor will shout an angelic phrase before swinging his sword 
in a wide arc. The words the Angel says are specific to this 
attack, so listen closely to what he says and learn to recognise 
these words as your cue to Evade and activate Witch Time. 


Overhead Slash 

This attack is first signposted by the Ardor holding his sword 
above his head. A large flux of energy will draw into the weapon 
before he violently slams it down. Evade when you see this 
visual cue to activate Witch Time, or Parry the attack to Stagger 
the Ardor just long enough for you to land a short Wicked Weave 
combo. 


Great Sword Combo 

The Ardor will charge ahead with his sword, deliver a forehand 
strike and then finish off with a spinning backhand. This attack is 
signposted by a specific phrase. Learn to recognise this phrase 
and be ready to Evade the opening charge immediately to acti- 
vate Witch Time. If Witch Time is not available, you should Evade 
twice in succession and then pause before Evading again as the 
Ardor spins to prepare the third and final strike. 


Jumping Slash 

The Ardor will leap into the air and deliver a crushing blow with 
his sword. This attack is activated as a result of Bayonetta taking 
to the air; Jumping will always cause a nearby Ardor to employ 
the Jumping Slash. The striking part of the attack activates when 
the Ardor reaches the apex of his Jump, so Evade here to activate 
Witch Time. 


This attack has a very strict activation range which is dictated by 
the altitude of the player. During an Aerial combo it is possible to 
increase your altitude beyond the maximum height of a double 

Jump (see Advanced Melée Techniques); this is the outer bound- 
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te Wicked Heel finish. 


NML HRD cmx 


Horizontal Slash ele 200 400 600 
Overhead Slash ele 400 800 1,200 
Great Sword Combo ele 200x3 | 400x3 | 600x3 
Aerial Assault ele 300 600 900 


ary of the Ardor’s Jumping Slash range. From this point onwards, 
an Ardor on the ground will no longer attempt the Jumping Slash. 
He will simply stand there and wait for you to come down. 


Enemy Behaviour 

Whether you're in a state of Witch Time or not, the Ardor Angels 
cannot be Launched by the Uppercut or Kickflip/Death Spin. To 
get an Ardor into the air you need to employ Wicked Uppercuts, 
Wicked Punts or simply strike directly from the front during 
Witch Time with a single @ with Shuraba, Durga or Kulshedra 


equipped. 


Aerial Combos 

Once you've got an Ardor into the air, he will be completely 
defenceless against an Aerial combo assault. This enemy type is 
fantastic for when you want to experiment with extended Aerial 
combos. Due to his high HP and non-existent aerial defence, 
you'll be able to extend an Aerial combo ever upwards until he 
dies. 


Deflect 

Due to his shield and heavy armour, the Ardor is very efficient at 
deflecting incoming attacks. Upon deflecting one of Bayonetta’s 
Melée Strikes, the Ardor will immediately counter with one of 
his close range attacks selected at random. Train yourself to 
always expect an incoming attack as soon as one of your own is 
deflected; this way you will naturally Evade or Parry the expected 
strike without having to concentrate on timing or attack cues. 
20 01/02 


The chance of one of your attacks being deflected is determined 
by the amount of armour an Ardor has remaining. As you attack 
and damage this enemy he will gradually be stripped of his armour. 
When his health is low and his armour destroyed, he will no 
longer be able to deflect. 


Red Hot Tip! The Ardor’s ability to deflect is greatly 
reduced if you attack him from behind, regardless of 
armour condition. 


Stagger 

There is a guaranteed way to safely Stagger an Ardor after 
you've Parried one of his attacks. Simply allow the Ardor to 
stumble backwards for a moment after a Parry, and then throw 
a single ©. This will wind the Ardor, giving you time to prepare a 
powerful attack. Another great method of immobilising the Ardor 
(especially a group of them) is to strike with a single instance 

of the Tetsuzanko with Shuraba equipped. The Wicked Slice 
activated by the Tetsuzanko has the same effect on the Ardor as 
a kick to the gut. 


Red HotTip! Use the Advanced Dodge Offset technique 
to cue up @%&@ combos with Shuraba to attack from a dis- 
tance. This will trigger a succession of Wicked Slices, which 
will keep a group of Ardors Staggering around helplessly. 


Angels 


DORAS 


EG 


After Wicked Slice, and then aim to launch the nearest Ardor with a 
Evading an incoming attack to Wicked Weave Launcher. Attack the Ardor with the Aerial combo 
activate Witch Time, perform of your choice until one of his comrades activates the Jumping 
a Barrage combo such as Slash technique. As soon as you see this strike activate, perform 
a (f, and then imme- a Witch Twist. This will Evade the incoming Jumping Slash and 
diately follow up with a Heel launch an Ardor back into the air. Perform another Aerial combo, 
Stomp. This will ensure that the then Evade with a Witch Twist when you see another Jumping 
Ardor will stay down after the Slash activate to repeat the process. 

‘combo, so you can concentrate on Evading another attack and 

then repeat the process. Keep this sequence going, and you'll be able to take care of the 


whole group while only having to Evade one type of attack. 


Fighting an Ardor one-on-one is a straight- 


forward affair. Stagger him first by throwing a single & or Shuraba Truly Wicked! 


Tetsuzanko, an then begin your combo attacks while he is im- It is possible to trap an Ardor, completely robbing him of the 
mobile. As the Ardors have no defence whatsoever against Aerial ability to move or strike back. Give yourself an opening by first 
combos, it is advisable to take full advantage of this, and attack striking with a Shuraba Tetsuzanko or @%&@ Wicked Slice. 
with extended Aerial combos whenever possible. Then get close to the Ardor and perform the Durga Element 

Change Trap (see Advanced Melée Techniques). If you time 
Aerial Cycle each repetition perfectly, the Ardor will be trapped until you 
When facing two or three Ardors at once, you may find it easier decide to release him. 


to stay in the air. Equip Shuraba and begin the battle with a single 


, = 
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[NORMAL AND HARD eM can Red HotTip! If you have Kulshedra in your possession, a 
only strike without taking dam- great way to score decent Combo Points during Witch Time 
age against Burning enemies if is to use the Cowgirl Spin. Aim to activate Witch Time while 
you have a full set of Durga in surrounded, then Snare and Cowgirl Spin any nearby Ardor 
Fire mode equipped. In all other to deal damage to any enemies within range. 

cases you can either attack 

using Wicked Weaves from a Without Witch Time, it is far safer to 
distance, or Evade an attack into stand back and use @%@ Shuraba Wicked Slice activations. 
Witch Time, which will negate the damage effect of the flame. These strikes will Stagger the Ardor, allowing you to score hits 
shields for the duration. with firearms or plant a Durga Damned Soul nearby. 
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*Angel Slayer Mode only 


soras | 15,000 HP Gao PTFE oe Sha 


‘Witch Time Only, no Cowgirl Spin 


Beloved is a member of the Second Sphere class Pow- 
ers, ranked sixth in the Angelic Hierarchy. Its status is 
more that of a spiritual being, but it is also burdened 
with destroying the enemies of Paradiso. While still 
considered amongst the lower classes of Angels, 
Beloved’s power is of a far higher order than that of a 
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Beowac | 15,000 HP Goo PPY 


“Witch Time Only, no Cowgirl Spin 


sons? 15,000HP A PEROS 


human, and even those with strong spiritual powers are 
seldom given the chance to meet this being. Excelling 
in combat, Beloved are known for brilliant exploits in 
demonic battles. A special water type Beloved appears 
in Chapter X, Verse 11 (5,000 HP, 500 Halos). 


Kick Stomp ole 200 400 600 


Turning Stomp ole 200 400 600 
Grab and Crush ele 100- 200- 300- 
death death death 
Backfist oje 300 600 300 
Quick Fist Pound oje 300 600 200 
Heavy Fist Pound ole 300 600 200 
Axe Drive e/e 500 1,000 1,500 
Shot o/e 500 1,000 1,500 
Meteor Storm ele 500 1,000 1,500 


This giant version of a Beloved is extremely rare. You will only en- 
counter one or two of them throughout the entire game. When 
they do show up, however, their massive size will always make 
their presence felt. 


Quick Fist Pound 

The Beloved will bend down and deliver a quick jab at the ground. 
This attack has a very limited range, so you shouldn't worry 
about getting hit. Ensure you Evade anyway, as the resulting 
shock wave will leave you Staggered momentarily. 


Heavy Fist Pound 

This punch is signposted by the Beloved rearing up and drawing 
his fist back before slamming it down on the ground. The punch 
itself is exactly the same as the quick version; Evade the punch 

just before it hits to nullify the Stagger effect of the shock wave. 


Axe Drive 

The Beloved will grasp his axe in both hands, before driving it 
into the ground in front of him. Prepare yourself as he is raising 
the axe, and Evade just as he swings it to activate Witch Time. 


Shot 

Watch out for when the Beloved puts down his axe! He will 
stand with outstretched arms before firing a shot from his fore- 
head. Evading this attack will not activate Witch Time, so the best 
course of action would be to Parry the beam to build up your Magic. 


Meteor Storm 

Beloved will plant his axe down and stand to attention, calling 
forth a huge barrage of meteors. As these projectiles rain from 
the sky, their impact points will be highlighted with glowing 
markers on the ground. Stay well away from these markers to 
avoid damage. 


The meteors will always materialise from behind Beloved, so 
you can turn this attack to your advantage by standing very close 
in front of him, using his body as a shield. As soon as Beloved 
activates the Meteor Storm, Jump up to his chest and keep at- 
tacking to hold that position. Performing a Barrage attack while 
Beloved is pounded by the meteors is a great way of racking up 
Combo Points while inflicting heavy damage: 
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BELO’ 


Type B and C Beloveds are the most common ones you will 
come across during the course of the game. Just because they 
are smaller than their giant cousin doesn’t mean they don’t pack 
an equally powerful punch, particularly as they will often show 
up in pairs. 


Axe Swing 

A single radial axe swing, this attack is capable of dealing heavy 
damage to both Bayonetta and any other Angels on the field 
20 01. Listen to the phrase the Beloved utters as he swings 
the axe. This audio cue is specific to this attack, so learn to 
recognise it as your cue to Evade or Parry. 


Red Hot Tip! Allowing Beloved to wildly swing his axe 
around the field will quickly clear out any other Angels in 
the vicinity. While this is great if you simply want rid of 
extra enemies, be aware that you will forfeit a great deal 
of Combo Points by allowing this to happen. 
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Axe Swing ele 500 1,000 1,500 
Overhead Axe Swing 500 1,000 1,500 
Kick Stomp 200 400 600 
Turning Stomp 200 400 600 
Grab and Crush 100 - 200 - 300- 

death death death 
Backfist oje 300 600 200 
Overhead Axe Swing 


The Beloved raises his axe above his head before slamming 

it down with devastating force. This attack can be Parried or 
Evaded in exactly the same way as the horizontal variation. The 
attack range of this technique is much narrower, but the overall 
speed is far higher, so pay close attention and move as soon as 
you hear the cue! 


Red Hot Note! Both of Beloved's axe attacks are each 
signposted by a very distinctive audio phrase. Listen closely 
to this sound and leam to associate each one with its re- 
spective attack. 


Kick Stomp 

Standing close to Beloved's left foot will activate a surprisingly 
fast kick attack. The Beloved will kick Bayonetta with his left 
foot before slamming it down. This is a 3-part attack; the initial 
kick, the stomp and the resulting shock wave all have damag- 
ing properties. The Beloved will roar just before the initial kick 
executes, so use this as your cue to Evade or Parry. Note that 
the frequency of this attack increases once the enemy enters 
the Enraged status. 


Turning Stomp 

Standing behind a Beloved will trigger it to turn around while 
stamping its foot. Evade or Parry in exactly the same way as 
the Kick Stomp. Evading the Stomp itself just before it lands 
will ensure that Bayonetta passes safely through the resulting 
shock wave. 


Grab and Crush 

If Bayonetta is in close proximity to Beloved, he will attempt to 
grab her >O 02. This grab attack can be executed regardless of 
whether you are in front of or behind the Beloved. Should you fall 
victim to this attack, very quickly shake and to break free of 
Beloved’s grasp and counterattack. Instant death awaits should 
you fail to break free of Beloved’s grip. 


Backfist 

While directly attacking the orb on Beloved's back, you will find 
yourself subjected to either a Grab and Crush or this massive 
Backfist attack. The Beloved will roar just before the Backfist is 
executed, and this is your cue to Evade! 


Stun 

After a sustained barrage of quick attacks, the Beloved will be 
knocked to the ground where he will remain immobilised for 

a brief period. In this state, the creature's defence is severely 
restricted, to the point that it can even be launched into the air 
20 03. While a Beloved is Stunned, it’s great fun to launch it 

r similar) a couple of times before blasting him 
or @@ - &! Watch out when the Beloved 
recovers from a Stun. He'll damage you by lashing out as he gets 
up, so make sure you Evade as he gets to his feet! 


CD Ó 


BELOVED D ATTACKS 


Beloved D is a special airborne version specialising in defence. 
This enemy is only encountered during the shooting sections in 
Chapter XIV. 


a o o 


Flame Round . 500 1,000 1,500 


The key 
to fighting Beloveds is keeping = 
up a constant string of Wicked 


Weave attacks. Stay within 

middle distance and concentrate 

on Evading the Axe Swing 

>C 04. Once you've activated 

Witch Time, attack with a power 

ful combo such as @@% & - & to Heel Stomp to Tetsuzanko, 
then immediately follow up with a @%&@ combo to unleash 
another Wicked Weave attack before Evading another Axe Swing 
and repeating the process. 


Angel Arm 

The Great Axe dropped by the Beloved is extremely effective 
when used against other Angels of his kind. When fighting more 
than one Beloved, the first one you kill will drop a Great Axe. 
Ensure you fire a shot with ™& to reset the Combo Timer before 
you grab it. Once you have the Great Axe in your possession, 
attack with an Aerial @ aimed at the remaining Beloved’s head. 
The Great Axe will rip downwards through his body and earn you 
very respectable Combo Points. 


Increase the Combo Multiplier! 

Upon activating Witch Time, Stand directly underneath a Be- 
loved and repeatedly execute the Shotgun Trap (see Advanced 
Melée Techniques). This attack will massively boost the Combo 
Multiplier, and just a few repetitions of this technique will Stun 
the Beloved, allowing you to earn massive points with a Barrage 
combo. 


Use a similar tactic as per the Normal 


and Hard difficulty settings but shorten your combos. Keep up a 


series of Wicked Weaves by performing short preset combos 
such as @%&@, and then mix in Heel Stomp and Tetsuzanko to 
fill the gaps. Parrying an incoming Axe Swing will Stagger 
the Beloved just long enough for you to complete a @&@ 
combo. Follow this up with a Heel Stomp or Tetsuzanko to 
keep the flow going. 


Red HotTip! The Shotgun Trap will still massively boost 


the Combo Multiplier even when Witch Time is not available. 


After Parrying a strike to Stagger a Beloved, rush directly 
underneath him and execute as many repetitions of the 
Shotgun Trap as possible before Evading his next attack. 


Gigaton Action! Upon depleting the life gauge of a Belov- 
ed, you will be given the opportunity to perform a Gigaton 
Attack. Press @+% when the “Climax” prompt appears, and 
Bayonetta will summon the Infernal Demon Gomorra. Rap- 
idly tap =% to increase the intensity of Gomorra’s chomping 
and the value of the bonus rewarded. 
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WAVE 


“When combined to variant J 
**Variant Beloved: 1,500 ***Witch Time only, no Cowgirl Spin 


It can be said that Braves are capable of carrying God 
upon their shoulders. Moving in groups of three, each 
Brave wears the halo of the Second Sphere Powers upon 
its head; when necessary, however, Braves can combine 
three of their bodies into one true form, a First Sphere 
Cherubim. 


Boasting the most brute strength of all the inhabitants of 


Paradiso, an unknown number of evils have faced judge- 
ment at the hands of Braves. 
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Hammer Swing 

This is exactly the same technique as the Beloved’s Axe Swing. 
The difference here is speed, since the War Hammer is smaller 
and lighter making for a slightly faster attack speed. 


Kick Stomp 

Due to the smaller size of the Braves compared to the Beloved, 
this version of the Kick Stomp is much faster! No Witch Time 
activation is possible via this attack, but you should still Evade as 
soon as you see the Brave move. 


Turning Stomp 

The Turning Stomp activation is triggered by you standing behind 
a Brave. Again, this is the same attack used by the Beloved, 
except faster. 


Jumping Vertical Swing 

This attack is usually executed when you are completely out of 
the Brave’s Hammer Swing range. He will leap directly at you be- 
fore crashing his hammer down. Start Parrying well in advance, 
or Evade immediately. 


Henshin! 

A troop of Braves are capable of combining and transforming into 
a bigger enemy (similar to the Beloved) at any point during battle. 
When combining, the Braves will first strike a pose +0 01; if 
they miss-time their posing, the Henshin will fail. It is only when 
they strike a pose at the same time or within a brief moment 

of each other that the Henshin will complete. Once a set of 3 
Braves combine, they will transform into a lightning-fast Cheru- 
bim, with increased attack power! 


The key is to stay on the move 

= when fighting Braves. Attack in 

the same manner as you would 
Wicked Weave combos, such as 

)&@. Each time you execute 

immediately to dodge any incoming Hammer Swings, then start 
another short sequence. Fill any gaps with Heel Stomp or Tetsu- 


the Beloved, but use short 
N l a Wicked Weave attack, Evade 
zanko Wicked Weave attacks to keep the pressure on. 


The tight formation of the Braves allows you to make effective 
use of Shuraba's Wicked Slice > 02. The high damage of this 
strike may make it difficult to achieve a good grade, however. If 
you want to increase the Combo Multiplier quickly, the Shotgun 
Trap works wonders — use this technique when the Braves are 
combining or after a Witch Time activation. 


Allowing the Braves to combine into a Beloved is a great oppor 
tunity to score big, but the increased attack power of this variant 
Beloved adds a significant risk >O 03. As with the Braves, keep 
the pressure on with short combos to activate frequent Wicked 
Weaves. 


HRD CMX 
Hammer Swing ee 500 1,000 1,500 
Kick Stomp ole 200 400 600 
Jumping Vertical Swing* ele 500 1,000 1,500 
Henshin -/- -/- -l- -l- 
Turing Stomp ole 200 400 600 
Overhead Axe Swing ele 500 1,000 1,500 
Grab and Crush** @/e@ | 100-death 200-death | 300- death 
Backfist** ole 300 600 900 


*Only used before combining into a Cherubim 
**Only used after combining into a Cherubim 


Note: Damage values for common attacks increase by 150% when a set of Braves 
combine into a Cherubim. 
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PIANETI 


Decorations 


With limited spiritual powers, this Angel is 
ted comparatively frequently within the physi-% 
cal, human world. Dears, with their dignified 

faces, are surrounded by the countless childlike 


faces of their Decorations. Capriciously firing pew | 1,500 HP Q ' Se- | 
arrows, they are often mistaken for Cupid. It is = Ee 
said that one of their arrows, shot through the Decorare OTS Q d LA = 

heart of a believer, can be as infatuating as the ete | 1,500/250 HP Ao © r  -| 


goddess of love. 


DEAR ATTACKS 


Energy Ball 

With a fiery red glow, the Dear’s face will hideously split out- 
wards and fire out a ball of energy. Parry this projectile to deflect 
it back at the attacker, or Evade at the last instant to activate 
Witch Time. >20 01 


NML HRD CMX 


accompanied by a bright glow, before charging at you with a 
Tackle spinning attack. Evading this attack will activate Witch Time, 
The Dear will rear up and emit an “energy charge” sound effect so keep an eye out for that glow and be ready to dodge. 


DECORATIONS ATTACKS 


Tackle 

The attack cue is a little “bell chime” sound effect, which sounds 
just as the Decoration is about to strike. Get out of the way as 
soon as you hear this sound. The attack range is limited, so simply 
moving a short distance away will cause the Decoration to miss. 


shake + and # to release its grasp. Note that the escape method 


Bite used when you shake out of the Bite attack is dictated by your 
Signified by a “heeheehee" sound effect, the Decoration will currently equipped Hand weapon. Shuraba, for example, will 
quickly float towards Bayonetta and grab hold of her. Quickly activate a wide range slicing attack after escaping 
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DEAR & DECORATIONS ATTACKS 


Energy Shield 
When facing a complete Dear & Decorations set, the Dear will 
often throw up a large transparent shield, which will greatly in- 


Pech | Wd NML HRD CMX 


Energy Shield -l- - - - 
Energy Ball ele 300 600 900 


3 phim i Homing Energy Ball o 200 400 600 
crease its defence. Breaking down this shield should be your first ae = = fs 20 r =) 
priority when facing these enemies. The Bullet Climax with the nia Random s/o 120 240 360 
Onyx Roses equipped will tear down the shield in no time. =) 02 ana zje * = = 


Homing Energy Ball 

The Dear & Decorations set will arrange themselves in a circular 
formation with a yellow glow. They will then fire a yellow energy 
ball, which moves faster than the standard version and has an 
added homing ability. Simply dodge to activate Witch Time, or 
Parry to nullify the attack. 


Airstrike (Dear & Decorations complete set) 
Dear can command his Decorations to fly out and attack using 
2 different strategies: 


@ Surround: The Decorations will form a perfect ring around 


@ Random: The Decorations will settle into a loose formation 
around Bayonetta's immediate location, before randomly 
launching themselves at her. Each individual Decoration will 
emit a “bell chime” sound effect before launching itself, and 
you can use this effect to time your Evades. 


Summon 

Once you have managed to destroy a Dear's formation of 
Decorations, it will eventually start rapidly flipping its face open 
>20 03. This signifies that it is calling a replacement formation. 
Once it has summoned a new batch of Decorations, it will once 
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Bayonetta. The attack is signposted by a “bell chime” sound 
effect. Evade as soon as you hear this sound to activate 
Witch Time. 


again throw up its Energy Shield and resume attacking. 


Panther Punt 

Concentrating your gunfire on a single Dear or Decoration will 
eventually Stun the creature and leave it immobile on the ground. 
Get in close and hit @+%& to activate Dear & Decoration’s Punish 
attack! Rapidly tap W while Bayonetta charges up a massive toe 
punt. Use the + and @ to take aim, and then blast the creature to 
it's doom. Once kicked, the creature becomes a powerful projec- 
tile attack, which will damage anything in its path. >O 04 


Bullet Climax works wonders 


especially with the Onyx Roses f i il 2 


against this enemy type, 


equipped. If you are faced with a 
set of shielded Dear & Decora- 
tions, simply activate the Bullet = 
Climax at close range to quickly 
break down the shield and totally destroy them. When facing a 
group of free Decorations, listen out for a “bell chime” sound 
effect and Evade as soon as you hear it. 
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An Angel shaped like a cartwheel. The impetus behind 
this fateful form was the Creator's desire to craft an Angel 
designed to compel humanity to continue its struggle and 
feel no satisfaction at surpassing others. 


Enchants protect the field of God from human encroachment 


and are further responsible for passing communications to 
Paradiso and correcting the trespasses of humanity. 
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Charge 

Each of the Enchant's attacks has a very distinctive cue, and 
learning to recognise these is the key to a stylish victory. The 
Enchant will stop moving and roll on the spot like a wheel while 
gathering flames; Evade or Parry as the Enchant charges straight 
at you. 


Jumping Tackle 

This overhead attack is signalled by the Enchant again stopping 
its movement, but this time it will spin around on its axis. Evade 
to the side as soon as the attack executes to negate the risk of 
being struck as the creature leaps, To Parry this attack, stand a 
little distance away from the Enchant and just before the Jump 
executes, press YẸ then repeatedly tap @ directly at the enemy 
for a mid-air Parry. 


Flaming Wagon 

The Flaming Wagon allows the Enchant to increase the area of its 
Charge attack. The creature will first stop moving and split in two, 
pausing for a moment as it gathers its flames. Evade in the same 
way and with the same timing as the Charge, then press Ẹ to 
dodge safely as soon as the enemy charges or Parry directly at 
the Enchant to Stun it. >20 01 


Energy Ball 

The Enchant can also act as a stationary cannon. Attaching itself 
to any solid surface, the creature will first emit a “charging” 
sound effect, before firing an energy ball directly at Bayonetta. 
This is a fairly slow-moving projectile, so when you hear the 
charging sound, back away and Evade the ball to activate Witch 
Time. As with all projectiles of this type, it is worthwhile Parrying 
the ball back at the attacker to increase the Combo Multiplier. 
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Charge ese 100 200 300 
Jumping Tackle e/e 100 
| 100 200 300 

200 400 600 


Energy Ball 


_— —~e : 
Enemy Behaviour 


Holding ™% to fire at an Enchant will slow its movement. If you're 
having trouble landing striking attacks, fire a volley with "® while 
moving into position before attacking. Repeatedly firing the 
Shotgun Blasts of the Onyx Roses from a distance (or via Bullet 
Climax) will eventually Stun an Enchant, and while it is Stunned 
you can either pick it up or attack it with a combo. 


Giant Swing 

Parrying any of the Enchant's attacks will leave it totally Stunned. 
From here, Bayonetta can pick it up and swing it round wildly 
before throwing it to its death >O 02. Once you have Parried an 
attack and the Enchant lies Stunned, press @+% to pick the crea- 
ture up. Now use quickly to spin round, moving the camera 
freely before pressing an attack button to fling the Enchant to its 
death. 


Coming into contact with an Enchant while Bayonetta is swinging 
spells instant death for any other Enchant on the field. Furthermore, 
while spinning in this way, Bayonetta is completely invulnerable 
to any projectile attacks. To top it all off, any Enchants caught in 
the path of the one you've just thrown out of the swing will also 
die instantly! 


The Onyx Roses are a fantastic 


weapon to use against this = SA Q 
enemy. Make sure you pay heed 

to the various attack cues as 

you concentrate on attacking 

with Shotgun Blasts at point 

blank range. The low HP of 

these enemies make it tricky to score big points from them, but 


point blank range Shotgun Blasts score very respectable Combo 
Points. 


If you're fighting in a very enclosed area against a large number 
of Enchants, a good strategy is to activate a shield with Pulley’s 
Butterfly and charge straight in. Get right into the heart of the 
group, Parry an incoming attack to Stun an Enchant, and then 
grab it and swing it around to wipe out any Enchants who get in 
the way. 


Red HotTip! The Shotgun Trap (See Advanced Melée 
Techniques) works wonders against the Enchant, should 
you want to go for bigger scores. 
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Fames | 10,000 HP Qo * 


*Witch Time or armour destroyed, no Cowgirl Spin 


A Virtue charged with the administration of miracles, 

it is wrapped in flames when appearing in the physical 
world, a power emblematic of its courage. A torrent 

of flame blazing as bright as the sun, these flames 
become the light that burns away darkness from those 
who receive the graces of Fairness. However, for those 
out of the Angel's good graces, they are the fire and 
brimstone of destruction. 
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“Witch Time or armour destroyed, no Cowgirl Spin 


Fearless are classified as Dominions, the fourth rank 
amongst the hierarchy of Angels. Controlling the 
lightning feared by many as the instrument of divine 
justice, Fearless make known the majesty of God to 
the masses. 


Almost all of the naturally occurring lightning in the 
world is a result of the actions of these Angels. It is 
said that divine wrath against gluttons is released in 
the lightning’s flash as the thunder signals heaven's 
roar. 


Spike Wheel 
Gk then (ie 


FAIRNESS ATTACKS 


Fireball 

its front paws down before firing a single Fireball. Evading this 
attack just before it hits will activate Witch Time. It is far better, 
however, to Parry the projectile back at the enemy to increase 

the Combo Multiplier. 


Scream 

Fairness will let out a terrible scream, which will cause Bayonetta 
to become Stunned momentarily. The attack is signposted by 
Fairness planting his front paws down, so Evade as soon as he 
does this to pass through the disorientating sonic waves. Getting 
caught by the Scream attack will not damage Bayonetta, but it 


Tail Stab 

Fearless will hop backwards into a low stance, and strike with his 
tail like a scorpion. Evade as soon as Fearless assumes this low 
stance. There is very little space between the initial animation 
and the attack activation. 


Stalking Tail Stab 

Fearless will slowly stalk with its tail spinning in the air. The spin 
rate and buzzing sound intensity increases, accompanied by a 
flash of light just before the tail strikes. Evade as soon as you see 
the flash of light or hear the audio cue. Alternatively, blowing him 
a @ kiss while he’s stalking will deactivate the technique. 
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Fireball ele 200 400 600 
‘Scream 0/0 Stun Stun Stun 


will leave her Stunned. Shake + and to regain the ability to 
move. 


Red HotTip! Even when Stunned by this sonic attack, 
Bayonetta is still able to Parry. The Fairness will often launch 
a Fireball once Bayonetta is Stunned, so even if you don’t 
break free in time, Parry anyway! 


Poche | WPA o cmx 
Tail Stab ele 100 200 300 


Stalking Tail Stab ele 100 200 300 
Beam Attack ole 400 800 1,200 


Red Hot Tip! As the tail will most likely be off screen before 
the attack, it is far more effective to learn to read the buzzing 
audio cue emitted just before the strike. 


Beam Attack 

Fearless will stop moving and fire a beam of light from his 
mouth. Either Evade through this attack as it sweeps across, 
or Parry directly at Fearless to nullify the damage. 


Mad Dash 

With a grunt, the creature will charge at you like a raging bull, 
crashing blindly into anything in its path. The trick here is to allow 
the Fairness or Fearless to smash into a wall, so Evade out of the 
way allowing the creature to run straight past and hit a solid wall 
>C 01. This will Stun the enemy, giving you freedom to attack as 
you like. 


Claw Swipe 

The Claw Swipe is used when you are within close proximity of 
either of these Angels. Attacking with a heavy barrage of strikes 
will trigger the Fairness or Fearless to attempt to break through 
with a Claw Swipe. Always be ready to Evade if one of your at- 

tacks is blocked. 
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Mad Dash ole 400 800 1,200 
Claw Swipe ele 100 200 300 
Tuming Claw Swipe ele 100 200 300 
Bite Attack ele 400 800 1,200 
Rolling Bite Attack ele 400 800 1,200 
Leaping Bite Attack ele 400 800 1,200 
Warping Bite Attack ele 400 800 1,200 


Turning Claw Swipe 

This variation of the Claw Swipe is executed when you are to the 
side or behind one of these Angels. The Angel will turn his body 
and grunt just before striking with his claw; Evade at this precise 
moment. 
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Bite Attack 

This blindingly fast Bite attack is quite possibly the most terrifying 
move in arsenal of this Angel type. The attack itself is incredibly 
quick; you must ensure that you learn to recognise the attack 

cue to Evade safely. The cue is a bright flash of the creature's 
halo >20 01. Evade the instant you see this effect, as the timing 
between the cue and attack is extremely tight! 


Red Hot Note! When the creature's facial armour is de- 
stroyed, the visual cue will switch to a flash of its eyes 
instead. 


Rolling Bite Attack 

The Angel will roll through the air and pounce with an overhead 
Bite attack. This attack is usually executed when you are within 
middle distance of Fairness or Fearless, just outside physical 
striking range. Upon activation, it will leap into a forwards somer 
sault, so Evade or Parry it this moment to stay safe. 


Leaping Bite Attack 
This variant of the Bite attack will be activated should you take to 
the air. As Aerial combos are ineffective against this enemy type, 


it is advisable to stay on the ground to avoid the risk of being 
caught in this lightning-fast technique! 


Warping Bite Attack 

Usually activated when you are out of physical striking range, 
these Angels will leap through a portal to reappear behind you 
to deliver a Bite attack. Be sure to Evade as soon as you see 
the Angel disappear into the portal 


RNESS & FEARLESS STRATEG 


[NORMAL AND HARD EEE 
Di) (od G to learn the attack cues of these 
Angels, as it is possible to acti- 
vate Witch Time very frequently 
from their attacks. Once you've 
activated Witch Time, attack 
with a Barrage combo and then 


end the sequence with as many instant Wicked Weaves via Heel 
Stomp, Tetsuzanko and Witch Twist as possible. 


Group Strategy 

When fighting a group these Angels, an easy way to achieve 

a high score is to save the Fairness until last. Once you have 

a single Fairness remaining, move into middle distance and 
Taunt. With the Fairness now Enraged, he will repeatedly use 
the Fireball attack; simply deflect each Fireball with a Parry to 
increase the Combo Multiplier. Keep your distance and hold 
Taunt between Fireball activations. If the Fairness goes for the 
Mad Dash, Evade, and then attack with a Barrage combo before 
backing away to middle distance again. 


If there's one situation you can rely on, it's 
knocking this enemy type over with a Wicked Punch or Wicked 
Heel. As these enemies mostly work in pairs or more, single one 
of them out and blast it far away from the others. The important 
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fact to note is that it is much harder for these creatures to de- 
fend once they've been blasted away and knocked to the ground. 
Open the battle by blasting the opponent away with a Wicked 
Punch, Wicked Heel or a Tetsuzanko. 


After taking a Blast-type attack, the Angel will fall to the ground. 
Immediately pursue and continue the assault with a @@& t t 
combo. If you're quick enough, the Angel will not be able to get 
up and defend against this combo in time, and you will score an 
easy pair of Wicked Weaves. The second Wicked Weave attack 
of this combo sequence will blast the enemy away again, so you 
can repeat the process and activate a Torture Attack once your 
Magic is sufficiently charged. 


Red Hot Note! To ensure that Fairness or Fearless can- 
not defend against this combo, ensure they are flat on the 
ground before commencing the attack. 


If you want to score heavier damage after each Knockdown, 
perform the @@@®®® combo as soon as the enemy is 
floored. It will get up by the time you enter the kick sequence 

of the combo, but it is possible to connect the Wicked Weave 
finish before the enemy is able to react. Just to be sure, re- 
peatedly Parry towards the enemy as you perform the kick 
elements of the combo to negate the risk of being attacked. 


coem | 10,000 HP Aso 7 


Long ago, to protect their homeland from invasion, 
the Umbra and Lumen came together to develop a 
giant weapon. Only the Lumen and Umbra knew the 
secrets to controlling its enormous form, causing it 
to transform into monsters capable of attacking foes. 


The Golem, as they called it, would become more 
powerful depending on its master’s strength. The 


Golem’s control centre is its core, which receives the 
orders from its master. The weak point of the device, 
however, is that no weapon is capable of destroying it. 


Numerous Golems were constructed to prepare for 
war, but were secreted away in another dimension. 
Now, even 500 years after the destruction of the two 
clans, Golems remain hidden away, but still under 


their master’s orders. 
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Crush 

The Crush is only used when the Golem is within very close 
range of its target. Transforming into a huge pair of arms, it will 
clap its hands together in an attempt to crush its prey. Evading 
just before this attack strikes will activate Witch Time, and give 
you a chance at attacking the Golem’s core. 


Pummel 

This time the Golem will deliver a pair of powerful punches, so 
you have two chances to activate Witch Time. If you dodge the 
first punch too early, dodge again immediately afterwards to get 
another chance on the second punch. >) 01 


Red HotTip! For both the Crush and Pummel attacks, you 
can safely defend by Parrying directly towards the Golem. 


Dragon 

The Golem will take the form of the demon dragon Gomorrah and 
will carry out a Bite attack. This attack actually comes in two parts; 
if the Golem misses the first Bite attack, it will immediately follow 
up with another, so always be ready to Evade a second time! 


Crow 

When its target is well outside physical striking distance, the Go- 
lem will take the form of the demon bird Malphas and will launch 
itself at you. Evading this attack will not activate Witch Time, 

so don't worry about trying to dodge at the last moment. If you 
want to Parry this attack to build up your Magic, jump just before 
the strike hits while Parrying directly at the Golem. 


Crow - Tornado 

Another attack activated when its target is out of striking range 
is a pair of tornadoes courtesy of the powerful wing beats of the 
Malphas form. Evade outwards of each vortex or Parry by tap- 
ping 6 directly ahead. 
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Crush [ese | 400 | 800 | 1,200 
Pummel ele 400 800 1,200 
Dragon ele 400 800 1,200 
Crow ole 400 800 1,200 
Tornado ole 300 600 900 
Centipede ele 400 800 1,200 
Spider Slam ele 200 400 600 
Spider Fireball ele 400 800 1,200 
Centipede 


At close range, the Golem will transform into a likeness of the 
centipede demon Scolopendra, and whip around in a wide coiling 
motion. As the body of the centipede is so long, Evading any- 
where near its body will score you a Witch Time activation. Once 
you've activated Witch Time, attack with long distance Wicked 
Weaves via the Tetsuzanko or Heel Stomp techniques. 


Spider 

Taking on the form of the famous spider demon Phantasmara- 
nae, the Golem will launch itself into the air and come crashing 
down right on top of you. Keep an eye on the shadow and Evade 
just before the spider lands to activate Witch Time. Alternatively, 
keep Parrying directly ahead to block the attack. 


Spider - Fireball 

The second instance of the Golem will often use this attack 
when you are out of striking range. The Golem will transform 
into a spider form and launch a single Fireball. The best way to 
deal with this attack is to Parry it back to increase the Combo 
Multiplier. If you choose to Evade instead, Evade close to 
activate Witch Time, and then attack with a Heel Slide while 
holding W to plant a Durga Damned Soul. 


[NORMAL AND HARD Mate 
the Golem’s long distance at- 
tacks and get in close, forcing 
the Golem to rely only on its 
short range attacks, such as 


the Pummel and Dragon. Evade ş fa E 
any of these attacks to activate 


Witch Time, then attack the exposed core directly with a Barrage 
combo. The quickest way to get into striking range of the core 

is to activate the Umbran Spear technique to instantly zap into 
position. Perform your Barrage combo, then Evade outwards and 
hold Taunt to sustain your combo before repeating the process. 


Get in close to the Golem and perform a 
constant string of After Burner Kicks, holding ® on each one to 
activate a Durga Damned Soul +0 02. To defend against Golem’s 
attacks, simply keep tapping @ directly at the core to Parry any in- 
coming strike. The only attack you need to manually Evade is the 
Centipede. Once you see this form, Evade away from the Golem 
then keep tapping Ẹ to activate Bat Within should you take a hit. 
The Durga Damned Souls will eventually Stun the Golem. Attack 

the core with a Barrage attack then repeat the process. 
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“Witch Time or armour destroyed *Witch Time or armour destroyed 
Grace, draped in flame, and Glory, controller of light- tle with their giant, claw-like weapons being symbols 
ning, are the twin escorts of the Creator. They share of their ferocity. Humanity recognises the increased 
a wild disposition, and are often depicted as gods of spiritual power of twins, a power that comes from the 


war, heroically leading the soldiers of Paradiso into bat- blessings of Grace and Glory. 
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Flaming Vortex . 100 200 300 


Flaming Vortex 

Activated when his target is out of striking range, Grace will rap- 
idly spin while emitting intense flames from his claws. The wide 
striking range of this attack makes it an easy way to activate 
Witch Time, simply press Ẹ anywhere near this attack (even 
from behind) to slow time and score a combo chance. 


Red HotTip! If you have enough distance between you, try 
blowing a kiss with @ to stop Grace’s Flaming Vortex attack 
dead. 
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Ground Shock ole 50 100 150 
Drill Attack ele 400 800 1,200 
Slingshot ele 400 800 1,200 
Ground Shock 


The Glory will clap its claws together before slamming them into 
the ground. A high voltage charge will radiate outwards from this 
point >20 01, crawling up walls and over any other surface until 
it dissipates, The best way to counter this technique is to equip 
Durga on Bayonetta’s feet in Lightning mode. This configuration 
renders Bayonetta completely invulnerable to the Ground Shock. 


Drill Attack 

From middle or long distance the Glory will dive into the ground, 
tunnel through and then explode upwards with a powerful Drill at- 
tack +0 02. Evading this attack is a matter of watching the attack 
animation and listening out for the audio cue; there is a ‘whining’ 
sound emitted when the Glory begins to tunnel. Evade just after 
this sound to activate Witch Time. 


Slingshot 

While outside its claw striking range, the Glory will first extend 
and secure its claws in an 'X’ configuration. A visual effect will 
appear around its body as it briefly accumulates power before 
launching itself directly at you. The Slingshot attack is capable of 
tracking Bayonetta's position as she moves. Evade just before 
this attack hits to activate Witch Time, or Parry by tapping © 
directly at the incoming Glory. 
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Claw Combo 

This stunning 5-hit Claw combo is both a blessing and a curse. 
While the large number of strikes makes it a formidable attack, 
it also makes it an easy target for Witch Time activations. Learn 
to recognise the initial animation of this technique, or stay on 
the move by Evading pre-emptively to dodge any of the strikes 
and activate Witch Time. When playing Non Stop Climax, it’s 
more effective to Parry the opening strike by repeatedly tapping 
@ towards the opponent, and then opening an attack sequence 
while the enemy is Staggered. 


Overhead Claw 

The Angel will swing his claws down from overhead and slam 
them down directly in front of him. Evade as soon as you see 
the Angel spread its arms out just prior to striking. Parrying at 
this point is also effective, but unless timed to perfection you 
will miss out on a Witch Time activation. 


Aerial Rave 

An Uppercut followed by a blinding 3-hit Aerial combo. Learn to 
recognise the initial attack animation, and Evade as soon as you 
see the Angel draw its arm back. Be aware that the Aerial combo 
portion of this attack can be executed as a standalone technique. 
Watch out for the short hopping version of the Uppercut these 
Angels sometimes attempt. This will lead into the remaining 2 
hits of the Aerial combo if connected. 


Enemy Behavio' 


This enemy behaviour routine dictates that once you have singled 
out a Grace or Glory, its comrades will only use long range at- 
tacks as you battle, but just as long as you keep your distance. If 
you are going to single out one of these enemies, select a Grace. 
While you busy yourself with a Grace, the Glory waiting in the 
wings will be limited to using the Ground Shock, Drill Attack or 
Slingshot, all of which you can easily see coming. >20 03/04 


Air Defence 

The Grace and Glory Angels have an incredible defence against 
Aerial combos. Once launched, they can easily flip out of any fur 
ther strikes you attempt to add to the sequence. Some devious 
trickery is required to score Aerial strikes against this enemy type 
(see the Gracious & Glorious strategy section). 


Wake-Up! 

Knocking a Grace or Glory to the ground will leave it immobilised 
for a very brief moment. Once it has recovered, it will violently 
thrash its claws around as it gets to its feet. Beware of this 
animation! The best way to deal with this is to not let it happen 
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Claw Combo ele 200x5 | 400x5 | 600x5 
Overhead Claw ele 400 800 1,200 
Aerial Rave Ist hit ele 400 800 1,200 
Aerial Rave 2nd hit ese 400 800 1,200 
Aerial Rave 3rd hit ele 200 400 600 


Aerial Rave 4th hit ele 400 800 1,200 


in the first place. Always follow a sweep attack with a Launcher 
to eliminate the Wake-Up. 


Counter-attack! 

When striking head-on with physical attacks you run a high risk 
of your attack sequence being stopped dead by a Parry. A Grace 
or Glory will randomly execute a claw attack directly after a 
successful Parry. Use this nuance to force the action; Evade the 
anticipated attack to activate Witch Time. 


Parry Pause 

Stopping any claw attack with a Parry of your own will cause the 
Grace or Glory to momentarily stop moving. Use this opportunity 
to open an attack sequence of your own. Alternatively, simply 
blast the enemy away with a Tetsuzanko. 


GRACE & GLORY ST 


NORMAL AND HARD ke note 
(al Q of the listed attack cues and 

Evade an incoming attack to 
S activate Witch Time. Attack your 


target with a powerful combo, 
such as @@@& &&, and go 


for the Torture Attack as soon as 


you can afterwards. Hold Taunt to keep the combo active while 
you wait for the next chance to Evade, then repeat the process. 


L Please refer to the strategy for Gracious 
& Glorious, as the attack patterns and behaviour of these Angels 
are identical to Non Stop Climax Grace & Glory. 
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Within the nine ranks of the Angelic hierarchy, the 
highest ranking Seraphim are charged with govern- 
ing the love and zeal for the Creator. The pure white 
armoured Gracious and the black armour-clad Glori- 
ous are often sighted in pairs; however, their existence 
itself remains legend, subject to rumours of varied 


cious 7,500 HP Goo? PE = 


*Witch Time or armour destroyed 


veracity. Supposedly gifted with incredible godlike 
powers, there are no records of Gracious or Glorious 
appearing on the battlefield of evil; however, it is said 
this is because a mere taste of their power is enough 
to destroy the world, devastating all its path — both the 
record and the record keeper. 


GRACIOUS & GLORIOUS ATTACKS 


The “godlike power” the Gracious & Glorious twins possess is 
the ability to resist Witch Time. Evading Gracious & Glorious's at- 
tacks will not activate Witch Time, so the only way to slow time 
against these powerful Angels is to score a Perfect Parry. If your 
timing is impeccable, you can make short work of these enemies 
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by activating a Perfect Parry, and then attacking hard with a 
Barrage combo. In terms of behaviour, attack types and attack 
habits, however, these Angels are identical to the Grace & Glory 
pair you have already faced, so you can refer to their section for 
information on specific attacks. 
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GRACIOUS & GLORIOUS STRA 


As the Gracious & Glorious pair 
= are so unpredictable, you will 
need to quickly apply different 


strategies depending on the 

situation. Instead of offering an 

exact killing method, we will 

instead list important techniques 
you can switch between, depending on what these Angels are 
up to. 


While dealing with these enemies it is always best to separate 
and focus on a single one. Keep the attacking behaviours in mind 
while you apply the following methods: 


Basic Striking 

The Onyx Roses are a simple but effective way of keeping this 
Angel type under control. Hold @ after each successive strike to 
apply a Shotgun Blast, momentarily Staggering the enemy as you 
land each hit of your @ combo sequence. It is also very useful 

to employ Advanced Dodge Offset to access Wicked Weave 
finishing strikes; activate Beast Within while holding your combo 
position, single out a lone enemy and then let him have it! 


Sweep Trap 

Single out an enemy and execute an Uppercut. Proceed with 
88%, followed immediately by GAG% t. G. Repeat 

this process for as long as you are able. As the enemy cannot 
escape this sequence, you may want to hold the ® inputs of 
QAAL -A to activate a Durga Lightning Pulse before activat- 
ing the Wicked Uppercut and repeating the sequence. 


360 Trap 

Durga (Feet) is very effective against this enemy type. Not only 
does it offer defence against Ground Shock attacks, but it's also 
capable of rendering these Angels completely immobile. 


The Element Change P+% with Durga cannot be blocked by 
these Angels. If you look closely, the attack acts almost like a 
vacuum, trapping the enemy within the fire/lightning vortex. If 
you keep the attack animation continuous by activating each suc- 
cessive Element Change at just the right moment, you can trap 
an entire group of these Angels until their life expires. The easi- 
est way to execute this technique is to Parry an incoming claw 
attack, and then immediately counter with the Element Change. 


Please see Advanced Melée Techniques for full details of the 
Durga Element Change Trap. 


Red HotTip! Executing this technique as a Gracious or Glo- 
rious spawns onto the field is a guaranteed way of inflicting 
as much damage as you like without any resistance. 


Easy Freeze 

A slight variation of the 360 Trap technique is to set up a situation 
for a guaranteed Freeze while wearing Odette. Simply Parry an 
incoming claw attack and immediately follow up with P+W. 
Repeat this sequence once more to encase the enemy in ice, 
leaving you free to land something devastating. 


Parry Bomb 

Once again, a successful Parry is the doorway leading to a nice 
little attack chance. After Parrying any claw attack, perform a 
Heel Slide with Durga and hold & to activate a Damned Soul 
or Lightning Pulse. The Heel Slide will line up beautifully as the 
enemy recovers; right on top of the bomb! 


Aerial Trick 

The aerial defence these enemies possess is amazing, but not 
entirely impregnable. Instead of aiming an Aerial combo directly 
at the enemy and allowing him to escape easily, here we will set 
up a situation that causes the enemy to fall into an Aerial combo. 
Launch an opponent with an Uppercut, and immediately follow 
up with a pair of rising After Burner Kicks in quick succession. 
The enemy will defend against the After Burner Kicks, but will 
still be launched upwards by the impact. Now, at the top of the 
second After Burner Kick, execute @ fe. The Angel will 
fall into the path of each (Ù~ Attack exactly as it executes, allow- 
ing you to score a pair of Fire or Lightning attacks high in the air 
and out of reach of other enemies on the field. 


Red Hot Tip! Should the situation allow, close this se- 
quence with a final & press to activate a Wicked Weave 
finish. 


Long Range Slice 
Once you have sufficiently raised the Combo Multiplier through 
fighting, you may find yourself needing to simply get rid of a pack 
of these Angels. In that case it will be very effective to employ 
the Advanced Dodge Offset with Shuraba, as the wide sweeping 
effect of the Wicked Slice attack is perfect for cutting down a 
whole group of these enemies. Offset @’ is the easiest 
and most effective combo to use here. 
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Within the Second Sphere Dominions, whose name 
imparts feelings of control, sovereignty and governance, 
the Angels named Harmony stand as a special symbol 
of peace. When appearing in our world, it is said that hu- 
mans experience their presence as an auroraesque light; 
however, when viewed from Purgatorio, one would see 
Harmony embracing humans within their outstretched, 
fin-like wings. Often pictured holding a trident and float- 
ing through the skies, Harmony are tasked with defence 
of the heavens, even within Paradiso itself. 


ATTACKS 


Tail Stab 
The Harmony’s body will electrify, accompanied by a metallic 
scraping sound. This is the attack cue, which precedes a single La 
piercing Tail attack. The key to fighting this enemy type is to [em come 
watch and listen for the audio and visual cues and Evade as soon PASMirsgsrey 
as you hear the sound effect to dodge safely and enter Witch Tail Uppercut 
Time. Tackle 

Holy Water 
Tail Combo Holy Water Bom 


The Tail combo consists of 3 hits, each of which is a quick swing Holy Water Barrage* 
of the creature's sharp tail, and each one can be used to activate 
Witch Time via an Evade. As with the Tail Stab, the body of the 


rcut, 9 hits as a standalone. 


*7 hits after Up 
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Harmony electrifies just before it strikes. Use this visual cue as a 
means to judge an Evade and activate Witch Time. 


Tail Uppercut 

The Harmony will perform a back-flip and send Bayonetta flying 
into the air with its tail. From there it will fire a barrage of water 
shots, which will pin Bayonetta on the spot as they strike >20 01. 
Once again, the flash of electricity is the most obvious cue that 
this attack is coming. Evade as soon as you see this visual cue 
to activate Witch Time and stay safe. Should you find yourself 
caught by the Tail Uppercut, either Evade out of the line of fire or 
Parry back the shots to increase the Combo Multiplier. 


Tackle 

The Harmony is introduced to you via this attack; the creature 
simply flies as fast as it can to collide with its target and inflict 
damage. This attack is not used very often; a Harmony will usu- 
ally only choose to employ this skill when Bayonetta takes to the 
air or is too far away for a Tail attack. 


Holy Water 

A Harmony’s attack arsenal is not limited to Tail attacks; it can 

use its divine power to create spheres of pure water to use as 
projectiles >O 02. From a distance a Harmony will draw a white 
glowing aura into its hands before unleashing a trio of water orbs. 
Evading close will not activate Witch Time, so give yourself plenty 
of space and stay clear. 


All Difficulty Settings 

The trickiest thing about fighting 
Harmony Angels is the fact that 
they always float in the air. This 
makes combo attacks difficult, 
as they have no traction; they're 


easily knocked away while =) f G 
combo strings are performed. 


So to score good Combo Points, you'll need to leave big multi-hit 
combos aside. Instead, employ Torture Attacks to get your hands 
on the Chainsaw Angel Arm. 


First you need to build up your Magic, so select a Harmony and 
Long Taunt it. The creature will become Enraged and fall to the 
ground. Continue to Taunt for as long as possible and then attack 
with gunfire (Scarborough Fair’s Hold function works well if you 
employ Dodge Offset). Once your Magic is full and the Harmony 
is on the brink of death, apply a Torture Attack. Now that you 
have the Chainsaw Angel Arm, select a non-Enraged Harmony 


Holy Water Bombs. 

Like a warplane on a bombing run, the Harmony will fly a straight 
path while dropping water orbs directly underneath. This is anoth- 
er attack the Harmony does not employ very often. Simply Evade 
out of the way, or use Beast Within to quickly change location. 


Holy Water Barrage 

As a long range attack, the Harmony will flip backwards before 
firing a rapid barrage of water shots from its hands. Evading 
works fine, but it's more profitable to Parry back the shots to 
increase the Combo Multiplier. 


Red Hot Note! Taunting a Harmony to activate its En- 
raged state will increase the likelihood of this attack being 
executed. 


EE 


EGY 


and Long Taunt it. As soon as it falls to the ground, let rip with 
the ®& attack of the Chainsaw to kill it instantly. Repeat the proc- 
ess for the whole Harmony group and score big! 


Red Hot Note! With Kulshedra equipped, if you Snare and 
Cowgirl Spin a Harmony, its body will act as a shield that will 
repel any incoming projectiles! 


Once you have Kulshedra in your possession, fighting the Har 
mony becomes much easier. Simply Snare and drag a Harmony 
over and perform the Bitch Slap combo to give it a taste of the 
Wicked Slap. Against a large group, make use of the Cowgirl 
Spin technique to swing an enemy around and damage all others 
in the vicinity. 


Red HotTip! Pressing ¥ will cancel the Cowgirl Spin 
technique and release the captured Harmony. Snaring and 
spinning the same Harmony again and again will allow 
you to use it as a weapon to take out the whole group. 
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*Chapter VI, Verse 02: 5,000 HP ** Chapter X, Verse 11 


Inspired are members of the angelic First Sphere, in the rank known as Thrones. 
Those in this class are spiritual beings of the highest order, never coming in direct 
contact with humanity. Works of art have depicted them as flaming wheels; how- 
ever, artists of true inspiration have pictured Inspired as a long snake-like body 
circling upon itself. 


It is often thought that Inspired act as a wheel, holding up the chariot of the be- 
loved God. In truth, Inspired are actually fighting alongside their angelic cohorts, 
randomly swallowing up the followers of darkness. 
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The Inspired is at its least threatening when in flight, so it's best 


to let it keep flying until you want to Stun it for the kill. naa sa = 4.200 
Aerial Fireball ele 400 800 1,200 

F Serpent Rush o/e 200 400 600 
Aerial Fireball g eaoat g Low Tail Whip o/e 200 400 600 
The Inspired’s most basic attack is a single flaming ball of death. High Tail Whip o/e | 200 ‘400 600 
A great way to deal with this is to Parry the shot to deflect it Bite ele 400 800 1,200 
back at the Inspired. The creature will be knocked to the floor Ambush* ele 200 400 600 


instantly, leaving you ample time to do some serious damage SO A Grater Vi ews Dl ea CE 
before it gets up. 

Serpent Rush 

This attack sees the Inspired deal serious damage by ramming 
straight into its target CZ 01. Parry by repeatedly tapping @ in 
the creature's direction or Evade as soon as you see the Inspired 
coming in for a low pass. 


Red Hot Note! More often than not, the Inspired will mix 
the above attacks together. On a single pass the creature 
can launch a Fireball and come crashing into you immedi- 
ately afterwards. The best way to deal with this is to always 
go for the Parry; deflecting the Fireball will knock him out! 


Angels 


Ambush 
When facing the Inspired in a watery environment, it will often Hi \ Ws 
dive into the water and vanish. Pay close attention and Evade as NASH 
soon as you see a column-like warning light appear just before 

the Angel strikes from below. PA 


S N 


If you are in close proximity to the Inspired when it either lands 
of its own accord or recovers from being knocked out, it will 
assume a Low Style body position >0 02. This behaviour is 
dictated by distance; as long as you are within striking distance 
of the creature's tail it will assume Low Style. Keeping track of 
the creature's ‘Style’ or body position will allow you to know in 
advance which technique it will use against you. 


Fireball 

A single energy blast, shot from the mouth of the creature. Just 
before this attack is launched, you will see flames building 
around the Inspired's mouth, coupled with a ‘inhaling’ sound 
effect. Dodge the Fireball just before it connects to activate Witch 
Time. Alternatively, Parry this projectile straight back at 

the Inspired. >20 03 


Low Tail Whip 

The giant serpent will sweep its tail low across the ground, deal- 
ing heavy damage to anything in its path. The Inspired will make 
a “growling” sound effect as soon as this attack begins. Dodging 
this attack will not activate Witch Time. As there’s nothing to gain 
from dodging, it is a good idea to Parry this strike to build your 
Magic up instead. 


As the Low Tail Whip always swings in towards Bayonetta’s left 
side, Parrying the strike is a little different to what you'd expect. 
Instead of Parrying as you normally would, tap towards the 10 
o'clock position relative to the direction Bayonetta is facing. 
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Angels 


High Tail Whip 

This anti-air Tail Whip variation has exactly the same properties 
as the low version. You're never in danger of being struck by this 
attack as long as you stay on the ground. Parry or Evade the Low 
Tail Whip; do not let this creature force you to jump! 


OWN THE GROUND - HIGH 


Bite 

Standing too close to the serpent’s mouth will see you on the 
receiving end of a quick snap of its jaws. Keep your distance to 
ensure you never fall victim to this totally un-signposted attack. 


High Style activation is dictated by distance. As soon as you are 

out of striking range of the creature’s tail, it will change its body 

Position so that its head is held high in the air >O 01. Venturing 

back into the Inspired’s tail striking range will once again activate 
the Low Style. 


Fireball Assault 

When the Inspired rears up into its High Style, it is guaranteed 
that the next attack will be a rhythmic barrage of Fireballs. This 
attack is the best place to increase your Combo Multiplier dur- 
ing a fight against an Inspired. Parry each Fireball by tapping @ 
directly at the Inspired. Each Fireball you successfully deflect 
will increase the Combo Multiplier significantly. 


Lift Off! 

Once an Inspired has finished its ground based attack routine, 
it will once again blast off into the air in a fit of rage. During 
this raging state it will make 3 close passes in succession in 
an attempt to ram you. Each pass allows you the opportunity 
to Counter with a devastating Gigaton Attack. 


Gigaton Attack! Press ®+¢ when prompted, and Bayo- 
netta will sit atop the Inspired and summon the dreaded 
Madame Butterfly. Tap =% to pummel the creature into 
submission. 


Fighting this huge Angel is a 
simple task regardless of the 


difficulty setting. You can dictate a f Ae) 


the creature's attack stance via 

distance, so you are able to reli- 

ably dictate its actions. Firstly, 

activate Lock-on, and hold =% 

to fire at the Inspired as it flies 

through the air. It will eventually become Stunned and fall to the 


floor. Now as it’s lying down, move out of its tail'striking range to 
force the Inspired to get up into High Style. 


Red Hot Tip! Taunting the Inspired while it is lying down 
Stunned will Enrage the monster and increase the points 
earned. 


Now that you have the Inspired in High Style, it will shoot a long 
volley of Fireballs from its mouth. Parry each of these Fireballs 
to increase the Combo Multiplier before the creature takes off 
again. As soon as the Inspired takes to the air again, hold Taunt 
to freeze the Combo Timer as the beast circles round for a 
Serpent Rush. 
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A Counter icon will appear as the Inspired makes a desperate 
attempt to crush you. Hit @+%& to enter a Gigaton Attack +0 02. 
A fully charged Gigaton should be more than enough to drain 
the creature of its remaining health. All that remains is for you 
to now tush in and activate the Climax Attack. 


Climax Attack! Press @+%& on the “Climax” prompt to 
have Bayonetta summon the demon bird Malphas. Rapidly 
tap ™% to tear the Inspired’s head off! 


Group Strategy 

When fighting more than one Inspired, it's a good idea to take 

one of them out quickly. Pick an Inspired and shoot it down 

with =. Rush over and attack with Shuraba Wicked Slices until 

it dies. Next, shoot the remaining Inspired to keep your combo 
active and, as soon as it is downed, revert to the original 
High Stance Fireball Assault Parrying routine. 


If humans were truly able to see Angels, they would never expect an Angel to 
appear as an automobile. However, it goes without saying that Irenic has existed 
since long before even the concept of history. Irenic is charged with spreading 
the message of Divine Will across Paradiso, and is most commonly depicted as 
a boxy form with four wheels capable of achieving great speeds. 


It can cross Paradiso faster than even the wind in almost a single day, and Paradiso 
is thousands of times larger than the human world. lrenic is first known to have 
appeared before humanity in the mid-18th century, coinciding with the start of the 
industrial revolution and the development of the first steam-powered automobiles. 


ATTACKS 


The \renic appear during the motorcycle chase sequence of 
Chapter Vill: Route 666. Quickly gun down these Angels as 
you tear up the road. +0 03 
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Joys are members of the Seraphim class within the angelic hierarchy’s First 
Sphere. These beings have broken free of any physical conception of form and 
have become truly spiritual. Their body is as free as a flowing river, and it takes 
shape only on a temporary basis. Joy may take the shape of the human feminine 
form, but the Seraphim can also shape-shift, or even separate into multiple 
sentient forms at will. 


doy 5,000 HP Aow" aE E 


*Witch Time or armour destroyed 
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Torture Attack 
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Angel On Top 


BASE STYLE 


This set of basic attacks can be used by Joy with all weapons. 


Twister 

This is an exact replica of the Shotgun Trap. Luckily for you, this 
Angel isn't wearing Shotguns on her feet, so the damage is 
relatively light. As this attack is radial, Parrying is not 100% safe. 
It's far safer to Evade as soon as you see any sort of attack 
movement for a chance of activating Witch Time. 


Shielding Feathers 

Joys are able to summon and control magical feathers just 

as Bayonetta does during her Crow Within technique. Shield- 
ing Feathers create a rapidly rotating defensive wall around a 
Joy's body. These Feathers will act as a limited shield against 
Bayonetta's gunfire before being shot out in all directions. While 
contacting the feathers as they rotate around the Joy's body is 
harmless, make absolutely sure you Evade or Parry when they 
are blasted away to avoid damage. 


Gale Feathers 

Gale Feathers summons innumerable feather projectiles for a 
full frontal attack. The feathers will momentarily hang above the 
Joy's position before zapping at you with blinding speed. Parry- 
ing is a great idea here, as the large number of shots will greatly 
boost your Magic Gauge. Just keep tapping © directly at the Joy 
to Parry the whole lot. 


Raining Feathers 

This time the feathers will materialise high in the air and rain 
death from above. Upon activation, the ground will glow to 
signify the intended point of impact. Staying out of this glowing 
zone via Evades or Beast Within will ensure the attack misses. 


P_tochnique | Wi PA a 


Twister ele 200 400 600 
Shielding Feathers ole 150 300 450 
Gale Feathers ole 150 300 450 
Raining Feathers ole 150 300 450 
Hunting Feathers ole 150 300 450 
Laser Bar (Web) ole 200 400 600 
Laser Bar (Wall) ole 200 400 600 
Laser Bar (Tower) ole 200 400 600 
Duplication -/- 0 o 0 


Hunting Feathers 

The final variation of the feather technique is to surround Bayo- 
netta with a large swarm of feathers. These will hang in position 
momentarily before a green flash signifies their activation. Evade 
as soon as you see the flash, or activate Beast Within to run 
away from them. 


Laser Bars 

Usually from a distance, the Joys will emit various shaped laser 
traps and shoot them towards you >C 01/02/03. These attacks 
will not activate Witch Time, so Evade them safely with room to 
spare. 


Duplication 

Not only do Joys have incredible fighting ability and defensive 
capabilities, but they are also able to duplicate themselves! Upon 
activating Duplication, a Joy will strike a pose accompanied by 
coloured lights on the floor beneath her. If you don’t want to deal 
with any more Joys, now is the time to rush in with a Torture At- 
tack or unleash a powerful Wicked Weave strike. Any Joy on the 
field can copy itself only once, and the new Joy will appear as a 
completely fresh instance with full health. 


237 


T 
D 
= 

< 


Angels 


a S 


GUN STY 


Mimicking Bayonetta's Umbran Arts, the Joy will switch between 
long range gunfire and close range striking attacks. Keep her 
under pressure, forcing her to block rather than waiting for her 
to strike first! 


Gun Style Switch 
Switching to Gun Style is accompanied by a sexy pose. This 
switching animation is harmless, but the Gun Style is far from it. 


Gunfire 

The Joy will crouch down low and fire a long volley of gunshots. 
Parrying this attack is definitely the way to go. Keep tapping © 
directly at the attacking Joy to Parry back the shots to increase 
the Combo Multiplier. 


Stiletto 

An almost exact duplication of Bayonetta’s own Stiletto tech- 
nique. This attack will blast at you without warning, so always be 
ready to Evade whenever you are within close range of a Joy. 


EES ox 
Gun Style Switch -/- 0 0 0 
Gunfire ole | 200 400 600 
Stiletto ele 200 400 600 
Heel Kick ele 200 400 600 
Tetsuzanko ele 200 400 600 
Heel Kick 


You don't get much of a warning with this one; the Joy's foot will 
glow before she slams you with a Heel Kick. Evade as soon as 
you see the initial glow to make sure you get out of the way in 
time. 


Tetsuzanko 

If the Heel Kick connects correctly, it will always be followed up 
with a Tetsuzanko. Be sure to learn this behaviour and make it 
a habit to always Evade directly after being hit by a Heel Kick to 
avoid further damage. 


ee ee a... 


When a Joy switches to Sword Style, her movement speed 
increases and she'll become much more aggressive, constantly 
powering in to score quick sword strikes. 


Sword Style Switch 

To change to Sword Style, the Joy will perform a move similar to 
Bayonetta’s @+@ with Shuraba equipped. Stay on the move to 
avoid being caught when Joy switches style. 


Stinger 

After switching to Sword stab, the Joy is capable of a charging 
Sword Stab very much like Bayonetta’s own Stiletto. There is 
very little warning on this attack commencing, so either stay on 
the move or keep Parrying to minimise risk. 


Slash Combo 

Joy wants nothing more than to run at you full blast and give 
you a taste of this rapid 4-hit sword combo. Evading any of the 
four sword slices will activate Witch Time. The opening slash is 
so fast, however, that it is difficult to judge its exact moment of 
execution. Make it a habit to Evade as soon as Joy gets close. 


] i SWORD STYLE 


mD OM 
Sword Style Switch 200 300 
Stinger 400 600 
Slash Combo 1st hit 200 300 
Slash Combo 2nd hit 300 450 
Slash Combo 3rd hit 300 450 
Slash Combo 4th hit 400 600 
Rising Slash 400 600 
Helm Breaker 600 s00 
Rising Slash 


Joy will rush straight at you and send you skyward with a power- 
ful Rising Slash. When dealing with Joy in Sword Style, Evade 
as soon as she gets close, rather than waiting to see the strike 
coming. 


Helm Breaker 

If Joy connects her Rising Slash, then you'll end up on the receiv- 
ing end of a devastating Helm Breaker. If you get hit by a Rising 
Slash, Parry or Evade immediately to avoid this follow-up strike. 


n 


P STYLE 


Joy calms down once she enters this style. In complete contrast 
to the aggressive Sword Style, she will patiently walk towards 
you as she strikes with her whip. 


Whip Style Switch 
This style switch is a copy of Bayonetta's @+@ with Kulshedra 
equipped. The whip will spiral around Joy as she delivers the strike. 


Thrash Combo 

Stay well away from a Joy in Whip Style, so that you can see 
this attack coming. The range of these strikes is huge, so stand 
well away and Evade as soon as you see her begin to thrash 
the Whip. 
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Sy = 8 are very unpredictable and able 
to defend against the vast major- 


ity of Bayonetta’s techniques. 

There is one behaviour you can 

rely on, however; the Joy will 

attack directly after blocking an 
incoming strike, Use this nuance to force a Witch Time Evade; 
single out and repeatedly strike at a Joy until your attack is 
blocked. The Joy will now try and counter with an attack of her 
own, which you can Evade to Activate Witch Time for a powerful 
Wicked Weave combo. Repeat the process on any Joy isolated 
from the group. 


Shotgun Trick 

Within Witch Time you can massively boost the Combo Multiplier 
by connecting the Shotgun Trap in close proximity >20 01. The 
key here is to ensure you have the Joys bunched up together in 
a group, activate Witch Time via an Evade, then get in as close as 
possible. Aim connect the Shotgun Trap so that Bayonetta's spin- 
ning kick connects against all three Joys at once. Holding down 
W will spray Shotgun Blasts in all directions, scoring masses of 
hits. Due to the effect of Witch Time, the Joys will not be Blasted 
away from your attack. They will float in place and soak up the 
whole thing. 


Without the luxury of Witch Time against 
the Joys, it's far safer to keep your distance. The best way to at- 
tack a trio of Joys from a distance is to employ Advanced Dodge 
Offset for a constant series of Shuraba @%&@ Wicked Slice 
activations +0 02. As the striking range of the sword is so large, 
it is possible to slice the whole group at once. This is the method 


to use when increasing the Combo Multiplier. Mix in a Tetsuzanko 
strike between ‘@ sequences to eliminate gaps and keep the 
Combo Multiplier active, and only move in close when you 
want to go for a Torture Attack. 
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Kinship, as one of the Second Sphere Powers charged with defeating evil beings, 
is responsible for transporting the forces of Paradiso onto the battlefield. Leading 
countless Angels to the front lines, catching sight of Kinship's magnificent flying 
appearance is analogous to many as the arrival of true happiness. 


It is thought that Kinship is the angelic manifestation of the ark that saved a foolish 
human race from the devastating flood described in The Book of Creation within 
the scriptures of Ithavoll. 
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NML HRD CMX 
Missile Strike 200 400 600 
Cannon 200 400 600 
Shot 500 1,000 1,500 
Snare Claw 300 600 900 
Grapple Claws 300 600 900 


Missile Strike 

The raised section at the stern of the ship will open up to launch 
an overwhelming barrage of missiles! The audio cue is very 
distinctive mechanical noise, so learn to recognise this sound as 
your cue to take action. On Normal and Hard mode, Evade just 
before the missiles hit home to activate Witch Time, and then 
hold ™& to fire at the missiles to destroy them. Alternatively, 
equip the Evil Harvest Rosary, which will activate an explosive 
counterattack, wiping out nearby missiles. +0 01 


When playing Non Stop Climax, just before being hit by the 
cluster of missiles, perform the Umbran Portal Trick (see page 
316 for a detailed explanation of this trick) to safely pass straight 
through them >O 02. One cycle of the trick is just enough to 
pass through a single set of missiles. If you are facing more than 
one Missile Strike you should continue the Umbran Portal Trick 
cycle until the danger has passed. 


Cannon 
A loud mechanical noise accompanies the raising of a circular 
weapon compartment at the bow of the ship. The Kinship will 


immediately let fly with a barrage of large artillery shells. The 
best way to deal with this attack is to repeatedly Parry and 
deflect the whole volley. This is a great way to increase the 
Combo Multiplier. 


Shot 

Learn to recognise the “charging” sound effect this attack 
makes before it is executed. Evade at that moment to activate 
Witch Time, allowing you time to board the ship and attack 
directly. Parrying is also very effective, as Bayonetta will be in- 
vincible during the Parry animation. As soon as you hear the cue, 
repeatedly tap @ towards the attacking Kinship. You are able to 
score up to six Parries while standing within the beam. 


Snare Claw 

The audio cue for this attack is the explosive sound of the Snare 
Claw’s rocket igniting. Once launched, it will trace a wide arc to 
Bayonetta’s position before clamping shut, which is when you 
need to Evade. If Bayonetta is ensnared, you will be prompted to 
to break free. Be careful here, as Bayonetta will be complete- 
ly open to attack while trapped! 


Grapple Claws 

These claws will activate when you successfully board a Kinship. 
The key here is the audio cue this attack emits just before it is 
activated. Listen closely for a pair of metallic "ching!" sound 
effects, as this is your cue to Evade. 


Take note of the attack descrip- 
tions provided, as you cannot 
see the whole field at once, so 


you will need to be able to judge 

attack activations via their audio 

cues. The Kinship will almost 

certainly begin with a barrage 

of missiles. Evade these as described and board the nearest 
ship. From here, depending on how much you want to score, 


attack either with Barrage attacks or Durga Damned Souls. Pay 
close attention to the attack cues and Evade when necessary. 


Equipping the Evil Harvest Rosary is also advised if you want ia 


to deal damage quickly. 


Angels 
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COURAGE 


XS ARAD) 


A e è o omx 


Lunging Dragon Bite ele 500 1,000 1,500 
Double Dragon ele 500 1,000 1,500 
Overhead Dragon Smash o/e 500 1,000 1,500 
Fireball ese 500 1,000 1,500 
Aerial Fireball ele 500 1,000 1,500 
Dragon Breath ese 500 1,000 1,500 
Dragon Rush ele 500 1,000 1,500 
Head Bomb ele 100 200 300 

Foot Stomp ele 50 100 150 

Tail Swing ele 500 1,000 1,500 


Note: Please see the boss entry for Fortitudo for a full description of these attacks. 


L NORMAL AND HARD ay 
ş = Q starting the battle, allow Courage 
to perform his Dragon Rush. 
Evade into Witch Time and 
attack with a Barrage combo or 
the Shotgun Trap if you're going 


for a high score. Once Witch 


Vulcan Attack ove 300 600 900 


Vertical Beam ole 600 1,200 1,800 
Horizontal Beam ole 600 1,200 1,800 
Eye Lasers ove 300 600 900 
Power Punch ele 750 1,500 2,250 
Vulcan Attack 


Temperance will aim both arms just above your position and 
fire a volley of shots. Simply stay on the ground to avoid these 
attacks. 


Vertical Beam 

Temperance will shout just before he fires a shot into the ground 
beneath you. Evade as Temperance raises his aim or keep Parrying 
directly towards him. 


Horizontal Beam 

Temperance will back away and put his hands to his head as he 
draws power. A single shot is fired, signposted by a shout. Evade 
through the beam, or Parry directly at Temperance to nullify damage. 


Eye Lasers 

Temperance will smash into the side of the battle area. Sign- 
posted by a flash of his eyes, he will then fire a volley of lasers. 
Stay on the move with Evades as soon as you see the attack 
signpost, or repeatedly Parry directly towards Temperance to 
deflect the shots. 
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Time ends, Evade his next 
strike to repeat the process, 
or execute a Shuraba Wicked 
Slice or two to see him off. 


Red HotTip! You don't 
need to attack the dragon 
heads directly to hurt Cour- 
age; you can attack any | 
part of his body. 


| NON STOP CLIMAX | Evade or Parry any of Courage’s attacks 
and immediately counter with as many Shuraba Wicked Slices 
as possible. It only takes a few of these to kill this enemy. If you 
need to build your Magic, then rapidly Parry through Courage as 
he executes the Dragon Rush to build the gauge very quickly. 


Red HotTip! Hold Taunt as soon as you destroy Courage 
to Freeze the Combo Timer until Temperance appears. 


™% shots to reset the Combo 
Timer, then dash in with Beast | 
Within. Evade Temperance’s 
Power Punch to activate 
Witch Time and attack the 
arm with a Barrage. If Tem- 
perance does not become 
Stunned after your Barrage 
attack, Lock on and follow 


up with repeated long range Shuraba Tetsuzankos. Once he be- 
comes Stunned, attack his head with powerful combos, and then 
‘switch back over to Tetsuzanko strikes when he backs away. 
[NON STOP CLIMAX ERB 

your Combo Timer with ™& 

shots then rush in with Beast 

Within. Repeatedly attack with 

Shuraba Tetsuzankos to Stun 

Temperance before attacking Cal 
his head with a Barrage. Use 

the Shotgun Trap (see Advanced 

Melée Techniques) to see him off in record time. 


High Scoring Tip! Wait for Temperance to smash into the 
platform in preparation for the Eye Lasers, then repeatedly 
Parry to deflect the whole volley of shots. This will Stun 
Temperance, so follow up with repeated Shotgun Traps to 
massively boost the Combo Multiplier. > 01 


Main Attack Data Vine Sequence Attack Data l 


ESEN o cmx 


Technique 


[NML HRD cmx 


oje 300 600 900 
ole 300 600 900 
ole 300 600 900 
ole 300 600 900 
ole 300 600 900 
ole 500 1,000 | 1,500 


Vine Straight o/e | 300 600 900 Vine Defence 

Vine Hook o/e | 300 600 900 Debris 

Vine Smash ove | 300 600 900 Tri-Gate 

Twin Vine Crush ole 500 | 1,000 | 1,500 Saw-Gate 
O/e@ | 300x3 | 600x3 | 900x3 Vine Whip 
oye | 400 800 1,200 Vine Crush 

Tentacle Thrash o/e | 400x3 | 800x3 1,200x3 

Tentacle Rush eje | 400 800 | 1,200 


Please see the entry for lustitia for a full 
explanation of these techniques. 


stand 
a g Ke) right in front of the Tenta- 
cle's face and attack with 


}9@(&. Beware of the Ten- 
tacle Thrash and Vine Hook and 
Evade as soon as you notice the 
cue for these attacks +0 02. 
Alternatively, equip Pulley’s 
Butterfly to shield yourself. 


PRUDENCE 


CHAPI 


Keep this up until Justice executes the Tentacle Rush. Evade this 
to activate Witch Time and once again attack with @@@a@a(\. 
Board the Tentacle and follow the same procedure as you did 
when fighting lustitia 


Follow the same procedure as Normal 


and Hard, Evading through the Tentacle Rush and immediately 
using another @ ((%& Combo to connect when the Tentacle 
reverts back to its normal position. 


Forelimb Swipe ee 300 
Bite ele 500 


Please see the entry for Sapientia for a full explanation of these techniques. 


NC OM Evade 


either of Prudence’s attacks to _ 7 8 
activate Witch Time, then attack 

with an Aerial GOGG% to 
smash him backwards. Advance 
while firing "® shots when you 
land to reset the Combo Timer, 
and then Evade another attack 
to repeat the process. 


Use 
the same strategy as per 
Normal and Hard, but after 


each Evade, immediately 
counter with a Wicked Slice 
via Shuraba Tetsuzanko. 
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GRID) 


eee ye... 


piercing eyes cut through to awaken Bayonetta’s lost 
memories. 


The moonlit battlefield ... 

Umbra Witches ... 

The heir to the clan throne ... 
How were their pasts intertwined? 


Will you face me in this hallowed arena? 


— Vigrid Chronicles, Chapter | 
Avellaneda 


UN STYLE ATTACKS 


2-hit Combo 

A quick punch to Heel Kick combo executed at close range. 
Although simplistic, this attack executes very quickly and you 
don’t get much warning of it's approach. The best way to deal 
with Jeanne's Melée Strikes is to make a habit of always Evading 
as soon as she approaches. By Evading, you'll give yourself a 
moment to visually confirm which attack Jeanne is using so that 
you can act appropriately. 


5-hit Kick Combo 

This technique utilises the same attack animation as the 
Re & combo with Odette. It is comprised of a lightning- 
fast series of kicks at close range >O 01. The activation of this 
attack is incredibly fast, as per the 2-hit Combo. Evade as soon 
as Jeanne enters close range to give yourself a second to check 
what she is doing. Upon Evading the opening kick, continue to 
Evade through the rest of the sequence. The opening Evade will 
dodge the first kick. Evade again directly afterwards to dodge 
the second pair of kicks and again for the single kick that follows. 
Finally, Evade one last time to dodge the finishing kick. After 
Evading the sequence, counter immediately with a strong attack 
such as the Tetsuzanko. 


Red Hot Tip! If you have the Moon of Mahaa-Kalaa 
equipped, Parry any of the incoming kicks to stop this 
attack dead. 


Kickflip/Death Spin 

In a close combat situation, she will often execute this technique 
to launch Bayonetta into the air. If Jeanne catches you with this, 
she will continue the hurt by modifying the strike into a Death 


Jeanne Handguns Attack Data 


Pe technig NML HRD CMX 


2-hit Combo 1st hit ole 100 200 300 
2-hit Combo 2nd hit o/e 150 300 450 
5-hit Kick Combo 1st hit* o/e 100 200 300 
5-hit Kick Combo 2nd hit* ole 100 200 300 
S-hit Kick Combo 3rd hit* ole 100 200 300 
5-hit Kick Combo 4th hit* ole 150 300 450 
5-hit Kick Combo 5th hit* ole 150 300 450 
Kickflip/Death Spin 1st hit ole 100 200 300 
Kickflip/Death Spin 2nd hit ole 50 100 150 
Kickflip/Death Spin 3rd hit ole 50 100 150 
Kickflip/Death Spin 4th hit ole 50 100 150 
Overhead Dive Kick ole 200 400 600 
Spin Kick o/e 100 200 300 
Bullet Storm o/e 300 600 900 


*Odette kick combo animation 


Spin before finishing the sequence with an Overhead Dive Kick. 
Should you be caught up in the Death Spin section of the attack, 
it is tricky to Evade out of the rapid strikes. Use Bat Within to 
phase out of the attack, or Parry directly at Jeanne to stop the 
sequence dead. 


Overhead Dive Kick 

The Overhead Dive Kick will be executed as a finishing strike 
directly after the Kickflip/Death Spin attack, or as a standalone 
aerial strike triggered when you jump. Evading Jeanne's Over- 
head Dive Kick will present you with a chance to counterattack. 
The moment Jeanne lands as you Evade the strike, execute a 
Tetsuzanko to score an easy Wicked Punch. 


Spin Kick 

This is the same technique as Bayonetta’s Aerial Bullet Climax 
(Feet), but performed purely as a striking attack and executed 
on the ground. This attack will often be employed as a counter 
attack after Jeanne is blasted away by an attack of your own. Be 
wary of blindly chasing Jeanne — she always has a trick up her 
sleeve! 


Bullet Storm 

The Bullet Storm is usually executed if Jeanne finds herself out 
of attack range. Should you back away from her, she will crouch 
into a low stance and fire a rapid volley of bullets. Evading works 
as normal; Evade through the shots as they sweep across. 
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r NML HRD cmx 
Stiletto o 100 200 300 
Heel Slide o 100 200 300 
After Burner Kick (Rising) o 100 200 300 
After Burner Kick (Diving) ° 100 200 300 
Witch Twist (ground)* o 200 400 600 
Witch Twist (rising)* o 50 100 150 


*At close distance, both attacks (ground and rising) can hit. 


Stiletto 

This is the exact same technique as Bayonetta's Stiletto. It is 
usually activated at mid-range as a means for Jeanne to close the 
gap while under attack from gunfire. The difference between this 
attack and the one used by Bayonetta is that it does not have 

an activation delay — Jeanne will rush forwards instantly! Upon 
shouting “BE GONE!” Jeanne will dash directly towards you 

with the Stiletto. This is not much of an attack cue, but keep it 

in mind. 


Heel Slide 

Jeanne will shout “DISAPPEAR!” as she rips towards you with a 
Heel Slide. As per the Stiletto, there is no activation delay when 
Jeanne performs this technique. Evade Jeanne's striking attacks 
proactively, always staying on the move to ensure you do not get 
caught off guard by her incredible speed. 


BOLIM this first encounter 
with Jeanne acts as a tutorial 
for the Witch Walk ability, which 


Bayonetta must employ to 

progress through to the city of 

Vigrid. Upon starting the battle 

Jeanne will not move. Follow 

the on-screen instructions for Witch Walk, before approaching 
Jeanne to trigger her to attack. Jeanne will not employ her Wicked 
Weave attacks during this sequence, so triggering Witch Time via 
Evading her combos will not work. Jeanne plays a very defensive 
game here, so techniques such as the Kick Stagger and the vari- 
ous Trip and Launcher strategies detailed in the Fighting Jeanne 
section will work well >O 01. Deplete Jeanne’s energy 
gauge to win the fight and gain the Witch Walk ability. 


EES When playing Hard and Non Stop Climax difficulty 


settings, this Jeanne encounter is very different to the Normal 
mode version. You will be faced with a hybrid version of Jeanne, 


0000-1 


After Burner Kick (Rising) 

This Rising attack will be executed as a way of knocking you 

out of the air. The act of jumping will trigger Jeanne to use her 
aerial attacks. She will often launch a rising After Burner Kick and 
follow it up with an Overhead Dive Kick. Be ready to Evade again 
after Evading the After Burner Kick (Rising), as Jeanne has a 
habit of throwing in the Overhead Dive Kick or After Burner Kick 
(Diving) whether she connects the After Burner Kick (Rising) or 
not. 


After Burner Kick (Diving) 

The Diving variant of the After Burner Kick will be activated as 

a finishing strike after the Kickflip/Death Spin attack. Evade this 
attack just as you would the Overhead Dive Kick. Use the brief 
moment Jeanne’s defence drops after she completes the attack 
to strike hard with a Tetsuzanko. 


Witch Twist 

If Jeanne finds herself overwhelmed by heavy gunfire she will 
activate the Witch Twist and dodge to a safe position, or counter- 
attack with an aerial technique. Upon activating the Witch Twist, 
Jeanne will slide across the floor on her knees before launching 
skywards with a rising uppercut. Once she reaches the top of 
this Rising attack, she will often follow up with an Overhead Dive 
Kick or After Burner Kick (Diving). 


eee 
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possessing all the attacks of Jeanne: 2nd Encounter, but without 
the Lynx Within ability. This makes for a tough battle, as you 
cannot rely on baiting Jeanne to use her Lynx Within to activate 
Witch Time via the combo that follows. 


One behaviour you can rely on in this particular battle is that 
Jeanne will activate the Bullet Storm from a distance. Make sure 
you have the Moon of Mahaa-Kalaa equipped and Parry these 
shots back at her >O 02. Once she recovers, the next attack 

is highly likely to be a stand-alone Wicked Weave. React quickly 
and, as soon as the Wicked Weave activates, dodge to activate 
Witch Time and rush in to attack 


Red HotTip! Use the Umbran Spear technique to instantly 
zap to Jeanne’s position upon activating Witch Time. 


Please refer to the "Fighting Jeanne” 
section for details on how to deal with Jeanne’s techniques 
without relying on Witch Time. 
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JEANNINE ANID NCOCINANAR 


JAP TER EES 


YGROUNDS 


Long ago, two clans, the Umbra Witches and Lumen 
Sages, oversaw the passing of history while balancing 
each other's power. 


However, one day, the clans set loose a tremen- 

dous war upon the world, then crumbled away. Only 
Bayonetta, sleeping soundly on the bed of a dark, cold 
lake, escaped the battle ... To recover her lost memo- 
ties, Bayonetta once again throws herself into the fight 
between light and dark. 


Why is this mysterious woman chasing her? 
What does she know? 


Now that you've returned, my sleeping beauty, 
it is time to finish that fight.” 


— Vigrid Chronicles, Chapter II Avellaneda 


——— ee aa 


GUN STYLE 


2-hit Combo to Wicked Punch 

Jeanne will now add a devastating Wicked Weave attack to 

the end of her basic 2-hit Combo. Dodge the Wicked Punch at 
the end of this combo to activate Witch Time for a chance to 
deal serious damage. The trick here is to Evade proactively and 
memorise the delay between the second strike and Wicked 
Punch activation. It is very easy to Evade too early and miss your 
chance to activate Witch Time. Make sure you leave a slight 
pause between the second and third Evade! 


2-hit Combo to Wicked Slice 

Asingle sword slash, followed by a Heel Kick leading into a wide- 
range Wicked Slice. Evade this attack in exactly the same fashion 
as the 2-hit Combo to Wicked Punch; Evade the opening strike 
by pressing Ẹ as soon as Jeanne enters close range, then Evade 
again to dodge the second strike. Leave a very slight pause 
before pressing Ẹ again to dodge the Wicked Slice and activate 
Witch Time. 


Jeanne Handguns Technique Additions M 
EEE 


NML HRD CMX 
2-hit Combo to Wicked Punch ole 100 200 300 
first hit 
2-hit Combo to Wicked Punch ole 150 300 450 
second hit 
2-hit Combo to Wicked Punch ele 300 600 900 
third hit 


HRD CMX 
2-hit Combo to Wicked Slice ole 200 400 600 
first hit 
2-hit Combo to Wicked Slice ole 100 200 300 
second hit 
2-hit Combo to Wicked Slice ele 500 1,000 1,500 
third hit 
Custom lai-Jutsu first hit ole 200 400 600 
Custom lai-Jutsu second hit ole 100 200 300 
Custom lai-Jutsu third hit ee 500 1,000 1,500 
Flashing Blade to Wicked Stab ole 200 400 600 
first hit 
Flashing Blade to Wicked Stab ove 100 200 300 
second hit 


Flashing Blade to Wicked Stab ove 100x3 | 200x3 | 300x3 
third hit 


Flashing Blade to Wicked Stab ove 100x3 | 200x3  300x3 
fourth hit 

Flashing Blade to Wicked Stab ee 500 1,000 1,500 
fifth hit 


Custom lai-Jutsu 

Here we have a 2-hit sword combo followed by a wide-range 
radial drawn slash >0 03. Evade the first pair of sword strikes 
individually, pause for a moment, then press Ẹ to Evade the third 
and final strike. Note that there is a significant delay between 
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the second and third strike of this combo, as Jeanne momentar 
ily sheaths her sword prior to the final strike of the sequence. 
Ensure that you get a feel for this delay so that you do not Evade 
the final strike too early and miss a chance to activate Witch 
Time. 


Flashing Blade to Wicked Stab 

A basic 2-hit sword combo that launches into a pair of rapid 
sword flurries, before finishing with a powerful Wicked Stab. 
The opening pair of strikes are identical to the Custom laiJutsu. 


Lynx Within 

If Jeanne finds herself out of attack range, she will transform 
herself into a Lynx and charge at you with blinding speed. This 
technique is entirely dictated by proximity; backing away will 
trigger Jeanne to activate Lynx Within, rush straight at you, 
then execute a combo attack 


Red Hot Note! This behaviour pattern is a vital part of the 
strategy to defeat Jeanne. As this attack habit is dictated by 
proximity, you can dictate its activation to lure Jeanne into 
a trap. 


Wicked Weaves 

During the boss encounters against Jeanne, she is able to sum- 
mon stand-alone Wicked Weave attacks at will. These attacks are 
signposted by a red lightning effect around Jeanne's body, a click 
of her finger or a stamp of her foot, and accompanied by a shout 
of “BURN!” >O 01/02. Jeanne can unleash these stand-alone 
Wicked Weaves in many situations, but usually makes use of 
them at long range. The situations to beware of are: 


® Atlong distance, after Jeanne has completed a Bullet Storm 
attack, she will often execute a stand-alone Wicked Weave. 


@ After blasting Jeanne away with a powerful attack, she can 
execute a stand-alone Wicked Weave as soon as she's back 
on her feet. 


© If Jeanne is at long distance, and walking slowly towards you, 


she will often activate a Wicked Weave without warning. 


@ Directly after missing a combo string (especially the 5-hit 
Kick Combo) or an aerial attack, Jeanne will often attempt 
to execute one of these instant Weaves. 


Evade the first proactively, and then the second immediately 
afterwards. Luckily, you do not have to Evade each strike of the 
pair of flurry attacks individually. Treat each flurry as a single 
attack and Evade once per flurry. Pause ever so slightly before 
Evading the final strike. Jeanne delays this strike for a split sec- 
ond as she summons the Wicked Stab. 


Red Hot Note! Please see the Fighting Jeanne section for a 
full explanation of how to deal with Jeanne’s Wicked Weave 
attacks and make effective use of Witch Time. 


Jeanne Special Techniques Attack Data Asna 
Technique | WIT NML HRD CMX 


Lynx Within N/A N/A N/A 
Wicked Punch 300 600 900 
Wicked Heel 300 600 900 
Wicked Stomp 300 600 900 
Wicked Uppercut 300 600 900 
Lightning Heels first hit* 200 400 600 
Lightning Heels second hit 25 50 75 
Lightning Heels third hit 25 50 75 
Lightning Heels fourth hit 25 50 75 
Lightning Hools fifth hit 150 300 450 
Kick Gigaton Failure 300 600 900 
Wicked Double Punch* 600 1,200 1,800 
Punch Gigaton Failure 400 1,200 1,800 


*Activates Gigaton Attack 


The effect that each of Jeanne's Wicked Weave attacks has 

upon connecting is identical to Bayonetta’s versions. A Wicked 
Uppercut or Punt will launch you into the air, a Wicked Punch or 
Heel will blast you away and a Wicked Stomp or Pound will crush 
you to the ground. Evading these techniques requires quick re- 
flexes, as the attack cue is very fast. As suggested with Jeanne's 
physical attacks, Evading proactively, when any of the described 
situations arise, will make dodging much easier. 


Wicked Double Punch 

A nasty little technique Jeanne keeps up her sleeve for when 
things get serious is the ability to summon two Wicked Punches 
at once! Upon executing the technique, the action will slow 
down and a ‘Counter’ prompt will appear. Immediately hit @+& 
to launch a Gigaton attack. +0 03 
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Gigaton Action! Bayonetta and Jeanne will enter an 
intense Punch Flurry contest - rapidly tap & to keep up 
with the barrage. Filling the Gigaton meter will win the 
battle. Failure to fill the Gigaton meter will result in 
Bayonetta taking a Wicked Punch pounding! 


Lightning Heels 

When things start to heat up, Jeanne will throw a powerful 
kick combo, signposted by Jeanne shouting “MY TIME!” Once 
executed, this attack will slow down time momentarily and 

a “Counter” prompt will appear. Press @+#% as soon as the 
prompt appears to launch a Gigaton attack. >20 04 


Gigaton Action! Rapidly tap $ to keep up with Jeanne's 
heavy barrage of kicks. Completely filling the Gigaton meter 
will win this stand-off situation. Failure to do so results in a 
kick to the face! 


Red Hot Note! Both Gigaton attacks against Jeanne will 
change into a double sequence when Jeanne's life gauge 
becomes critically low. Upon filling the Gigaton meter, be 
ready to continue your rapid button-pressing when the 
second meter appears. 


Phase 1: The fight begins in 

a small circular arena >0 05. = = ra) 
Using the techniques described 

in the Fighting Jeanne section, 

smash her life gauge down to 


around 60% to trigger the next _ fa ys 
Attack Phase. 
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Phase 2: Now the fight moves to the surface of a huge chunk 
of rock sent flying through the air by the terrifying winds of the 
storm that engulfs the area >O 06. There is a high probability 
that the first attack Jeanne will use will be a stand-alone Wicked 
Weave. Watch Jeanne very closely and be ready to Evade, as 
soon as you see the Wicked Weave attack cue to activate Witch 


Time for a Barrage combo. If she does not perform a stand-alone 


Wicked Weave, then back away and proactively Evade to give 
yourself time to judge what she's up to. Remove around 25% of 


her last remaining life gauge (yellow) to trigger the third and final 


Attack Phase. 


Phase 3: Now you're back within a small circular arena, and all 
that's left to do here is attack Jeanne to remove the remainder 
of her life gauge and win the battle >O 07. In all cases, refer to 
the Fighting Jeanne section for details of how to attack Jeanne 
and defend yourself against her technique. The circular arenas 
featured in this battle are just about large enough for the 
“Forcing Witch Time” strategy to work. 


©) 
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JPANINES IND SNCOUNTER 


Redline Rush 

Jeanne will come tearing at you at full blast! Evade just before 
the bike reaches you to activate Witch Time. Attacking with Bar- 
rage combos here will really boost the Multiplier! 


Killer Drift 

This attack has the same crazy speed as the Redline Rush, 
but this time Jeanne will turn the bike sideways to increase its 
striking range >O 01. Evade just before the attack connects to 
activate Witch Time, then let her have it with a Barrage combo! 


Vortex Drift 

Jeanne will come screaming at you with a Redline Rush, and 
swing the bike round in a wide circular motion. There’s no special 
way of dealing with this attack. Just watch closely, and Evade 
when Jeanne enters close range to activate Witch Time. 


Bayonetta, unable to hide her worries about Cereza, 
finds her path blocked by another witch — Jeanne. 
Within her eyes lies not worry for the young child, but 
only blind ambition. She bats barely an eyelash at the 
statues revealing their connection, standing coldly in 
Bayonetta’s path. 


Fill your eyes with hatred. 
Accept your violent fate; accept it and earn the Left 
Eye! Prove you deserve it!” 


— Vigrid Chronicles, Chapter II] Avellaneda 


Malphas ele 500 1,000 1,500 
Hekatoncheir ele 500 1,000 1,500 
Scolopendra ele 500 1,000 1,500 
Redline Rush ele 500 1,000 1,500 
Killer Drift ele 500 1,000 1,500 
Vortex Drift ele 500 1,000 1,500 
Bike Bullet Blitz ole 300 600 900 


Bike Bullet Blitz 

After making a pass, Jeanne will often stop the bike and fire 

a hail of bullets. The best course of action here is to have the 
Moon of Mahaa-Kalaa equipped and Parry the shots back. Any 
shot successfully deflected back at Jeanne will increase the 
Combo Multiplier. 


Gomorrah 

With the same “BURN!” attack cue that precedes stand-alone 
Wicked Weave attacks, Jeanne will summon the dragon Gomor 
rah >20 02. Gomorrah will pause for a brief moment, let out a 
growl, and then lunge forwards to snap with his jaws. The growl 
that sounds shortly after Gomorrah is summoned is the exact 
moment you need to Evade to activate Witch Time. >20 03 


Malphas 

The form of Malphas will explode from the ground beneath Jeanne. 
After crying out it will charge ahead with a ramming attack >0 04. 
Evade on the sound the bird makes just after it is summoned. This 
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audio cue sounds just before the charging motion is executed — get 
this right and you'll activate Witch Time. 


Hekatoncheir 

A huge pair of arms will materialise above Jeanne and deliver 

a crushing blow with both hands >0 05. Leave a slight pause 
between the attack’s activation and your Evade. Be careful not 
to Evade too early or miss a Witch Time activation chance. 


Scolopendra 

The giant centipede will explode from the ground and trace an 
ever-widening spiral around Jeanne’s position >O 06. The activa- 
tion cue of this technique is identical to Jeanne’s summoning 

of a stand-alone Wicked Weave. Evade as soon as you see the 
red lightning visual effect or at the exact moment she shouts 
“BURN! "The hit area is absolutely huge, so activating Witch Time 


Wicked Weave Combos 

From this point onwards, Jeanne will combine her stand-alone 
Wicked Weave attacks into multi-hit combos. So if, for example, 
she connects a Wicked Uppercut, she will immediately follow it 
up with a Wicked Stomp. Always be ready to Evade after taking 
damage from a Wicked Weave, as it is extremely likely Jeanne 
will not leave it at that. 


Phase 1: Evade as 
soon as this Attack Phase be- = a 
gins. Jeanne and Bayonetta start 


the battle within close proximity 
of each other, and while there is 
a possibility you can strike first, 
it's best not to risk it. Using the 
techniques described, attack 


Jeanne and reduce her 2nd life gauge (green) by 10% to trigger 
the next Attack Phase. 


Phase 2: Jeanne will summon her bike and make repeated pass- 
es across the battle zone in an attempt to ram you while mixing 
in gunfire via the Bike Bullet Blitz. This is a great sequence for 
scoring! As soon as this phase begins, Evade away from Jeanne 
to give yourself time to react to the imminent bike attack. Hold 
Taunt, once you are situated a safe distance from Jeanne, to 
hold your combo, then Evade the bike just before it hits you to 
activate Witch Time. 


The easiest strategy i ade the bike to activate Witch Time, 
then attack with a @ (@ combo. Ensure you attack the 
bike from behind to eliminate the risk of being run over when 
time resumes. On completing the combo, hold Taunt to freeze 
the combo timer. If Jeanne fires the Bike Bullet Blitz shots, Parry 


is a simple matter of pressing Y anywhere within close proxim- 
ity of Scolopendra’s body. 


them back and then dodge the incoming bike once again, which 
allows you to repeat the sequence. 


For a trickier variation of this strategy, activate Witch Time on 
each pass of the bike, while Parrying the Bike Bullet Blitz shots. 
The difference here is that a @ (& combo should be used 
instead. This combo does not force Bayonetta away from her 
target, like the previous example. When at close range, even if 
you are behind the bike, you will still take damage when time 
resumes. The trick is to Evade at the exact moment Witch Time 
ends (this should coincide with the exact moment of the final 
kick of your combo). This will activate Witch Time again, allow- 
ing you to repeat the process and score a string of Witch Time 
activations! 


Continue whichever process you have chosen until Jeanne's 
health is depleted to around 15% of the current gauge (green), 
at which point the bike is destroyed and Attack Phase 3 begins. 


Phase 3: You should handle this exactly as in Attack Phase 1, 
but Jeanne will make more frequent use of the Wicked Double 
Punch and Lightning Heels techniques. Deplete her final life 
gauge to win the battle! 


Be aware that, when fighting 
Jeanne on the higher difficulty levels, she will be fully loaded 
with her entire arsenal. This includes the Phantasmaraneae 
Infernal Demon summon, which is usually activated on the 4th 
encounter. On Hard, concentrate on scoring high during Attack 
Phase 2, using Witch Time activations. When playing Non Stop 
Climax, the scoring threshold is much lower, so aim to Parry the 
Bike Bullet Blitz shots during Phase 2 to boost your Combo. 
Multiplier and attack the bike from a distance. 
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CHA 


XIV ADEL SOL 


500 years ago, the Lumen Sages and Umbra Witches 
were wiped out in a chaotic war. Between the two 
clans, there was one unbreakable tenet of faith. 


Missile Strike* ole 500 1,000 1,500 
Phantasmaraneae ele 500 1,000 1,500 


“Triggers Counter sequence. 


Missile Strike 

Jeanne will click her fingers and shout “BURN!” — this will trig- 
ger a missile to target your location. Press @+%& immediately 
upon the appearance of the ‘Counter’ prompt to catch the missile 


Phase 1: The large circular area 
(al = in which this fight kicks off is 
perfect for the “Forcing Witch 


Time” technique described in 


the “Fighting Jeanne” section. 
After landing a Witch Time 
combo, activate Beast Within 


and dash far away again. Fire a 
couple of ™% shots, then keep holding Taunt to keep your combo. 
active before repeating the process. Combine this with the other 
Strategies we have included to smash Jeanne's life gauge down 
to around 10% of the current gauge (purple) to activate the next 
Attack Phase. 


Note: When the life gauge displays disappear during the building 
destruction sequence, any blows you receive from Jeanne will 
not cause you any damage or affect your grade. 


Phase 2: When the cutscene finishes, Jeanne will summon 

a missile with the familiar “BURN!” attack cue. Do not attack 
Jeanne upon starting this Attack Phase. Instead, concentrate on 
hitting @+% as soon as the “Counter” prompt appears to catch 
the incoming missile. Now repeatedly press @+®& to keep up 
with the everfaster “Counter” prompts so as to damage Jeanne 
with the missile. 
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JOANNE Hin ENCOUN 


The intersection of light and dark would bring calamity 
to this earth. 


Jeanne, consorting with the light in violation of that 
tenet, relentlessly pursues her fellow witch's destruc- 
tion. Bayonetta, staring down the barrel of Jeanne's 
gun, sees something hiding behind the red witch's 
blood lust ... Memories that cause ambivalence 
towards their battle. But now, no one can change 
the course they have set out upon. 


That is why the Left Eye, our treasured Left Eye, will 
never fall into the hands of another! 


— Vigrid Chronicles, Chapter IV Avellaneda 


and throw it at Jeanne. A deadly game of catch will ensue. Press 
@+®& on each successive ‘Counter’ prompt (usually 4) to eventu- 
ally win the match and deal Jeanne some serious damage. 


Phantasmaraneae 

The giant spider demon will leap into the air upon being sum- 
moned and come crashing down directly on top of you. Tracking 
this creature's position is tricky, as it goes beyond the top of the 
screen. Leave a pause after it leaps to meet the attack with an 
Evade when it lands. 
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After hitting Jeanne with the missile, she will be situated a great 
distance from you. Don't go to her. Instead, stay where you are 
to force her to use a Wicked Weave. Watch Jeanne very closely, 
and as soon as you see/hear the Wicked Weave cue, press Q 
and then activate the Umbran Spear to instantly zap over to her 
position. Attack with a powerful combo, and try following up with 
the Heel Stomp Trap, as described in the “Fighting Jeanne” sec- 
tion, to deal even more damage! 


Once Jeanne’s current life gauge (blue) has been reduced by 
around 60%, another Missile Strike will be triggered. Press 

# + X when prompted to jump aboard the missile and activate 
the next Attack Phase. 


Phase 3: Once you have beaten Jeanne into her 3rd life gauge 
(green), a preset sequence will be activated in which you must 
jump on to another missile to avoid collision with a building. 
Press # + ¥ when prompted to jump across to another missile 
and continue the battle. The next Attack Phase will be activated 
after you've reduced her green life gauge by about 40%. 


Phase 4: Here you have a large area, complete with a Witch Walk 
wall to play around on. Continue the battle while countering 
Jeanne's many attempts at the Wicked Double Punch and 
Lightning Heels attacks. This is Jeanne’s final life gauge, so 
smash this one down and it's all over. 


As Jeanne is able to react intelligently to any given situation and 
to freely utilise her arsenal of techniques, it is not possible to 
write an exact routine for beating her. Instead we will give a list 
of possible situations and ways to deal with them. With practice, 
you'll be able to dictate Jeanne's attack behaviour in order to 
force those situations you can benefit from. 


Keep Firing! 

Jeanne can easily brush off "$ shots, so this is not an effec- 
tive way of keeping the Combo Multiplier active. Holding an 
attack button and firing high-speed shots with Scarborough Fair, 
however, is a completely different story. Jeanne cannot defend 
herself against such a concentrated hail of bullets. By using the 
Dodge Offset system you can cue up combos and Evade to stay 
on the move until an opening appears, and then fire masses of 
bullets all at once 


Blind Siding 

After Evading attacks such as the aerial %, Stiletto or Heel Slide, 
there is a brief moment where Jeanne’s defences falter. In these 
instances it is possible to score a hit with a powerful attack, such 
as the Tetsuzanko or Heel Stomp. 


Kick Stagger 

The initial strikes of Bayonetta’s kick combo sequence (exclud- 
ing Durga in Fire Mode and Odette) are a simple, yet extremely 
effective, means of setting Jeanne up for attacks. The probability 
of W being Parried is relatively low, while the strike itself will 
leave Jeanne Staggered and susceptible to a follow-up strike. 
This technique is especially useful for setting Jeanne up for a 
Launcher attack. Jeanne will often Parry or dodge the @ + @ Up- 
percut, so throw a single kick at her first to reduce the chance of 
this happening. Of course, you aren't limited to striking with the 
Uppercut alone. On Staggering Jeanne with a single & you are 
free to go for more powerful strikes, such as the Tetsuzanko. 


Kick Stagger to Wicked Uppercut 

As the opening pair of the kick-based combo sequences have 
such a marked effect, it's well worth completing the combo 
sequence as $W. €. After being struck by the second W of 
the sequence, the likelihood of Jeanne defending herself against 
the Wicked Uppercut is fairly low. After connecting the Wicked 
Uppercut, immediately jump up after Jeanne and execute an 
air@®& combo. 


Red HotTip! Both the Kick Stagger and Kick Stagger to 
Wicked Uppercut sequences work very well if used in a Blind 
Siding situation. 


Launcher Follow-up 

Connecting the @ + @ Uppercut or Kick Stagger to Wicked 
Uppercut will launch Je: into the air. Stay on the ground and 
immediately perform @. Jeanne will often fall into the & 
part of the combo and be knocked to the floor. This massively 
increases the chance of the Wicked Uppercut, activated by the 
final @, connecting and sending Jeanne skywards again. As soon 
as Jeanne gets launched by the Wicked Uppercut, jump up after 
her and perform an aerial @%@. Evade as soon as the Wicked 
Punch on the final @ is executed in case Jeanne manages to 
dodge and counter. 


Shotgun Pressure 

Combining Onyx Roses shots with the Dodge Offset system is 
avery effective means of keeping Jeanne subdued. The punch 
of each Shotgun Blast will Stagger Jeanne for a brief moment, 
giving you just enough time to continue to the next shot. Put 
this technique into use after Evading Jeanne's aerial W, Stiletto 
or Heel Slide. Catching her off guard with the first shot is key to 
keeping her Staggered. Use Dodge Offset between each shot- 
gun blast to stay on the move, keeping you safe from incoming 
attacks as you wait for an opening. 


Attack With Sweeps! 

The pair of Trip property leg sweeps within the @@@&e tt 
combo are quite possibly the most effective striking attack to 
use against Jeanne. Combining this with the Shotgun Pressure 
technique will allow you to keep Jeanne Staggered while staying 
on the move. Remember that you are able to Evade many times. 
over while holding your current combo position — hold the third 
@, while you Evade to get into position, before pressing W to 
activate the first sweep. On connecting the sweep, keep holding 
®& to fire a pair of Shotgun Blasts, which Jeanne will now begin 
to dodge. Continue holding your combo position, using Dodge 
Offset to Evade Jeanne’s attacks while looking for another open- 
ing for you to execute the second sweep. 


Weapons: Onyx Roses - 


Durga (Fire Mode) 
A low scoring (but extremely 
powerful) variant of this tech- 


nique is to equip Durga (feet) 

with Fire Mode activated and 

Pulley’s Butterfly. Summon. 

the butterfly shield by pressing 
@+® and attack Jeanne with ®t, holding each of the & 
presses to lay a Bomb. The butterfly shield will soak up attacks, 
as you get to the kick part of the combo, and the sweeps will 
connect, allowing each Bomb to detonate while Jeanne lies on 
the ground defenceless. 


Forcing Witch Time 

From the second Jeanne battle onwards you can take advantage 
of one of Jeanne's set attack behaviours. Backing away out 

of attack range will trigger Jeanne to activate Lynx Within and 
charge at you. Once she enters attack range, it is highly probable 
that a combo attack will be used. Evade as soon as Jeanne gets 
in close and activates an attack. After the Evade you will have 

a moment to visually confirm which attack she is performing. 
Evading the last hit of any of Jeanne’s combo attacks (apart from 
R&S) will activate Witch Time, so the key here is to learn to 
recognise the animations of Jeanne's combo attacks. 
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In order to learn the animations, look no further than the load- 
ing screen's Practice Mode. Jeanne uses the same fighting 
technique as Bayonetta, so, in the battle with Jeanne, knowing 
yourself is key to knowing your enemy. Using the Practice Mode, 
learn the opening animation and Wicked Weave activation point 
of the following preset combos: 


2-hit Combo to Wicked Punch @& ®@ 
First a punch, then a side kick 
and, finally, a lunging attack N N 
backed up by a Wicked Punch. 


The following techniques are 
employed from the 2nd Jeanne 
encounter onwards. 


2-hit Combo to Wicked Slice @&@ 

A similar opening animation as 

ȚŢȚ SN the previous @®&@ combo, 

but this time finished off with 
a wide-sweeping Wicked Slice. 
Evade this attack with exactly 
the same timing as the previous 
combo. 


Custom lai-Jutsu @(@ release @ 

This attack differs slightly from 

the rest, as @(@ release @ is 

not a Wicked Slice combo. It is a 

manual combo, where @ is held 

then released on the second 

input. This will sheath the sword 

momentarily to gather strength, 

before slicing out the finishing 

strike. Be aware of the slight 

pause caused by the sheathing when dodging this combo. Cor 
rectly Evading the final sword slice will activate Witch Time. 


Flashing Blade to Wicked Stab @@-@@@ 

A pair of regular sword slashes, 

followed by two sets of triple- _ Bi) 

slashes and ending with a quick 

stab backed up with a Wicked 

Stab. Evade the initial pair of 

sword slashes individually, then 

treat each set of triple-slashes 

as a single attack and Evade 

once per set, then Evade the finishing stab to activate Witch Time. 


Witch Time Combo 

Upon activating Witch Time you'll have a great opportunity to 
score a big-hitting combo. @@@@i(& is useful here, as there is 
just enough time, within a Witch Time activation, to allow you to 
get to the good bit before time returns to normal. 


Heel Stomp Trap 

After blasting Jeanne away with a Witch Time Wicked Weave 
combo, follow up immediately with constant repetition of the 
Heel Stomp +0 01/02. As long as you connect the first stomp, 
Jeanne will not be able to escape any of the following stomps. 
You can keep this up until your Magic is depleted! 


Red HotTip! If Jeanne is jammed into a corner you can 
substitute the Heel Stomp with the Tetsuzanko to provide 
another effective trapping method. 


Perfect Parry 

Parrying Jeanne's striking attacks will cause her to stumble 
momentarily. Treat this instance as you would a blind-side attack; 
either follow up with a powerful attack, such as the Tetsuzanko, 
launch her with an Uppercut, or start a combo chain with the 
Shotgun Pressure. Once you've gained a complete understand- 
ing of her animation and attack speed, your Parries will become 
more accurate. Ultimately, this will lead to consistently Perfect 
Parries, which will activate Witch Time via any of Jeanne's attacks! 


ESEESE As the Combo Points threshold for 
Platinum Rank is lower in Non Stop Climax, you won't need 
to worry so much about scoring big combos. After dodging 

a combo that would normally activate Witch Time, treat the 
situation as you would a blind-side attack and strike hard with 
a Tetsuzanko or similar. 


Better still — if you've sufficiently studied and memorised Jeanne's 
combo attacks, you can buffer the @@@®& & & combo into each 
Evade you use to dodge her strikes. To dodge Jeanne's 5-hit Kick 
Combo, for example, you need four Evades to dodge the whole 
sequence. If you use these four Evades to buffer in the open- 

ing four commands required for the combo, you can unleash a 

‘© sweep and Wicked Heel as soon as you've finished dodging, 
when Jeanne is at her most vulnerable! 
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CHAPTER IV: THE CARDINAL VIRTUE OF FORTITUDE 


Amongst the spiritually powerful of the Middle Ages These Cardinal Virtues occasionally become physical 
it was thought that Paradiso held a Divine Will for manifestations of the great intentions of Paradiso, and 
all. As a result, they developed heavenly logic. The are known as the Laguna, inspiring awe in the masses. 
concept of the “Cardinal Virtues” was born out of Personifying courage and fortitude, Fortitudo has been 
this logic, classifying Paradiso’s Divine Will into four depicted as a terrifying being, sporting an enormous 
broad groups. face and two dragon heads. He is said to be capable 


of summoning magma flows at will. 
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Bayonetta starts the fight standing on a long, raised walkway, 
with the giant Angel Fortitudo hovering directly ahead >O 01. 
The aim here is to Stun Fortitudo in order to knock him to the 
ground, where you can activate a massive Gigaton Attack. 


Dragon Bite 

Each dragon head will attempt repeatedly to grab you in its jaws 
as you strut the walkway +0 02. A ‘squealing’ sound will occur 
just before the striking animation of the attack, Evade on this cue 
to activate Witch Time. Parrying is a safer option. While attacking, 
you can keep Parrying towards Fortitudo so that Bayonetta will 
defend any strike, regardless of whether she is in attack anima- 
tion or not. 


Red Hot Tip! If you are having trouble timing the Evade to 
activate Witch Time, try running along the platform. If you 
are running at full tilt when a Dragon Bite is executed, it will 
miss you. Evading at this point, however, will still activate 
Witch Time. 


Gigaton Action: Getting caught by a Dragon Bite will 
result in a Gigaton sequence, where Bayonetta must free 
herself from the creature's jaws. Rapidly shake the left stick 
left and right to break free of the dragon’s grasp. Failure to 
do so will end in death. 


A 


CK PHASE 


Technique | WT/PA | F HRD CMX 


Dragon Bite* ele 500-death | 1,000- death | 1,500 - death 
Fireball ele 500 1,000 1,500 
Tail Swing ole 500 1,000 1,500 
Platform Break 


Possible attack while landing on the ground. 


*Instant death if you fail to escape 


Fireball 

The best way of dealing with this pair of Fireball shots is to Parry 
them back. Watch for when the dragon heads are drawn close 
together and start tapping @ at this point to safely activate the 
Parry. If you do not have the Moon of Mahaa-Kalaa equipped, 
Evade the first of the incoming pair of Fireballs to activate Witch 
Time, then punch the second Fireball back at the dragon head. 


Tail Swing 

Fortitudo will turn his massive body in order to sweep his tail 
across the platform's surface. Evade towards this attack to 
pass safely through it. Alternatively, Parry by pushing @ directly 
towards Fortitudo (towards his main body, not his tail). 


Platform Break 

If you take too long to complete this Attack Phase, Fortitudo will 
land and destroy the platform. Attack Phase 2 will be activated 
when you fall to the ground below. 
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ATTACK PHASE 2 


Note: If the ground is set ablaze, switch your Feet weapon 
to Durga in Fire Mode to nullify damage during this phase. 


During this ground-based encounter with Fortitudo, you'll find 
he's capable of some formidable techniques +0 03. Attack 
Phase 2 will be activated, either once you Stun Fortitudo and 
send him crashing down, or when you get caught in a Dragon 
Bite attack, or if Fortitudo manages to destroy the platform. The 
conditions for ending this sequence are: 


@ Damaging Fortitudo to such a degree that he will stop attack- 
ing and take refuge on the arena wall (Attack Phase 3). 


@ Collecting the Hourglass of Time. This appears once part of 
the walkway is destroyed by one of Fortitudo’s attacks. 


The Hourglass of Time will appear glowing within the ruins of the 
walkway >C) 04. Press ™& to grab this item to reverse time and 
reappear on the walkway as if the damage had never occurred. 


Lunging Dragon Bite 

Crouching into a low stance, Fortitudo will lunge at Bayonetta 
with both dragon heads. As these attacks are difficult to read 
accurately, Parrying is a far safer way of defending. Parry directly 
at Fortitudo to safely block the attack. 


Double Dragon 

Fortitudo will jump forwards and deliver a pair of powerful hook 
strikes, courtesy of his dragon heads. Parry directly towards 
Fortitudo to negate the damage, or Evade tightly when he lands. 
from his jump to activate Witch Time. 


Overhead Dragon Smash 

Fortitudo leaps towards Bayonetta and slams down both dragon 
heads with such force that they momentarily become stuck. 
Parry or Evade directly towards Fortitudo; if you're too close to 
Fortitudo's body, the attack will miss anyway. 


Hunting Dragon Bite 

This attack will be activated if you attempt to seek refuge under 
neath Fortitudo's body. A dragon head will lunge directly at your 
position in a similar fashion to the Phase 1 Dragon Bite. Watch 
out for the audio-visual cue. The dragon head will open its mouth 
wide as it growls, just before it strikes — use this as your cue to 
Evade. 


Fireball 

This is the same as the Phase 1 Fireball attack; a pair of fireballs 
will blast out from the dragon heads in quick succession. Parry 
these back to increase the Combo Multiplier, or Evade to activate 
Witch Time. 


Aerial Fireball 

Fortitudo can also take to the air and throw fireballs from above! 
Deal with this technique in the same way as in the previous vari- 
ations. Parry them back to increase the Combo Multiplier. 


E o o 


Lunging Dragon Bite ele 500 1,000 1,500 
Double Dragon ele 500 1,000 1.500 
Overhead Dragon Smash 0/@ 500 1,000 | 1.500 
Hunting Dragon Bite” @/@ | 500-death 1,000- death | 1,500- death 
Fireb: ele 500 1,000 1,500 
Aerial Fireball ele 500 1,000 1,500 
Dragon Breath ole 500 1,000 1,500 
Dragon Rush ele 500 1,000 1,500 
Head Bomb o/e 100 200 300 
Foot Stomp oje 50 100 150 
Inferno ee 100 20 | 320 


*Instant death if you fail to escape 


Dragon Breath 

The only cue you get that this attack is imminent is the sound of 
the dragon heads inhaling, followed immediately by a scorching 
flame attack. The best way to Evade this attack is to simply stay 
out of the way. If you are in close range, rush directly towards 
Fortitudo so that the attack passes safely overhead. 


Dragon Rush 

The huge Angel will charge, stomping his feet and chomping 
with both dragon heads as he goes. As the attacking range of 
this technique is so huge, it's far safer to keep Parrying directly 
ahead as Fortitudo charges past. 


Head Bomb 

Another trick Fortitudo will employ to stop you hiding is to launch 
an explosive bomb attack from his head. This attack will be acti- 
vated if you find yourself directly underneath Fortitudo's body. 
The top of his (upside down) head will glow before launching a 
powerful blast. Get out of there quickly! 


Foot Stomp 

Standing close to one of Fortitudo’s feet will cause him to per- 
form a stomping action. Evade as soon as you see the foot being 
raised and get away from him! 


Inferno 

Lowering both dragon heads into firing position, Fortitudo will 
focus their full firepower directly at the ground. This will cause a 
series of explosive eruptions from the ground beneath your posi- 
tion before engulfing the whole arena in a sea of lava. Keep mov- 
ing in one direction quickly to outrun the series of four eruptions. 


Red HotTip! Evading the Inferno’s initial flame attack will 


activate Witch Time. This is a great opportunity to make a 
dash for the Hourglass Of Time. 
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ATTACK PHASE 3 


Inflicting heavy damage on Fortitudo during Attack Phase 2 will 
force him to retreat and seek a brief respite on the arena wall. 


As soon as he has recovered, he will set the ground alight. 
Bayonetta will slow time at the precise moment a giant blast 
lifts sections of the ground into the air. Negotiate these raised 


S Y 


sections to make your way over to where Fortitudo is sitting, 
where a devastating Gigaton Attack will be at your disposal. 


Once you've completed the Gigaton Attack, Fortitudo will once 
again use Inferno. This will result in the appearance of the Hour- 
glass of Time. Grab it quickly to activate Attack Phase 4. 


p 


ATTACK PHASE 4 


After ripping off one of the dragon heads and restoring the plat- 
form, you will once again be facing Fortitudo while he’s in flight. 
This Phase differs from Attack Phase 1, in that Fortitudo can now 
latch on to, and destroy, the platform with his flaming breath! 


a o o 


y 
Platform Blast ole 500 1,000 1,500 


*Witch Time activation only possible via the dragon head's platform biting action. 


Once both dragon heads have been removed, the enraged 
Fortitudo will blast the entire arena high into the air. Suspended 
high up in the air, this impossible situation is now a battle to the 
death; a race against time to defeat the monster before Bayo- 
netta's ability to slow time reaches its limit! 


Time Limit: 5:00 


Talon Rush 

With surprising speed, Fortitudo will launch himself at Bayonetta, 
talons first. Watch out for the visual cue; Fortitudo will tip his 
body backwards before launching himself into the attack. Evade 
here or repeatedly tap @ towards Fortitudo to meet the attack 
with a Parry. 


Headbutt 

With this simple, but effective, technique the huge Angel will 
launch himself at full blast and ram the outer edge of the battle 
arena >20 01/02. Either stay away from the impact zone or Parry 
forwards to eliminate the damage. 


Tail Spikes 

After a Headbutt, Fortitudo will often attempt a sneak attack, 
stabbing his tail up through the ground beneath Bayonetta’s feet. 
Keep an eye on the ground, as a golden glow will appear before 
each tail strike. Evade as soon as you see this glow! 


Heat Breath 

After a Headbutt, Fortitudo can also fire a high-energy beam from 
his mouth. Watch out for a glowing aura of energy appearing 
around Fortitudo's mouth before he fires. Evade using this cue, 
or keep Parrying directly at Fortitudo to safely defend yourself. 


Ambush 


Fortitudo will disappear overhead before crashing down on to the 
arena surface. Watch out for the golden glow that appears at the 
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Platform Blast 

The remaining dragon head will be drawn back as it accumulates 
power, before lunging and clamping hold of the platform. Fortitudo 
will then breathe fire and destroy the walkway, making Bayonetta 
fall to the floor. Ensure you stop this attack before it finishes by 
attacking the dragon head that has clamped hold of the platform 
with a @@@@i(& combo. Failure to stop the execution of this 
attack will activate another instance of Attack Phase 2. 


HRD CMX 
Talon Rush ole 500 1,000 1,500 
Headbutt ole 500 1,000 1,500 
Tail Spikes oje 500 1,000 1,500 
Heat Breath ole 500 1,000 1,500 
Ambush ole 500 1,000 1,500 
Charging Infemo ole 500 1,000 1,500 


Note: As time is already dilated, Evading an attack will not activate Witch Time during 
this sequence! 


target area before he lands. Stay out of this zone to avoid the at- 
tack. Note that the shock wave from this technique can Stun Bayo- 
netta for a short time, even if you are some distance away from 
the impact site, so Evade to nullify the effect of the shock wave. 


ST 


Charging Inferno 

Watch out for the pulse of energy Fortitudo emits while flying. 
After this visual cue he will charge, engulfed in flames. Parry by 
repeatedly tapping @, or Evade using the visual cue as a warning. 


p 


EGY 


Note: The dragon heads are 
bullet-proof, so firing with "®% 


is not an effective means of 


keeping a combo active. By 
holding Taunt, to freeze the 
combo timer, and attacking with 
long-distance Wicked Weaves, 


such as Tetsuzanko, you will ensure that you're able to build up a 
decent score. 


Phase 1: Aim to Evade a Dragon Bite and 
activate Witch Time. Now pummel the dragon head with any 
rapid Wicked Weave combo to Stun Fortitudo. As soon as he 
becomes Stunned, jump down after him, land on top of one of 
the dragon heads and attack with @ four times before pressing 
@+®& to activate the Gigaton Attack. 


Gigaton Action: Rapidly tap ™% to build up power to 
enable you to pick up and slam Fortitudo. 


Phase 2: As soon as you have completed the Gigaton Attack, 
continue the assault against the dragon head with a 88884 
combo. When Fortitudo gets to his feet, keep throwing Tetsu- 
zanko strikes, while remaining locked-on to the dragon head. 
This will eventually weaken Fortitudo enough to skip Phase 2 
and activate Phase 3. 


Phase 3: Make your way quickly up to the walkway. Double jump 
when Fortitudo sets the ground alight and float slowly down- 
wards by holding *%& until the platforms appear. Go over to For 
titudo and complete the Gigaton Attack. Fortitudo will now get 

to his feet and use Inferno to destroy the walkway. Immediately, 
rush over and activate the Hourglass of Time that now appears. 


Phase 4: Immediately upon starting Attack Phase 5, be ready to 
Evade a pair of incoming Fireballs before resuming your attack. 
Alternatively, if you have the Moon of Mahaa-Kalaa equipped, 
Parry and deflect the pair of Fireballs by hitting the left stick up- 
left repeatedly. When the Fireballs are out of the way, resume 
attacking by throwing as many @%@ or Tetsuzanko strikes as 
possible before Parrying or Evading the next set of Fireballs. 
Keep this up until Fortitudo becomes Stunned again, and immedi- 
ately jump down after him, strike four times with @ and then 
activate the Gigaton Attack. 


Phase 2: Repeat this phase exactly as per the previous 
explanation for Phase 2. 


Phase 3: Once again, Fortitudo will make his way up over to the 
outer wall of the arena. Repeat this phase as per the previous 
explanation for Phase 3 to remove the second dragon head and 
initiate Phase 4. 


Phase 5: Rush over to the arena perimeter and defend yourself 
against Fortitudo’s attacks until he uses the Headbutt. Upon 
Evading or Parrying the Headbutt, hold your position and attack 


hard with rapid Wicked Weave combos. Stay alert and watch 
out for attack cues. Evade or Parry these, as explained in the 
technique section, then resume your Wicked Weave combos. 
After a beating, Fortitudo will back off into the distance in order 
to come crashing back in with another Headbutt. Hit him with 
Tetsuzanko strikes, while he sits in the distance, before Evading 
this additional Headbutt. 


As his life gauge becomes critically low, press @+#% to counter ta 
Fortitudo’s final desperation attack and activate the Climax 
finish. 


Climax Action: After pressing @+%& to counter Fortitudo’s 
final Tail Swing, rapidly tap =% to build up bonus points. 


| NON STOP CLIMAX | Phase 1: Keep up a constant flow of 

)&@ combos. The W will launch a long-range Wicked Weave 
at the nearest dragon head. Defence is simple; keep Parrying 
towards Fortitudo while Bayonetta is attacking and the Parry will 
be activated, whether she's in the middle of an attack or not. 
Parrying Fireballs back will bump up the Combo Multiplier. Once 
Fortitudo has been Stunned, jump down after him immediately 
to land directly on top of the nearest dragon head, throw four @ 
attacks then activate the Gigaton attack. 


Red HotTip! Give the Gigaton Attack your all! Trying for as 
much damage as possible will ensure that you can correctly 
cancel the troublesome part of Attack Phase 2. 


Phase 2 and Phase 3: Use exactly the same strategy as on 
Normal and Hard. 


Phase 4: Immediately upon starting Phase 4, Parry a pair of Fire- 
balls by hitting left stick up-left. Follow up with as many Tetsu- 
zankos as possible before Parrying the next set of Fireballs. Keep 
this up until Fortitudo becomes Stunned again and immediately 
jump down after him, strike four times with @ and then activate 
the Gigaton Attack. 


Phase 2: Repeat this phase exactly as per Normal and Hard. 


Phase 3: Once again Fortitudo will make his way up over to the 
outer wall of the arena. Repeat this phase as per the previous 
explanation for Phase 3 to remove the second dragon head and 
initiate Phase 5. 


Phase 5: As soon as the scene starts, activate Beast Within and 
charge towards the edge of the arena. Parry the incoming Head- 
butt, then attack repeatedly with a rapid Wicked Weave combo. 
While laying into him with everything you've got, keep an eye 
out for the Tail Spike, Heat Breath and Headbutt activation cues. 
Defend yourself against these, as previously explained, before 
resuming your attack. As soon as his health meter is drained to 
critical, Fortitudo will back off and attempt a desperation attack; 
hit @+%& to counter this Tail Swing and activate the Climax 
finish. 
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Body 80,000 HP Energy Core (Normal) 10,000 HPx5 etal oral) 210,000 /HIP I) 


Ams 40,000 HP x 2 Energy Core (Hard and Cima) 10,000 HP x7 


CHAPTER VII: THE CARDINAL VIRTUE OF TEMPERANCE 


Temperantia, the true embodiment of the Cardinal When the true power of the Virtue of Temperance is 
Virtue of Temperance, is often depicted as an epic visited upon our world, it is said to come as a tornado, 
giant. With its body rising like a castle, Temperantia capable of swallowing an entire country. Humans 
possesses two tree-like arms; a figure said to illustrate cannot begin to guess what the impetus behind Divine 
the total reverence in which the Laguna are held by Will is, whether anger or happiness. They are left only 
the faithful. with prayers and promises of personal temperance, if 


only the heavens would make the storm subside. 
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This epic encounter kicks off with Bayonetta standing on a small 
section of road that’s been blasted through the air by the terrify- 
ing wind. Temperantia will use a combination of punches and 
artillery attacks, targeting either Bayonetta or the platform she’s 
standing on. To win this section you must weaken Temperantia 
to the point where Bayonetta can counter one of his mighty 
punches, allowing her to climb on to his body and attack him 
directly. 


Power Punch 

Temperantia‘s arm will flash with electricity as he draws it back 
20 01, After building up power for a brief moment he will deliver 
an almighty punch, sending the platform flying. Evading just before 
the punch connects will ensure that only the platform (and not 
Bayonetta) is damaged by this mighty blow. 


Upon Evading the attack, a Witch Time sequence will be activat- 
ed. Negotiate the platforms away from Temperantia and towards 
a large vehicle. Press @+% to grab and throw the vehicle at 
Temperantia, which will momentarily Stun him. Make your way 
back over to him immediately, via the platforms, and resume 
the attack. 


Red HotTip! Parrying directly towards the Power Punch, or 
performing the Umbran Portal Kick, will also safely defend 
you against this attack. Performing a Perfect Parry against 
the Power Punch will activate Witch Time, allowing you to 
attack Temperantia’s fist. 


Grapple Punch 

Using one arm to hold the platform in place, Temperantia will 
power up his free arm before delivering an almighty punch, which 
will destroy the platform and send Bayonetta flying >O 02. 
Watch for the visual cue; Temperantia will grip the platform with 
one arm while drawing back the other, and electricity will flicker 
through the arm as he charges the punch. During this warning 
animation you must inflict very heavy damage upon the arm 
that's gripping. This will force Temperantia to release the platform 
and cancel the attack. Use a @ t combo on the gripping 
arm as soon as you see the warning animation. 


Vulcan Strike a 

Temperantia will hold the platform in place with one arm while 
firing a rapid volley of shots with the other >C 03. Repeatedly 
tap @ directly at the arm Temperantia is firing from to deflect the 
entire barrage. This will damage Temperantia while increasing the 
Combo Multiplier. 


Vulcan Strike p. 

Gripping the platform with his left hand, Temperantia will use his 
free arm to rain down shots and destroy it >0 04. As luck would 
have it, another platform will appear once this attack has been 
activated. Press ¥€ to jump across to this new platform before 
the missiles home in. 


Red HotTip! Use a Barrage combo to attack the gripping 
arm as the missiles close in. Keep attacking for as long as 
you possibly can before Evading at the very last moment! 

It is possible to complete a whole & \(% combo before 
jumping across to the second platform. 


Grapple Punch 
Vulcan Strike a 
Vulcan Strike $ 


*Pre-set sequence. 
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CK PHASE 2 


Once you have weakened Temperantia to the point at which his 
Power Punch can be countered, Bayonetta will jump on to the 
Angel's body. From here you need to rush over to the Energy 
Core, which secures the arm to Temperantia's body. Destroying 
this core will allow you to rip the arm clean off with a Gigaton 
Attack! 


Debris 

Once you have managed to climb on top of one of Temperantia's 
arms you will be subjected to all sorts of flying debris. The safest 
way to avoid these hazards is to activate Beast Within and run 
along the inner side of the arm, as no debris will appear here. 


Wind Spirits 

These serpent-lke spirits will criss-cross their way along the 
length of the top side of Temperantia’s arms. As they cannot be 
harmed by any of Bayonetta’s attacks, Evading is the only option. 
Activate Beast Within and make your way to the inner side of the 
arm as you charge towards the Energy Core. The Wind Spirits 
will not follow this path. 


Pech | Wi è o cmx 


Debris olo 100 | 200 300 
Wind Spirits ole | 2% | i 

Energy Darts T ore | 10 | 3% | 4 
Energy Pulse oje 300 600 900 


Energy Darts 

As you approach the Energy Core, a swarm of Energy Darts will 
manifest themselves in the air around it. These will hang for a 
brief moment before launching themselves at you >0 01. Listen 
out for the high-pitched sound these darts emit and when the 
sound peaks, accompanied by a flash of blue light, Evade im- 
mediately! You can also activate, then Evade out of, the Umbran 
Portal Kick just as the Energy Darts fire to phase through them. 


Energy Pulse 

Another hazard to be aware of while attacking an Energy Core is 
the energy pulse that is occasionally emitted. This attack is sign- 
posted by a flash of blue light, which will draw inwards before 
the pulse is emitted >0 02. Evade when the light draws itself 
inwards, dodging away from the Energy Core as soon as you see 
this cue. You can also repeatedly tap @ towards the Energy Core 
during your attack animation in order to Parry. 


CK PHASE 


Now that one arm is down you can begin working on the other. 
Once again, you need to weaken Temperantia to the point where 
you can counter his Power Punch and leap on to his body. 


Power Punch 

Once again, Evade or jump, just before the punch connects, to 
activate Witch Time. Make your way across the platforms and 
throw the vehicle at Temperantia. Quickly making your way over 
to him at this point will buy you a few seconds of Witch Time, 
allowing you some free strikes. 


Vulcan Strike a 

Temperantia will once again grip the platform and fire. As he 
now has only one arm, the destructive power of this technique 
is massively reduced. His sole means of firing is by using one 
free finger of the gripping hand. Parry the shots back in exactly 
the same fashion as in the previous variation of the attack. 


Wind Spirits 

Gripping the platform in place with his remaining hand, Tempe- 
rantia will launch a pair of Wind Spirits from his mouth. Simply 
stand midway between Temperantia’s finger and the outer edge 
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Power Punch ole 500 1,000 1,500 
Vulcan Strike a ove 200 400 600 
Wind Spirits ole 200 400 600 


Eye Lasers ole 150 300 450 


*Pre-set sequence. 


of the platform to allow the spirits to encircle you and safely pass 
by +0 03. Note that holding Taunt, while standing in this safe 
zone, will keep the Combo Multiplier active. 


Eye Lasers 

Temperantia will growl as his eyes glow brightly. This cue 
signifies that a laser barrage is imminent >0 04! Stand still 
and repeatedly tap @ directly towards the eyes to Parry the 
whole volley. 


Red HotTip! As these lasers will pass through solid ob- 
jects, try standing behind Temperantia’s arm as you Parry. 
As each shot is destroyed by the Parry, it will actually 
damage the arm and increase your Combo Multiplier. 


ATTACK PHASE 4 


With both arms removed you will find yourself standing on Tem- 
perantia’s torso. A powerful shield will be activated, protecting 
the Angel's head from danger. You will need to destroy every 
Energy Core on Temperantia’s body to deactivate the shield and 
attack his head. 


Three Cores on Normal 

Five Cores on Hard and Climax 

The Energy Cores here behave exactly like the ones you previ- 
ously encountered on the Angel's arms. The aim here is to 
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Debris 0/0 100 200 300 
Wind Spirits o/e 200 400 600 
Energy Darts o/e 150 300 450 
Energy Pulse o/e 300 600 900 


quickly destroy each orb in turn and so cut off the power to the 
shield protecting Temperantia’s head. Destroying this shield will 
activate the final Attack Phase! 


CK PHASE 5 


With the shield now down, you get to smash Temperantia’s 

face in! The giant Angel will employ all sorts of desperate and 
confusing attacks. Learn to defend yourself against each one and 
counter with everything you've got! 


Wind Spirits 

Temperantia will belch out a pair of Wind Spirits, which will quick- 
ly spiral around his head. The best way to avoid damage from 
this attack is to get well away from it. Evade backwards away 
from Temperantia’s face to stay out of the spirits’ flight path. 


Laser Rain: 

Watch out for when the plate on Temperantia’s forehead lights 
up, as this signifies that a heavy laser barrage is about to strike! 
There are two variations of this attack: 


@ Linear: The lasers will rain down, targeting Bayonetta’s exact 
position. This is best avoided by Evading rhythmically as the 
lasers close in. 


@ Spread: This time the lasers will spread out and attack 
indirectly. The safest option here is to stand still and allow 
the laser attack to finish. 


Keeping the Combo Multiplier active during the linear version of 
this attack is somewhat tricky. Try firing off a shot with "® be- 
tween Evades to reset the Combo Timer. Alternatively, stay close 
to Temperantia’s face and Evade the incoming lasers with a Dodge 
Offset ®. Striking as you move will keep the combo active. 


Spinning Beam 
With a battle cry, Temperantia will lower his face and fire a beam 
from his forehead, spinning his head round rapidly to create a 
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Wind Spirits ole 200 400 600 
Laser Rain o/e 300 600 900 
Spinning Beam ele 500 1,000 1,500 
Eye Lasers o/e 150 300 450 
Devour 0/0 500* 1,000 1,500 


*Instant death if you fail to escape 


very effective sweeping attack »C 05. This is the most effec- 
tive Witch Time chance of the entire battle. Evade the beam 
each time it swings round in order to score up to three Witch 
Time activations in succession. Beware of straying too close to 
Temperantia’s head during this attack, as he will always grab you 
in his mouth as he spins! Once again, shake and # to escape 
his grasp or face instant death! 


Red HotTip! When playing Non Stop Climax mode, fire an 
=% shot or two between Evades. This will keep the Combo 
Multiplier active. 
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Eye Lasers 

Temperantia will growl as his eyes glow brightly = 01. This is 
the cue signifying that the Eye Lasers are imminent. This is the 
best way to increase the Combo Multiplier during Attack Phase 5. 
Keep tapping @ directly at the face to Parry back the whole laser 
barrage. 


Devour 

Staying close to Temperantia’s face will result in the Angel grab- 
bing Bayonetta in his mouth. Watch out for the flash of Temperan- 
tia's eyes before this attack commences and Evade away from his 
face immediately! If you are caught by this attack, quickly shake 
= and + to break free. Failure to escape results in instant death! 
As she escapes, Bayonetta will deliver an almighty kick, which 
will Stun Temperantia and give you a chance to attack, 


0100s 


Phase 1: 
Aim to push damage to the 
absolute maximum. Use 


OHGY to attack any arm 


that has gripped the platform, 


before Parrying or Evading the 

incoming Vulcan Strikes. Keep 

the Combo Timer active with 

=% gunshots or Tetsuzanko will 

strike whenever he backs away. Keep up the assault until the An- 
gel recoils in pain and throws a desperation Power Punch — press 
@+& when the “Evade” prompt appears so that you can dodge 
the attack and climb aboard the arm. 


Phase 2: Activate Beast Within and rush along the inside of the 
arm in order to avoid damage from the flying debris and Wind 
Spirits. When you reach the Energy Core, use @@@@(& to 
attack, while keeping a close eye on the Energy Darts that will 
now materialise. Avoid these as soon as they fire and resume 
attacking with @@@@i(&. As soon as the Energy Core has been 
destroyed, a Gigaton Attack will become available. Press @+& to 
activate the Gigaton and rip the arm from Temperantia’s body. 


Gigaton Action: Rapidly tap ™% to build up power, as 
Hekatoncheir restrains Temperantia, so that you can rip his 
arm clean off! 


Phase 3: As soon as this phase starts, hold Taunt to keep the 
combo active. Attack Temperantia’s remaining arm as soon as he 
grips the platform. Once again, @@@@i(& is a great combo to 
use. Evade the Vulcan and Laser attacks, as previously explained, 
while pummelling the remaining arm. When Temperantia has 
been sufficiently weakened he will once again recoil in pain. 
before throwing a Power Punch. Press @+#% to Evade the punch 
and jump on to his arm. 


Phase 2: Follow the exact procedure, as per the previous expla- 
nation for Phase 2, to remove the remaining arm from Temperan- 
tia's body. 


Phase 4: This is where you can really score big! Rush over to, 
and destroy, each Eneray Core in turn on Temperantia’s body. 
By using Beast Within to move quickly and @ lt to deal 
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heavy strikes you will destroy every core within a single combo 
sequence. If you move quickly enough, you can rush over to 
each orb and destroy it before it has a chance to defend! 


Red Hot Tip! Pay attention to the orientation of Temperan- 
tia’s body during the armour break cutscene. This illustrates 
the exact position where you will land after the scene fin- 
ishes. Use this scene to see which orb to go for next. 


Phase 5: Be aware of your positioning, as it is easy to run out of 
manoeuvring space. The best place to stand is where you find 
yourself as you start this phase, i.e. below Temperantia’s head 
and looking up towards the halo in the distance. Maintain your 
position, always returning after taking evasive action. 


Keep firing with "® to keep the combo active. The best opportu- 

nity for dealing damage comes from activating Witch Time during 
the Spinning Beam attack. When the beam is activated, Evade it 

as it makes its first pass, then attack with a @@@@& combo. 

Witch Time will be deactivated by the time you get to the end of 
this combo, so Evade away from Temperantia’s face to avoid his 

mouth, before dodging the next pass of the beam and repeating 
the process. 


From here, ensure that you keep firing to keep the combo ac- 
tive, while avoiding Temperantia’s attacks, as described in the 
Techniques section. Parrying the Eye Lasers will bump up the 
Multiplier and further boost your score. Keep up the routine until 
Temperantia’s health is depleted and press @+%, as directed by 
the “Climax” prompt, to activate the finishing sequence. 


Climax Action: Upon pressing @+®& when prompted, 
Bayonetta will once against summon Hekatoncheir. Rapidly 
tap =% to build up bonus points as the flurry of demonic 
fists makes purée of Temperantia‘s head. 


| NON STOP CLIMAX | Fight Temperantia in exactly the same fash- 
ion as is described for Normal and Hard modes. The only section 
where things are different is Attack Phase 5. Keep up a heavy 
barrage of attacks at close range, while paying close attention to 
the various attack cues. Evade with a Dodge Offset @ to 
ensure the combo remains active. 
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Tentacle 30,000 HP x3 


Tentacle Core 6,000 HP x3 


CHAPTER XI: THE CARDINAL VIRTUE OF JUSTICE 


Within Paradiso’s Divine Will, also known as the Car- 
dinal Virtues, lustitia, or Justice, is known to take on 
a particularly strange physical manifestation. A large 
mass covered with numerous faces, and extending 
outwards via countless tentacles, lustitia could easily 
pass for a demon. 


This may be due to the fact that those depicting the 
Angel are filled beyond comprehension with awe at 


the sheer difficulty of encouraging justice in the world. 


Among Paradiso’s Divine Will, there are those who be- 
lieve that lustitia is the closest of the Cardinal Virtues 
to Hell. 


Justice is said to be based upon rules established by 
man, to be followed by man, and changing one’s view- 
point can lead to a change in what is evil. This uncer- 
tainty may be a manifestation of the existing folklore 
and depictions of lustitia. 
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Normal Spear Affinity (2), Flail Affinity (2), Trumpet Affinity (1), 
Ardor (1), lustitia (1) 


Spear Affinity (2), Flail Affinity (2), Trumpet Affinity (1), 
Burning Ardor (1), lustitia (1) 


Hard & Non Stop Climax 


Before you head 

on and fight the main boss in this Chapter, you must first get 
through a group of Angels in a small clearing in the middle of a 
woodland area. As this fight still counts as the same Verse as the 
boss, you should try and get as high a combo score as you can, 
so that you don’t have to worry about it quite as much during the 
main fight. Thankfully, it's quite an easy fight in which to get a 
good combo score, thanks to the Spear Affinities. Start by using 


a Torture Attack on one of these and then use the © attack on 
its Angel Arm to hit the rest of the enemy group. As soon as the 
attack is over, Torture Attack the nearest Affinity and then use its 
Angel Arm to finish off the Ardor or any remaining Affinities. 


On Hard and Non Stop Climax the Ardor is Burning, so you 
need to make sure you are well clear of it when using any of 
your attacks, in case you hit it accidentally. It is also worthwhile 
Torture Attacking one of the Trumpet Affinities first and using @ 
attacks with the Trumpet Angel Arm to weaken it. You can then 
Torture Attack one of the Spear Affinities and use the Spear to 
finish off the Ardor and the rest of the Affinities. After the fight is 
over a cutscene will be triggered and you'll begin the main battle 
against lustitia. 


ee y 
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Euphoria 

Standing on a rock platform, you will be faced with Euphoria, the 
first of three tentacles lustitia will use to attack with. Euphoria 
will attack in conjunction with a pair of vines. The trio will take 
turns to dish out a bewildering array of techniques. Attacking the 
tentacle directly will damage lustitia, and removing around 80% 
of its current life gauge will Stun the tentacle and trigger the next 
Attack Phase. 


Vine Straight 

The vines actually have their own voice, distinct from the phrases 
and battle cries of the main tentacle. A vine will emit a “Dah!” 
vocal while hanging in its standby position. After this cue it will 
flick out directly at you. Be ready to Evade whenever you hear a 
vocal cue from either of the vines, as you don’t have much time 
to visually confirm what's coming. 


Vine Hook 

The Vine Hook technique is signposted by a “Rrragh!" vocal 
coupled with a purple glow. Evade at this point to stay out of 
harm's way from its circular swing attack. If you want to Parry 
this attack, tap @ diagonally towards the incoming swing. 


Vine Smash 

This overhead smash is signified by a “Dah!” vocal. Evade as the 
vine reaches its highest point before crashing down, accompa- 
nied by the sound of rushing wind. 


Vine Saliva 

A vine will remain stationary for a moment while it aims right at 
you. After this brief pause it will eject a glue-like substance on 

to the floor. Any contact Bayonetta has with this substance will 
stick her to the spot instantly. If caught, rapidly shake * and # 

to break free. While stuck, you'll still be able to Parry incoming at- 
tacks, as long as you get the direction right. The Parry action will 
even free Bayonetta from the Vine Saliva! 


Poison Bile 


Now you can see the cause of the poisonous purple smog from 
close up; often, either vine will vomit a vile purple liquid on to the 
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Vine Straight o/e 300 600 900 
Vine Hook ole 300 600 900 
Vine Smash ole 300 600 900 
Vine Saliva ole 0 0 0 
Poison Bile ole 300 400 600 
Tentacle Smash ole 400 800 1,200 
Tentacle Rush ele 400 800 1,200 
Poison Debris o/e 300 600 900 
Vine Hammer (Vine) o/e 200 400 600 
Vine Hammer (Tentacle) ole 500 1,000 1,500 
Vine Devour 0/0 Death Death Death 


surface of the platform >C 01. This attack is slow and its range 
limited. You will avoid damage as long as you stay right back dur- 
ing this Attack Phase. 


Seed Pod 

The tentacle will often belch out a small pod, which opens up to 
reveal a small plant with its own vine appendages. Despite being 
immobile, it is still capable of dealing damage with its thrashing 
vines, if you stray close enough to it. During Attack Phase 1 it is 
best to stay back and attack the creature by holding @ + "® and 
shooting it to death. Note that attacking the Seed Pod will not 
add any points to your combo tally. 


Tentacle Smash 

Announced by a “Heeya!” battle cry, the tentacle will smash 
down from above. Learn to recognise the cue and Evade when 
the tentacle reaches its highest point before smashing down. Be- 
ware of the area damage this attack does to the platform. Even if 
you are away from the impact zone, the shock wave of the strike 
will cause Bayonetta to Stagger. 


Tentacle Rush 

The tentacle will rear up before striking like a cobra >O 02/03. 
Evading this strike will activate Witch Time and provide the 
perfect opportunity for dealing damage. It's extremely important 
to learn the attack cue for this technique, as it's the only one you 
can use to activate Witch Time via an Evade. 


Watch out for the glowing eyes, and memorise the angelic word 
“Ciaofi’ spoken by the tentacle’s face before the attack. This word 
is specific to the Tentacle Rush. Once you have safely Evaded, 
attack the tentacle’s face with a @@@(@ combo. Repeatedly 
attacking in this manner will eventually Stun the tentacle, allowing 
you to climb aboard and attack lustitia’s main body. 


Red HotTip! Evade the Tentacle Rush with a Dodge Offset 
®, which will shift the @ (@ combo along one step so 
that the high scoring part is activated earlier. 


Poison Debris 
The vines will reach down into the poisonous depths below and 
launch a heap of contaminated debris high into the air. Purple 


Despair 
After triggering the required condition for Stunning a tentacle, 
you will be able to climb aboard and run along its length towards 
lustitia’s main body. When you reach the face, from whose 
mouth the tentacle protrudes, attack directly and remove the 
remainder of lustitia’s current life gauge. This will cut the tentacle 
off and trigger the next Attack Phase. 


Vine Defence 

As you make your way along the length of the tentacle towards 
lustitia’s main body, the vines will attempt to attack. As the vines 
are not flexible enough to bend very far around the tentacle, a 
good strategy is to stay on the opposite side of the tentacle in 
relation to the vine as you run along it. 


warning markers will appear on the platform to indicate the im- 
pact zones of these objects as they rain down from above. Stay 
well away from these markers; the objects thrown are far larger 
than the markers suggest! 


Vine Hammer 

About every 30 seconds lustitia will destroy the platform you are 
standing on. Both vines will violently smash against the platform 
surface before the tentacle crashes down, obliterating the entire 
structure. There are two ways of dealing with this attack: 


@ Jump across to the next platform to your right, or jump off the 
platform into the poisonous depths below. If you decide to 
jump across to the next fresh platform, activate Beast Within 
and head right, while hugging the very front or back of the 
platform; then jump across, or activate Crow Within, to fly 
across to the next platform. 


@ Make a suicide leap into the poison; when the Vine Hammer 
commences, activate Beast Within and jump off the platform 
into the smog below. 


Vine Devour 

Jumping or falling from a platform will trigger a cutscene in which 
a vine will attempt to eat Bayonetta. Hit @+%& immediately, when 
prompted, to counter this situation and jump back unharmed 

up to a fresh platform. Make absolutely sure you press @+%& 
immediately when prompted. If you miss this command prompt, 
Bayonetta will die instantly! 


HRD CMX 
Vine Defence ole 300 600 900 
Poison Debris ole 300 600 900 
Tii-Gate ole 300 600 900 
Saw-Gate ole 300 600 900 
Vine Whip ole 300 600 900 
Vine Crush ole 500 1,000 1,500 


Poison Debris 

Should you slow or stop your approach, a single shot of the 
Poison Debris attack you met in Attack Phase 1 will be launched 
at you. As before, look out for the purple warning marker that will 
appear to highlight the object's impact point. Stay away from this 
marker to avoid damage. 
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Tri-Gate 

The three-legged Tri-Gate looks quite tricky to avoid, but looks can 
be deceptive. With Beast Within activated, rush straight at the 
Tri-Gate and double tap © just before you make contact with it. 
Double tapping Ẹ will quickly deactivate then reactivate Beast 
Within so that you phase through the attack during Bayonetta’s 
invincible transition animation. >O 01/02 


Saw-Gate 

With no gaps in its configuration, the Saw-Gate seems a little 
tougher to negotiate than the Tri-Gate, but fear not — it's the 
same. Simply rush at the hazard with Beast Within and double 
tap Ẹ to phase straight through it. If you are having trouble tim- 
ing the phasing through the Tri and Saw-Gate attacks try a triple 
tap of Ẹ instead. If you have purchased the Bat Within ability, a 
triple tap of © will deactivate Beast Within, activate Bat Within 
and then reactivate Beast Within all within the same sequence. 


Vine Whip 

Once you reached the mouth the huge tentacle protrudes from, 
a pair of vines will stage a last ditch attempt at defence. The Vine 
Whip is a single strike aimed at you as you attack the tentacle’s 
exposed weak point. The attack is signposted by a “grunt” vocal 
sample from the vine, so Evade upon hearing this cue. 


Vine Crush 

This time both vines will swing inwards and deliver a crushing 
blow. The audio cue for this attack is a “grunt” audio sample 
from one vine, and a “Rrragh” sample from the other. Evade 
upon hearing this cue. 
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Rage 

This tentacle employs a different attack strategy to the last one 
Instead of attacking by itself, it will make much more effective 
use of the pair of vines that accompany it. A pair of deadly new 
vine attacks are added to its repertoire, as well as a devastating 
new desperation attack. As before, reduce lustitia’s current life 
gauge by around 80% to trigger the events leading to the even- 
tual removal of the current tentacle. 


Triple Vine Smash 

You will hear a vine speak an angelic phrase as it slams down 
against the platform three times in rapid succession. A good 
strategy is to stand right in front of the tentacle face during this 
Attack Phase. In this position, you will only need to Evade the 
second hit of the Triple Vine Smash, as the first hit will not target 
you. Press @ + © to easily Evade the second hit, then the third 
hit will slam harmlessly to the side. 


Twin Vine Crush 

Preceded by a vocal sample specific to this attack, the vines will 
slam together in a crushing attack. As you will be right in front 
of the tentacle’s face during this attack phase, dodge this attack 
with @ + Y. Holding @ will ensure you retain your position in 
front of the face. 


Platform Fling 

Once you have inflicted enough damage upon the tentacle in this 
Attack Phase, lustitia will reach out and grab a platform >0 03. 
After a brief pause to take aim, this huge rock will be thrown 
straight at you. Hit @+%& when the “Climax” prompt appears to 
activate a Gigaton Attack. 
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Attack Phase 


NML HRD CMX 


Triple Vine Smash 300x3 | 600x3 | 900x3 
Twin Vine Crush 500 1,000 1,500 
Platform Fling* 0 0 0 
“Triggers Gigaton Attack 


Gigaton Action: Press ®+¢ to counter the huge approach- 
ing platform then rapidly tap =% to build up power for a 
massive counter-attack! 


Missing the “Climax” prompt will result in the platform being 
destroyed and Bayonetta falling into the path of a waiting vine. 
Be sure to press @+®& immediately when the “Evade” prompt 
appears or face instant death! 


Despair 
The final tentacle on your list is Despair. Still reeling from the 
close range mauling the last tentacle took, lustitia will now 
keep you at bay with new thrashing and bite attacks. Reducing 
lustitia’s current life gauge by about 80% will trigger a second 
instance of the Platform Fling attack. This time two platforms will 
be thrown in rapid succession! Countering this attack will allow 
you to climb aboard and destroy this final tentacle. 


Vine Bite 

A vine will stop moving and appear as if it’s looking at you. After 
this brief attack cue, the vine will dart forwards and grab you 

in its mouth, before spitting you back out onto the platform 
Concentrate on learning the attack cue, and Evade as soon as the 
vine begins to charge in and bite. 


Tentacle Thrash 

Moving within close range of the tentacle in Attack Phase 4 will 
trigger it to thrash around wildly to keep you away >O 04. This 
attack is signalled by glowing eyes and a specific child-like vocal 
sample from the tentacle’s face. Evade away as soon as you 


ST 


Phase 1: 
Upon starting the battle, hold = = G 
Taunt to enrage lustitia. Standing 


parallel to the tentacle and as far 

back as possible, wait until the 

Tentacle Rush executes. Dodge 

this attack to activate Witch 

Time. During Witch Time attack the face of the tentacle with a 
8 @1(@ combo, and when Witch Time deactivates resume 
your position at the back of the platform. Continue the process 
by Taunting to keep the boss enraged while shooting with "® 
to keep the Combo Multiplier active. If you keep this sequence 
going for the duration of the Attack Phase until the Tentacle be- 
comes Stunned, you will have more than enough Combo Points 
in the bank to score a Platinum medal. 


HRD CMX 
Vine Bite ole 300 600 900 
Tentacle Thrash ole 400x3 | 800x3 | 1,200x3 


see or hear anything of this cue! To Parry the attack, simply keep 
tapping @ towards the dead centre of the tentacle. Despite the 
attacks striking from above, the Parry will still function. 


EGY 


Phase 2: If you have Pulley’s Butterfly equipped, activate it as 
soon as you enter this Attack Phase. Rush along the length of 
the tentacle while avoiding the hazards as previously explained. 
Once you reach the mouth the tentacle protrudes from, be ready 
to dodge an incoming vine attack. As soon as you dodge this 
first attack, press Taunt to enrage the boss again, then immedi- 
ately follow up with a 41(@ combo. Ensure you stay sharp 
and ready to Evade in case another vine attack activates during 
your combo. A cut-scene will activate once you've removed the 
remainder of lustitia’s current life gauge. If you're not going for 
score and just want this sequence to end quickly, attack with 
Shuraba @®&@. Just one of these is enough! 


Phase 3: If you want to clear this boss quickly, immediately 
upon starting Attack Phase 3, activate Beast Within and leap 
off the platform. This will trigger a cut-scene, so press @+& 
when prompted to dodge the incoming tentacle and jump up 
to a safe platform. 


Bosses 


Bosses 


Now we are going to lock lustitia into a loop; upon landing safely 
back on the platform lustitia will always execute the Poison De- 
bris attack — stand still for just a moment so that the debris target 
your current position, then rush towards the tentacle before 

the debris fall. Standing directly in front of the tentacle’s face 
will keep you safe from most attacks. Only the Twin Vine Crush 
will consistently hit you in this position. While standing in this 
position you can let fly with a constant barrage of rapid combos. 
The only attacks you need to Evade are the Twin Vine Smash, 
the second hit of the Triple Vine Crush, and in the rare instance a 
Tentacle Rush is executed. 


Should lustitia activate the Vine Hammer to destroy the current 
platform or Poison Debris, simply activate Beast Within and leap 
into the poison again to repeat the process. Keep this up until 
around 80% of lustitia’s current life gauge has been depleted, 
triggering a vine to execute the Platform Fling. Counter this at- 
tack to destroy the Tentacle’s face and trigger a second instance 
of Attack Phase 2. 


Gigaton Action: When the Platform Fling is activated 
press @+%& when the “Climax” prompt appears to stop 
the incoming object with a punch. Rapidly tap =% to build 
up power to smash a punch through the platform and into 
the Tentacle’s face. 


Phase 2: Repeat Phase 2. 


Phase 4: First of all, leap off the platform to cancel lustitia’s plat- 
form destroying tantrum +0 01. Once again, complete the vine 
cut-scene after leaping into the poison to land safely back on toa 
fresh platform. From here you have a choice: 


® If you want to go for score then employ a similar tactic to 
Attack Phase 1. Hang back while taunting and firing to enrage 
the boss to keep your combo active, while waiting for the 
chance to dodge the Tentacle Rush to activate Witch Time for 
an attack chance. 


® if you want to get this over with safely, as soon as Attack 
Phase 4 begins, jump off the platform then complete the 
vine cut-scene to land on a fresh one. lustitia will execute the 
Poison Debris attack as soon as you land on the new platform. 
Immediately activate Beast Within to charge at the Tentacle’s 
face and attack with a @€@@@(@ combo for as long as you 
possibly can before the Poison Debris land +0 02. Just be- 
fore they land, jump off the platform and repeat the process. 


Note: The loop sequence can also be applied to Attack Phase 
1 and 3, but to ensure you score enough points to make the 
grade, we suggest you only use it for Attack Phase 4. 
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Keep up whichever method you use until lustitia‘’s health be- 
comes critically low. At this point the double Platform Fling will 
activate. Dodge and counter the first platform as directed previ- 
ously, but be ready to repeat the process for a second platform, 
which follows straight afterwards. 


Phase 2: Repeat Phase 2 as before. After cutting off this last 
tentacle, Bayonetta will land safely back onto a platform. lustitia 
will now attempt a final desperate attack. Press @+%& when the 
“Climax” prompt appears to deal lustitia one last earth-shaking 
punch and activate the Climax finish! 


Climax Action: Press ®+¢ when prompted to counter 
lustitia’s final attack, then rapidly tap =% to build up bonus 
points as the demon Scolopendra crushes the life out of 
this once formidable opponent. 


ESETE As the Combo Points threshold for Plati- 


num rank in Climax is fairly low, you can defeat this boss via very 
simple means. Keeping lustitia stuck in a loop will bypass all the 
tricky parts of the battle, while still scoring enough points to make 
the grade. 


Phase 1: As soon as the battle begins, make a leap off the plat- 
form and complete the vine escape sequence. Once you jump 
back up to a safe platform, lustitia will activate the Poison Debris 
attack. Rush towards the tentacle and attack with rapid combos. 
until the very last moment before the Poison Debris land. Evade 
these objects and then resume attacking the tentacle. The only 
striking attacks you need to Evade in this Attack Phase are the 
Tentacle Smash and Rush attacks. As soon as you Evade safely, 
ensure to resume attack immediately to keep the combo active. 


Red HotTip! To further reduce the need to move from your 
attack position, Parry the Tentacle Rush upon seeing the cue 
by tapping Ô directly towards the attack. 


Phase 2: Use the Normal and Hard strategy, skipping the taunt if 
you have the Gaze of Despair equipped. 


Phase 3 to 4: Keep up the same loop trap sequence as described 
for Attack Phase 1. If the Vine Hammer is activated, jump off the 
platform and repeat the loop sequence. Keep up the routine until 
lustitia activates the Platform Fling, then follow the procedure as 
per the Normal and Hard strategy to activate the Climax and 
end the battle. 


100,000 HP 
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Body 80,000 HP 


LegCore 5,000 HP x4 


Non Stop Climax Grade Requirements 
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CHAPTER XII: THE CARDINAL VIRTUE OF PRUDENCE 


Artists have often depicted the Cardinal Virtue of 
Prudence, Sapientia, as a marine animal roaming 
the depths of the sea. This is likely due to the human 
disposition to characterise the sea as the source of all 
life: a veritable fountain of prudence and wisdom. 


It is also thought that Sapientia is responsible for the 
rise and fall of the tides, and natural phenomena such 
as tsunamis. The grand idea that the living seas could 


be nothing other than Divine Will at work is actually 
evidence of Sapientia’s narcissism, even amongst the 
other Cardinal Virtues. 


When a man born as a slave led his people to free- 
dom from ruling oppression, it is said that it was only 
Sapientia’s favour that parted the seas and allowed 
for their escape. 


271 


Bosses 


m — eS es yy enn 


CK PHASE 1 


The aim of this phase is to destroy the faces on Sapientia’s legs 
and lower his defences. Doing so will activate a Gigaton Attack, 
which will destroy his facial armour. During this fully armoured 
state, Sapientia will be completely immune to all damage. Only 
the faces on his limbs are vulnerable to attack. 


Note: Attacking any part of Sapientia’s armoured body dur- 
ing Witch Time will instantly deactivate the effect. You must 
destroy all four faces before you are able to attack the Angel 
directly. 


Missile Strike 


These are exactly the same missiles you'll be familiar with after 
fighting the Kinship Angels. With a metallic clunk, the weapon 
bays on the side of Sapientia’s body will open, and a volley of 
missiles will immediately follow. Evading just before each set 
of missiles hit will activate Witch Time. Alternatively perform 
the Umbran Portal Kick repeatedly to pass straight through the 
attack safely. 


Laser Strike 


Sapientia will shout “Coronzon!” as a weapon bay on his knee 
opens up and shoots countless beams into the air, raining down 
directly at you. Evade these attacks closely to activate Witch 
Time, or once again use the Umbran Portal Kick to phase straight 
through the attack unharmed. 


Fireball 

The faces on Sapientia’s legs are not totally defenceless. They 
too are able to activate their own attack. Watch out for when the 
face’s mouth opens; this is the signpost to signify a Fireball attack 
is imminent +0 01/02. Evading will activate Witch Time, but Par 
tying this attack to deflect the shot back in far more effective, as 
it will increase the Combo Multiplier. 


Foot Stomp 

This is a fast attack, so stay sharp! When within close proximity 
to either Sapientia’s head or forelimbs he will often attempt to 
stamp on you. The attack is signposted by the angelic phrase 
“Mospleh!* so listen out for this audio cue and Evade as soon 
as you see the foot rise! 


Forelimb Swipe 

While within close range of Sapientia’s head, he will very often 
lash out with either forelimb. Listen out for the audio cue emitted 
before the swipe is executed. Evade just after the audio sample 
to pass through the attack. 


Turning Swipe 

Sapientia will swipe his forelimb as he turns his body sideways in 
order to execute a Fireball attack via one of the faces on his legs. 
There’s no need to Evade this technique. 


Body Splash 

Positioning yourself directly in front of or under Sapientia‘s head 
will result in the Angel trying to crush you with his massive 
weight. Listen out for the “Hyaa!” audio cue as Sapientia rears 
up onto his hind legs before he strikes, and Evade just after the 
audio sample. 


Bite 
This massive biting attack will activate should you be positioned 
in front of Sapientia’s head. Watch out for when he opens his 


272 


TG | NML HRD CM 
Missile Strike [eve | 300 | 600 | %0 
Laser Strike ele 100 200 300 
Fireball ee 100 200 300 
Foot Stomp ole 300 600 900 
Forelimb Swipe ole 300 600 900 
Turing Swipe ole 300 600 900 
Body Splash ole 200 400 600 
Bite ele 500 7,000 | 1,500 
Tail Whip ole 100 200 300 
Mine Launch | o/e | 300 | 600 0 
Submerge -1- g 0 o 


mouth. Evade immediately and pass through the attack as he 
clamps his jaws shut. 


Tail Whip 

This attack is only used directly after you fail to execute the Gi- 
gaton attack sequence. Sapientia will whip its tail as you attempt 
to approach him. Thankfully, the attack range is limited. As long 
as you are not right up close to his body, this attack will sail past 
harmlessly. 


Mine Launch 

After failing a Gigaton attack, another hazard to be wary of is the 
set of mines that Sapientia will launch from a compartment on 
his back. These exploding projectiles will not target you directly. 
They are just scattered around your immediate area. Charge 
ahead to pass by the attack safely — but stay alert as a Tail Whip 
may follow. 


Submerge 

Backing away from Sapientia or destroying a pair of the faces on 
his limbs will cause the Angel to dive into the sea. This technique 
signifies Attack Phase 2 starting. 
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ACK PHASE 
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Breach ole 500 1,000 1,500 
Grand Dive ole 400 800 1,200 


Once the Angel dives into the sea you will not be able to attack 
him. Your only goal here is to avoid damage until he surfaces 
again. While Sapientia is submerged, your Combo Timer will be 
frozen, keeping your current score and multiplier active until he 
surfaces. 


Breach 

After diving into the water a series of up to three strikes from 
below will immediately follow. Evade as soon as you see the 
water swell beneath Bayonetta’s position >O 03. Don't worry 
about proximity, as you are completely invincible during the 
Evade animation. 


Grand Dive 

After completing the Breach attack sequence, Sapientia will 
perform a huge leap out of the water in an attempt to crush 
you. Simply keep # held to pass safely underneath. 
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j ACK PHASE 3 


[Attack Type | Attack Name | WEPANINL Sa Ld 


Close Range | Foot Stomp ole 300 600 900 
| Forelimb Swipe o/e 300 600 900 
Body Splash ole 200 400 600 
Bite ele 500 1,000 1,500 

Long Range Missile Strike ele 300 600 900 
| Laser Strike ele 100 200 300 
| Fireball ele 500 1,000 1,500 
| Lunging Bite ele 500 1,000 1,500 

Misc. Submerge -/- 0 0 o 


After damaging Sapientia’s facial armour with the Gigaton attack, 
you will notice that a fifth face is now exposed. Your job now 

is to weaken the remaining armour even further. Once enough 
damage has been inflicted you'll be able to activate a second 
Gigaton attack and destroy the final face utterly. The attack 
behaviour during this section is dictated by proximity; he will 
employ a different strategy depending on whether or not you are 
within his physical reach. 


Fireball 

This larger and more powerful Fireball attack is shot directly from 
Sapientia's mouth >O 04. Activation of this attack is dictated 

by your distance from Sapientia’s body; move out of the striking 
range of his limb and biting attacks to force him to use the Fire- 
ball. Parry the projectile back at Sapientia, to increase the Combo 
Multiplier while scoring decent points and damage. 


Lunging Bite 

Should you back away from Sapientia’s position, he will very 
often charge at you with this massive biting attack. The Evade 
timing is exactly the same as his regular Bite attack, but beware 
— the attack range is much larger! 
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ACK PHASE 4 
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Close Range | Foot Stomp ole 300 600 900 

Bite ee 500 1,000 1,500 
Mid Range Fireball ele 500 1,000 1,500 
Long Range | Mines o/e 300 600 200 


| Linear Beam ele 200 400 600 
| Radial Beam ele 100 200 300 


Once the fifth and final face has been destroyed, Sapientia will 
be forced to dive into the ocean. Following Sapientia down the 
swirling vortex created by his body reveals the Angel opening 


up a large compartment on his chest. From here a set of long 
tentacle-like arms will be despatched. These weapons are capa- 
ble of firing powerful laser beams! After blasting Bayonetta back 
to the top of the vortex, Sapientia will now attack from a distance 
with his laser weapons and a steady supply of floating mines. 


Mines 

These mines will litter the water as Bayonetta charges down the 
vortex towards Sapientia. Simply move laterally out of their path 
as you make your way down, and should you find yourself on a 
collision course, simply press Ẹ to pass safely. 
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Linear Beam 

The laser arms will tunnel their way through the vortex and 
emerge directly ahead >O 01. As soon as you see a single arm 
emerge in this fashion, repeatedly tap @ to Parry the beam. 
While Evading will activate Witch Time, it is far better to use the 
Parry to rapidly build your Magic. You should be able to score up 
to seven Parries from a single Linear Beam, equating to seven 
orbs of Magic! 


Radial Beam 

Sapientia will rotate his laser arms and fire, while holding them 
in a cross configuration. This rotating beam attack cannot be Par- 
ried. The safest ways to deal with this one is to Evade through 
each beam as it passes. Evade directly at the approaching beam, 
activating Witch Time as Bayonetta phases through it. 


All Difficulty Settings 

Phase 1: As soon as the battle 
begins, head directly towards 
Sapientia’s right forelimb (his 
right) and Evade the Foot Stomp 
he will use. Destroy the face on 
his forelimb first, then immedi- 


ately do the same for the hind Y P4 al 
limb. To attack the face at close 


range, switch to Onyx Roses and strike directly. Alternatively, 
select Kilgore and attack using rockets from a distance. Once the 
pair of faces on Sapientia’s right side are destroyed, he will dive 
into the water to activate Attack Phase 2. 


Red Hot Tip! Take note of the attack cues for the Missile 
and Laser strikes while attacking the faces. Use the Umbran 
Portal Kick repeatedly to pass through the attacks safely. 


Phase 2: As soon as Sapientia dives into the water, hold #. 
Evade as soon as you see the water swell to dodge the Breach 
attacks, continue holding # as he goes for the Grand Dive to 
pass underneath it. There's no need to fear being squashed by 
the landing impact of Sapientia’s body once this sequence fin- 
ishes. Keep the stick held upwards the whole time and allow the 
camera to automatically guide you. 


Red HotTip! After destroying the first pair of faces, hold 
the left stick up-right after Sapientia performs the Grand 
Dive. This will leave you positioned right next to the face 
you need to destroy next once he emerges from the water. 


Phase 1 (repeat): Using an identical strategy to the initial Attack 
Phase 1 sequence, destroy the faces on the limbs of Sapientia‘s 
left side to trigger a Gigaton attack. Attack the forelimb first, be- 
fore rushing over and destroying the face on the hind leg. Press 
@+®& at this point to activate the Gigaton attack. 


Gigaton Attack: A pair of Wicked Weave hands will grab 
hold of Sapientia’s wings; rapidly tap =% while steering with 
the left stick to guide the Angel towards the demonic spider 
in the distance. During the struggle Sapientia will attempt 
to break your grasp and escape. Quickly press @+%& when 
prompted to thump him on the head for his insolence. 


Note: Failure to complete the Gigaton sequence will result 
in Bayonetta being thrown off Sapientia’s back. In this posi- 
tion you will be open to tail and mine attacks. 
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Phase 3 (alternates with Phase 2): As soon as the Gigaton 
Attack finishes, get in as close as possible while Evading any 
attacks, and score as many aerial @ strikes as you possibly 

can before he dives back into the water (Attack Phase 2). Keep 
holding @ forwards as the submerged sequence ends so that 
Sapientia lands right in front of you. Upon landing, Sapientia will 
be momentarily Stunned. Use this moment to execute a full 
}@i(% combo. Follow up with aerial combos, Evading the 
various physical attacks while slotting your own strikes into any 
and every gap. Score as many hits as you possibly can before he 
dives back into the water. 


Repeat this process until Sapientia is weakened to the point 
where the second Gigaton attack prompt appears. Hit @+%& 
to activate the Gigaton and follow the sequence as per Attack 
Phase 1. Note that during this second instance of the Gigaton 
attack, Sapientia will attempt to escape twice! 


Phase 4: As soon as the event finishes and you regain control, 
attack Sapientia with a barrage of Tetsuzanko strikes as he opens 
yet another weapons bay. Keep this up until you are blasted out 
of attack range. Should you be short of Magic, substitute Tetsu- 
zanko with 


Once you've been blasted away, Sapientia will employ laser 
and mine attacks as you make your way back down the vortex. 
Charge ahead while Evading or Parrying the various attacks 
until you reach Sapientia’s position. 


Red HotTip! Repeatedly Parry the Linear Beam, as this will 
quickly replenish your Magic gauge. 


He will now close the weapons bay and switch his attack style 
to close range. Back away, out of range of his bite and stomp 
attacks, forcing him to rely solely on the Fireball. While firing with 
™% to keep the Combo Multiplier active, Parry back each Fireball 
he launches to deal damage while building the multiplier. Keep 
this up until he stops attacking in order to open his weapons bay. 
Now try to score as many hits with Tetsuzanko or @&@ as you 
possibly can before he blasts you away again. Repeat this proc- 
ess until Sapientia’s health has expired, and activate the Climax 
when prompted for a truly brutal finish! 


Climax Action! Rapidly tap ™ to build up bonus points 
as Sapientia is torn limb from limb by a swarm of giant 
spiders! 


Baldor 


The lumen Sage 
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Apoio | YAN ) 
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Named after the Norse God of Light, Balder showed 
promise in becoming a powerful Lumen Sage; howev- 
er, he broke his clan’s one unbreakable tenet of faith, 
consorting with an Umbra Witch, begetting a child. 


It was all a ruse to take possession of The Eyes of the 
World, the overseers of history that had previously 
been equally divided amongst the clans. During the 
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CK PHASE 


Standing on a section of falling debris from the ruined tower, 
Bayonetta must defeat her father, Balder while in a state of 
free-fall. Balder’s fighting prowess is terrifying — you'll have to 
be very clever in order to empty his life gauge and activate a 
Gigaton attack! 


Sword Combo a 

Once Balder is within striking range he will very often launch a 
sword combo. This consists of a pair of quick slashes followed 

by a spinning finishing slash. Evading the spinning third slash of 
this 3-hit combo will activate Witch Time. Take time to learn and 
instantly recognise this technique, as it will open up the best pos- 
sible chance to attack. 


Red Hot Tip! As you only need to Evade the third strike of 
the combo, it’s a good idea to defend against the opening 
pair of strikes by Parrying them, before Evading the third. 


Sword Combo fi 

Starting with identical opening strikes to the previous combo, 
this time Balder will end the sequence with an overhead slash. 
Witch Time cannot be activated from this attack, so after a Parry 
or Evade you should immediately follow up with a Tetsuzanko to 
score an easy hit. 


Overhead Slash 

Watch out for when Balder raises his sword >20 01. He will 
follow this with the ending slash of Sword Combo f. Evade 
or Parry this attack after the brief visual cue and immediately 
counter with a Tetsuzanko. 


Horizontal Slash 

This horizontal sword swing has exactly the same visual cue as 
the Overhead Slash. Again, Evade or Parry the strike, then im- 
mediately counter it with a Tetsuzanko. 


perrrirry 
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Attack Type NML HRD CMX 
Close Range Sword Comboa- ` O/@ 100 200 300 
Ist hit 
Sword Comboa- ©/% 100 200 300 
2nd hit 
Sword Combo a — ele 300 600 900 
3rd hit 
Sword Combo f - ole 100 200 300 
1st hit 
Sword Combo ĵ - ole 100 200 300 
2nd hit 
Sword Combo f - ole 200 400 600 
3rd hit 
Overhead Slash ole 200 400 600 
Horizontal Slash o/e 200 400 600 
Spin Slash ole 100 200 300 
Uppercut ole 0 0 0 
Long Range Vortex Rush ole 200 400 600 
Sealing Sphere ole 0 0 0 
Energy Orbs a ole 100 200 300 
Energy Orbs $ ole 100 200 300 
Lava Burst ole 100 200 300 
Divine Light ole 200 400 600 
Satellite Laser -/- 500 1,000 1,500 
Spin Slash 


Balder is also able to execute the spinning slash he ends Sword 
Combo a with, as a stand-alone attack. Evading this version of 
the strike will not activate Witch Time. After Evading or Parrying 
this attack the best course of action is to immediately counter 
with a Tetsuzanko to send him flying. 


Uppercut 

Balder will fly into close range and send Bayonetta soaring into 
the air with an incredibly quick sword launcher. After a successful 
launch, Balder will perform either of his sword combos. Press Y 
to Evade, or Parry directly towards Balder to break the striki 
sequence and escape. 


Precise timing is required to Parry the Uppercut. You cannot buff- 
er a Parry in advance by repeatedly tapping @ towards the incom- 
ing strike. The safest course of action is to Evade whenever you 
see Balder approach, as this will give you enough time to visually 
confirm which attack he’s using so you can react appropriately. 


Vortex Rush 

Adisc of Magic energy will appear in front of Balder just before 
he launches himself at you >O 02. Keep tapping @ towards 
Balder while he prepares, in order to meet the attack with a Par 
ry. Alternatively, Evade using the same cue as a timing reference. 
If you're quick you can knock Balder out of this attack before he 
can launch into it. As soon as you see the disc of energy, execute 
a Tetsuzanko for an easy clean hit! 


Sealing Sphere 

Balder will sigh as he manifests an energy sphere. He will direct 
this sphere over to Bayonetta in order to trap her and hold her in 
place for a long-range strike. As soon as you hear the audio cue, 
shoot with "® to destroy the sphere immediately. 


Energy Orbs a 

Summoning a formation of Energy Orbs around his body, Balder 
will fire them sequentially directly at your position >20 03. Keep 
tapping @ towards Balder to Parry the entire volley. Be aware that 
Balder will often rush in as soon as the orbs fire in order to score 
a sneaky combo. Always be ready for a follow up after defending 
this attack! 


Vests 
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Energy Orbs § 
This time Balder will manifest the orbs in a circle around Bayo- 
netta >20 04. After a brief pause they will fire sequentially as be- 


fore. Evade out of the circle and stay on the move with additional 
Evades as the orbs fire. To Parry this attack, Evade (or activate 
Beast Within and run) out of the back of the circular formation. 
From here, repeatedly Parry towards the front of the formation. 


Red Hot Tip! The Umbran Portal Kick will also safely defend 
against this attack. Be careful, however; as the camera 
swings round to face Bayonetta you'll not be able to see if 
Balder is rushing in for a combo attack! 


Lava Burst 

Balder will back off and cast a spell, causing the ground beneath 
you to erupt. A circular glowing marker will appear just before 
each of the three eruptions. Evade each blast as the warning 
marker appears. 


Divine Light 

Balder will back away and raise his hand while a ‘charging’ sound 
effect is emitted. This cue signifies that the Divine Light beam 
attack is imminent > 05/06. Upon activation of the attack 

cue, keep tapping @ directly towards Balder. A single Parry will 
activate when the beam is fired, which is enough to render the 
beam harmless. Now, while Balder remains stuck in the attack 
animation, fire off a couple of Kilgore rockets or a Tetsuzanko 


Satellite Laser 

Once Father Balder has sustained some damage he will com- 
mand an orbiting satellite to destroy the platform Bayonetta is 
standing on. To avoid the blast, simply face one of the nearby 
platforms and press ¥€ to jump over to it. a 
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After defeating Bayonetta's seemingly invincible Infernal Demon 
Gomorrah, Balder appears completely undamaged. With renewed 
vigour and a replenished life gauge, Balder will attack Bayonetta 
with even more complex and spectacular moves than before. 


Sword Combo y 

Now that things are starting to get serious, Balder will introduce 
this tricky criss-crossing sword combo. Balder will dash past 
Bayonetta on each of the three strikes of this combo. Evading 
the third strike will activate Witch Time. Parry this attack by 
tapping @ directly towards Balder, but keep in mind that he will 
change position for each strike, so you need to Parry in opposing 
directions. The first strike will hit directly to the front, and then 
he'll dash past and strike from behind, before returning to his 
original position for the finish. 


Red HotTip! The final strike of this combo hits twice. 
Should you Parry the final strike, try Evading immediately 
after scoring the Parry to activate Witch Time. 


Meteor Storm 

Balder will back away and summon a storm of meteors to bom- 
bard the platform. The spinning motion of the platform causes 
the incoming angle of these projectiles to change. At first they 
will harmlessly strike the underside of the platform, but very 
soon afterwards you will find the meteors coming at you from 
the side. Keep Evading or repeatedly use the Umbran Portal Trick 
to avoid damage. After this sideways assault, one final massive 
meteor will be summoned >0 01/02. Ensure you stay away 
from the glowing marker that appears on the ground prior to the 
strike. 


Skyscraper 

Balder will lift a building from the ground and throw it at Bayonetta. 
Press @+% when the “Evade” prompt appears to enter a Giga- 
ton sequence. 


Gigaton Action: Upon pressing @+%® to activate the event, 
rapidly tap ™% to build up power to send the building flying 
straight back at Father Balder. After hitting Balder with the 
Skyscraper, hold Taunt as he approaches the platform to 
fia keep your Combo Multiplier active until the next Attack 
Phase begins. 


After destroying yet another Infernal Demon, things are really 
getting serious. In this phase Balder will attack with much 
greater speed than before. He will also add a Spin Slash to the 
end of every combo he attacks with! Enraged that the Satellite 
Laser has so far proved to be ineffective, Balder will instead drag 
the craft out of orbit and attempt to crash it into the platform. 


Satellite Crash 

This time Balder will drag the satellite out of orbit and head 
it straight at Bayonetta! Press @+% each time the “Evade” 
prompt appears to counter and throw the machine at him. 
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Attack Phase 2 Technique Additions __—_—_—— 
Attack Type | Technique NML HRD CMX 


CloseRange SwordComboy 0/@ 100 200 300 
Ast hit 
Sword Comboy 0/@ 100 200 300 
2nd hit 
Sword Comboy | @/@ 100" 200° 300° 
3rd hit 

Long Range Meteor Storm ove 200 400 600 
(small) 
Meteor Storm ole 500 1,000 1,500 
(large) 
‘Skyscraper** -/- 500 1,000 1,500 


*This attack has a long hit phase, so you may get hit, if you do not block/evade twice. 
It’s best to treat this attack as a move that hits twice (as we did in our strategy). 
**Triggers Gigaton sequence. 


NML HRD CMX 
Satellite Crash* -/- 500 1,000 1,500 


*Triggers Counter sequence 
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FIGHTING BALDER ; 


What makes Balder a difficult opponent is 


that it's tricky to tell whether he’s going to use a Sword Combo 
or an Uppercut. You cannot repeatedly tap @ at Balder to setup 

a Parry in advance of the Uppercut connecting, as the timing has 
to be very precise. To get around this, be sure to Evade every 
time you see Balder approach from the distance in order attack 
at close range. This way you'll get a moment to visually confirm 
which attack he has used: 


® if he used an Uppercut, you're safely to the side, but you'll need 
to Evade again, because Balder will follow up with the Spin 
Slash after missing an Uppercut. After Evading the Spin Slash, 
immediately counter with a Tetsuzanko to knock him away. 


® If a Sword Combo is activated, carry on with the Evade or 
Parry procedure. 


Your primary objective is to activate Witch Time by Evading the 
third strike of Sword Combo «@ or y. Once you have activated 
Witch Time, perform a @ (@ combo with Shuraba, before 
backing away after scoring the Wicked Weave Finish. If Balder is 
knocked backwards by this combo, you can continue the hurt by 
switching over to Kilgore and firing a pair of rockets, or immedi- 
ately performing a Tetsuzanko. 


For every other attack, follow the Evade/Parry/counter procedure 
as detailed in Balder’s technique entries. Another important thing 
to remember is to keep firing with =% during any blank periods, 
as this will keep your Combo Multiplier active. 


Stomp Trick: After activating Witch Time via a Perfect Parry, 
execute the @@@(@ combo with Shuraba. As soon as the 
finishing strike connects, hit X to cancel the animation and 
then follow up with a continuous flow of Heel Stomps. If you 
get this right, Balder will be momentarily trapped and will 
only escape after taking three Heel Stomps! 


Red Hot Tip! The ultimate technique to employ in this battle 
is the Perfect Parry. Careful study of Balder’s attack animations 
and timings will allow you to activate an extended Witch 
Time off just about everything he tries! 


Without the luxury of Witch Time you will 

be forced to rely solely on the Tetsuzanko and Kilgore rockets to 
score hits against Balder. Deal with Balder's various techniques in 
exactly the same manner as previously discussed. In the places 
where you would normally activate Witch Time, however, execute 

a Tetsuzanko instead. As soon as Balder is blasted away by 
the strike, follow up immediately with a pair of Kilgore Rockets. 


All Difficulty Settings 
Phase 1: Fight against Balder as previously described, and once 
his health is diminished he will fall backwards and a “Climax” 


prompt will appear. Hit @#% to summon the demon dragon 
Phase 2: After killing Gomorrah, 

Balder will resume his attack a 

with a completely replenished 

life gauge. Attack Balder once 

Skyscraper once his health has Y Y E 
been depleted to around 50%. 

and commands the orbiting satellite to fire = 03. Continue 

to hold Taunt as the Satellite prepares to fire, and as soon as 


Gomorrah and activate a Gigaton attack. 

again and he will execute the 

After countering the Skyscraper, hold Taunt as Balder flies past 
Witch Time activates, rush towards the platform in the distance 


and hit ¥€ to jump over to it >O 04. Hold Taunt once again until 
Balder closes in and then revert to a normal attack strategy. Once 
Balder'’s health is depleted, press @+% as soon as the “Climax” 
icon appears to activate a Gigaton attack. 


Phase 3: Be aware that in this final phase Balder's attack speed 
is increased! After Balder defeats Hekatoncheir he will once 
again recover his health completely. Attack him in exactly the 
same manner as you did in Attack Phase 2. Once his health 
starts to get low he will usually drag the satellite out of orbit — 
win this easy sequence and he'll definitely be on the brink. Once 
his life is depleted one last time, press @+%& when prompted for 
a Climax finish. 


Climax action: Once Bayonetta fires her bullet at Balder you 
will need to guide it. Use the left stick to steer the shot 
clear of the glass debris as it travels towards its target. 
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EPILOGUE: REQUIEM 


The true name of Jubileus, as recorded in myth, is | } 
actually constructed from unutterable syllables. This } # 
is because humans remain incapable of capturing 

her true glory, as she is the total embodiment of 
Divine Will. 


Humanity, bound to the physical world, was forced to 
depict and describe her in its own tongue. It is sup- 
posed that humanity selected the name Jubileus, 
taken from the word Jubilee, meaning celebration or 
rejoicing, in an attempt to turn Divine Will into worldly 
happiness via repeated recital of her name. As a result 
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of the eataclysmic events of the ancient First Arma- 
geddon of which she sat at the very apex, Jubileus 
was forced into dominion over the world of Paradiso, 
governor of the light amongst the Trinity of Realities, 
and put into an endless slumber. 


It was from this point that the forces of light and dark 
began their endless battle for hegemony. The resur- 
rection of Jubileus will trigger a reunification of the 
Trinity of Realities, fulfilling the desires of not only the 
forces of light, but also a centuries-old prayer said by 
those seeking divine intervention. 
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DRONES 


These floating faces, called Loyalties, will often be called in as 
backup during Jubileus’ attacking techniques. Stunning these 
enemies will allow you to activate a Panther Punt. Aim this punt 
at any part of Jubileus within range to deal serious damage! 


Charge 

These mindless Drones follow a very simple attack routine; they 
will home in on your position and the Drone closest to you will at- 
‘tack by ramming itself into you. The Charge attack has a distinct 
audio and visual cue: the attacking Drone will back away slightly 
while speaking an angelic phrase before launching. Evade as 
soon as the audio cue sounds to activate Witch Time. 


Red HotTip! Try turning the music volume down to 1/4 in 
the Options menu to make sure you clearly hear the audio 
cue. 


Stopping Movement 

Drones are unable to move or attack through a rapid series of 
strikes. The easiest way to stop a Drone from attacking is to 
simply stand there and hold ™& to fire. This will allow you to 
immobilise one Drone, while watching and waiting for another 
Drone's attack cue in order to Evade and activate Witch Time. 


Red Hot Tip! Activating Crow Within and summoning a 

full set of feathers by holding © is a fantastic shield against 
Drone attacks. As long as you have a decent number of 
feathers spinning around you, the Drones will not be able to 
land a hit. Furthermore, a full set of feathers hitting a Drone 
will actually Stun it! 
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Panther Punt 

The most effective way to deal with these Drones is to use them 
as a weapon. Stunning these enemies will activate a Panther 
Punt prompt; press @+%& to enter the Panther Punt Sequence 
and then push * or # to aim before Bayonetta lets fly with a 
kick. Any Drones caught in the path of the Panther Punt will be 
instantly Stunned. The best strategy is to aim the Drone you are 
about to punt so that it travels through other Drones on the field, 
before smacking into any part of Jubileus, Note that that while 
Bayonetta is in the Panther Punt animation sequence she will be 
invincible, so activating a Panther Punt is a sure-fire way to stay 
safe should you find yourself overwhelmed by incoming attacks. 


Quick ways to Stun a Drone include (@ with Onyx Roses, or a 
single Tetsuzanko with Shuraba. When playing on Hard or Non 
Stop Climax, you will need to perform 2x (@ or @®& with Onyx 
Roses to consistently Stun a Drone. 


Note: This version of the Panther Punt is exclusive to the 


Jubileus battle. You will not be prompted to rapidly tap a 
button to build up power, so just concentrate on aiming. 
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Punch Combo 3rd hit ele 500 1,000 1,500 
Fireballs ele 500 1,000 1,500 
Lightning Orbs ole 100 200 300 
Ice Orbs ele 500 1,000 1,500 
Meteor Storm ole 200 400 600 
Flaming Phoenix ole 100 200 300 


Upon beginning this boss encounter you will be situated within a 
large energy sphere with Jubileus floating directly overhead. Your 
mission here is to reduce Jubileus’ current life gauge by 90%. 
This will break the attack sequence and force her to employ an 
altogether different strategy. 


Punch Combo 

Upon activation of this attack, the camera will automatically pan 
upwards towards Jubileus >20 01. A trio of punches will soon fol- 
low, so Evade each punch by hitting Ẹ just before they connect 
to dodge safely. Evading the third punch will activate Witch Time, 
and this is your best chance to attack Jubileus directly, so give it 
your all! +2 02 


Note that any Drones active within the battle sphere will be taken 
out of play; they will not move or attack until this technique is 
finished. This allows you an uninterrupted shot at Jubileus once 
Witch Time is activated. 
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Fireballs 

Jubileus will lower a pair of hair sections to the surface of the 
sphere. Once connected, visually confirm the colour of the plate 
on the foreheads of the two faces. These signify which attack 

is about to be used +0 01. A red plate means that one or two 
(chosen at random) pairs of Fireball projectiles will be shot at you. 
Evade just before the Fireballs connect to activate Witch Time, or 
Parry to deflect the shots. 


Lightning Orbs 

Yellow plates on the faces signal that Lightning Orbs are going 
to be fired >O 02. Evading the Lightning Orbs will not activate 
Witch Time, nor will Parrying deflect the shots back at the at- 
tacker. Once the Lightning Orbs contact a target or the sphere’s 
surface, they will discharge their current. Parrying will discharge 
the blast rather than deflect it. Having Durga(feet) in Lightning 
Mode equipped will nullify damage from the discharged current. 


Ice Orbs 

Finally, a blue plate signals the use of the powerful Ice Orbs 

20 03. Taking a hit from the Ice Orbs will result in Bayonetta be- 
ing encased in ice! Rapidly shake +» and # to break free quickly. 
Evade or Parry the Ice Orbs exactly as you would the fire and 
lightning variations. Activating Witch Time during these attacks 
will allow you time to rush in and attack the hair sections directly. 


Red HotTip! Manually aiming the camera directly at the 
attacking hair sections makes it much easier to Parry. Get 
used to recognising when the attack is imminent and manu- 
ally move the camera as the hair sections are lowered. With 
the attacking sections directly ahead of you, you are able 

to repeatedly tap # to safely and consistently deflect any 
incoming shots. 
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Meteor Storm 

Jubileus is able to execute large range elemental attacks at any 
point during Attack Phase 1. The Meteor Storm is one of two fire 
elemental techniques, and its activation is signalled by three hair 
sections being lowered to the sphere’s surface. A set of Drones 
will also appear at this point. After a short charging period, mete- 
ors will rain from above. The impact zones will be highlighted via 
glowing markers on the ground — stay away from these markers 
to avoid damage. >20 04 


Red Hot Tip! The meteor strike zone is always on the inside 
of the hair section's position. If you want to stay completely 
clear of this attack; activate Beast Within and run around to 
the back of the hair sections. 


Flaming Phoenix 

Jubileus will summon up to three Drones as she extends a trio 
of hair sections with red plates to the sphere’s surface. Once the 
setup is complete, a huge phoenix will start to materialise in the 
area directly below Jubileus +0 05. Listen out for when this bird 
cries, as this is the audio cue to signify that a ramming attack is 
imminent — Evade here to avoid damage. 
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CK PHASE 2 


Pech | WPA è o cmx 


Sufficiently damaging Jubileus during Attack Phase 1 will cause 
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Contact with any part of the sea of lava will result in damage. 
There is an easy way out of this however: with Durga(feet) 
equipped, activate Fire Mode to render Bayonetta invincible to 
the lava. 


Flame Spirits 

These spirits will periodically arc their way over the rocky sections 
of the Fire World CZ 07. The only way to deal with these hazards 
is to avoid them, as they always manifest in the same location. 
Watch carefully and then rush through with Beast Within! 


Lava Burst 

This environmental hazard is actually instigated by the hair sec- 
tions. A section will rise up and then slam down, causing a burst 
of lava to erupt directly underneath you. This attack can manifest 
while you're standing on any rocky section within the Lava World, 
so stay on the move to avoid being targeted. 


Bosses 


Eruption 

This hazard will present itself whenever you are in a situation 
where you have to negotiate raised platforms in order to reach 
a hair section. The eruption executes in a set rhythm; take note 
of the timing and quickly jump across within the gap. 


Fireballs 

Upon reaching a hair section you will be met with the same 
fireball technique you previously met in Attack Phase 1. Parry 
or Evade this version in exactly the same manner. 


Energy Darts 
As soon as you are within close range on a hair section it will often place for a moment before zapping your way. Evade or activate 
activate a swarm of Energy Darts. These projectiles will hang in the Umbran Portal Kick to pass through them safely. 
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Frozen Terrain —— 
Any contact with the frozen sea surrounding the thin raised sec- 
tions of land will result in being turned to ice instantly! Counter 
this hazard by simply equipping Odette. This will enable you to 
travel across this surface safely. 


Absolute Zero 

During the Ice World sequence, the hair sections are able to 
target you from any distance using the air itself. This attack is 
signposted by a purple column of light, which will appear from 
the ground before the ice damage is applied. Evade as soon 
as you see this light! 


Bosses 


Ice Ball 

These massive globes of ice will manifest at set points on the 
Frozen Terrain. Contact with this hazard will result in Bayonetta 
being instantly flattened! Evade just before the Ice Ball hits you 
to activate Witch Time, then get away as quick as you can. 


—————————————————————V——O 


Icicles 

Watch out for falling Icicles while negotiating the Ice World. A 
blue marker will appear on the ground just before the impact. 
Evade as soon as you see this marker to safely avoid damage. 


Note: The Frozen Terrain, Absolute Zero, Icicles and Ice 
Orbs hazards will freeze Bayonetta upon contact. Rapidly 
shake +» and + to break free of the ice and regain control. 
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The final elemental attack sequence is a mesmerising Storm 
World, With no solid ground to speak of you will be forced to ne- 
gotiate flying chucks of rock in order to reach each hair section. 
Destroying four hair sections here will mark the end of Jubileus’ 
ability to create these terrifying worlds. 


Lightning Strike 

You absolutely cannot rest during this Attack Phase. Standing still 
in one spot, even for a moment will trigger a Lightning Strike. 
This attack is signified by a yellow pillar of light, which will appear 
in your position just before the actual strike executes +0 01. 
Evade out of the strike zone when you see the pillar materialise. 


Be cautious when using the smaller platforms as you negotiate 
this confusing arena. While standing on a small moving platform 
you will still be susceptible to Lightning Strikes. Even if you 

Evade the strike itself, the platform will not be able to withstand 
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the blast. Bayonetta will fall from the platform and into the 
Tornado (taking damage for doing so), before being whisked 
back to the starting area. 


Tornado 

A huge tornado often snakes its way around the inner platforms 
of the Storm World. Observe the Tornado’s position carefully as 
you leap between the platforms and keep away from it. Should 
you accidentally run into this hazard, you will sustain damage and 
be sent back to the starting area. 


Forced to revert to her original attack style, Jubileus will now 
employ significantly more desperate and terrifying techniques. 
Smashing her life gauge down to near half of the last yellow bar 
remaining will allow you to activate the Climax and initiate the 
final Attack Phase! 
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Ice Storm 

The Ice Storm is a very similar technique to the Meteor Storm in 
Attack Phase 1; the only difference is the element. Chunks of ice 
will rain from above, their impact points signified by glowing blue 
markers. Just like the Attack Phase 1 area damage attacks, this 
one will also summon a set of Drones upon activation. As before, 
keep a close eye on the Drones and Evade when you see their 
attack cue. Stun them, and finally kick them to death with the 
Panther Punt. 


Laser Storm 

This area damage technique applies a lightning element to create 
a series of homing lasers. The beams are quite slow moving, 

so treat this attack as you would the Meteor Storm or Flaming 
Phoenix. Attack using the Drones by Evading their Charge attack 
just after they appear. 


Quantum Rift 

The camera will automatically pan upwards as Jubileus draws 
her hands and feet toward her chest, and a group of Drones will 
now materialise. She will then let out a loud scream and unleash 
a trio of galaxy-like manifestations, which will streak across the 
floor >O 02/03/04. Contact with these mini-galaxies will change 
Bayonetta into her younger self — little Cereza. In this state you will 
not be able to attack or Evade, so running away is all you can do! 


Singularity 

Watch out for when Jubileus sets down all hair sections during 
this phase +0 05. Upon doing so, she will punch a hole in the 
sphere and create a deadly Singularity +0 06. As soon as you 
see the hair sections plant down, activate Beast Within and 
keep running. Jumping will slightly increase your speed, so by 
all means jump. Contact with the Singularity will kill Bayonetta 
instantly! 


Red HotTip! Should you find yourself dangerously close to 
the Singularity, activate Crow Within. It’s worth trying this 
as a last resort in an emergency. As long as you are not in 
contact with the floor you will not disappear into oblivion. 


This is it! With Jubileus’ hair sections all out of commission, all 
that's left to do is attack her directly and put an end to this epic 
battle. Bayonetta will use her hair to create a massive spiral to 
bind Jubileus. Make your way up to Jubileus’ head while Evading 
her attacks and smash her face in! 


Time limit: 1 Minute! 


Bayonetta’s binding of Jubileus will only last for 1 minute! Make 
sure you really go for it or you'll miss out on a high-scoring 
chance! 


Meteor Shot 

Standing on the sphere’s surface during the Finale phase will 
trigger Jubileus to attack with extremely high-powered meteors. 
The impact point of each Meteor Shot will be highlighted via a 
glowing marker on the floor. Keep a close eye out and stay well 
away from the markers! 


Giant Grab 
While running along the hair spiral towards your goal, Jubileus 
will use both arms to try and get rid of you. The first of these 
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attacks is the Giant Grab. Jubileus will sweep her left arm (on 
your right) over the surface of the hair spiral and grab Bayonetta 
when within range >0 07. Dodge this attack by pressing © just 
before Jubileus’ hand reaches you. Failure to dodge will result in 
Bayonetta being thrown back to the ground. 


Power Punch 

When not trying to grab you with her left hand, she will throw 
a punch with her right. Watch out for when Jubileus draws her 
right hand back, and Evade just before the punch reaches you. 


Red Hot Tip! The safest way to avoid the ridiculous damage 
from the above pair of arm attacks is to use the Umbran Por- 
tal Trick. Activate the Umbran Portal Kick just before either 
of these strikes connect, and then press Evade to cancel out 
of the animation. 
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Phase 1: In Normal and Hard Modes, the 
Combo Points threshold for Platinum Rank 
is very high! As it is.difficult to score a 
large combo in the later sequences, this 
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strategy will concentrate on scoring the required points within At- 
tack Phase 1. The most important thing to remember is that you 
always need to keep the Combo Multiplier active between the 
gaps in Jubileus’ attacks. The best way to do this is to hold Taunt, 
or hold an lai Jutsu with Shuraba, as both of these techniques 
will freeze the Combo Timer. 


You need to reduce Jubileus’ energy to about 90% of the initial 
energy gauge display. The most effective way of dealing this 
damage is to Evade the third punch of Jubileus’ Punch Combo 
to activate Witch Time, then use a @@@@(@ combo to attack. 
There are two ways to set-up this situation: either hold Taunt to 
freeze the Combo Multiplier and enrage Jubileus as you Evade 
her punches, or hold a Shuraba lai Jutsu and Evade the punches 
to substitute bigger points for bigger damage. 


While it is possible to simply wait for the Punch Combo to 
activate for this scoring chance, we will instead start a combo 
from one of Jubileus’ other attacks and keep it active all the way 
through to the Punch Combo. All you need to do is get this right 
once! Apply this technique correctly and you will have earned 
enough Combo Points for the Platinum Rank by the end of the 
first Attack Phase. 


Ideally you'll want to start this at either the Meteor Storm or 
Flaming Phoenix attack. Both of these attacks will summon up 

to three Drones +0 01. Watch them VERY carefully as the hair 
sections are lowered, and be ready to Evade. Ignore the fact that 
the impact of the hair sections staggers Bayonetta; press Ẹ to 
Evade and activate Witch Time as soon as you see/hear a Drone’s 
attack cue to Evade out of the stagger animation. The Bat Within 
technique is a real life-saver here, as it effectively extends the 
window you have to Evade safely. 


Immediately upon activating Witch Time, try to Stun as many 
Drones as you can while Witch Time is active. In this example 
we will use Onyx Roses’ (@ for this purpose (or @%& on Hard 
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and Climax). Once Witch Time ends, activate the Panther Punt on 
each Stunned Drone in sequence to attack the hair sections and 
earn loads of points. 


Ensure you are consistently able to kill all Drones summoned 

for the Meteor Storm or Flaming Phoenix attacks in this manner. 
Doing so will set you up perfectly for the next possible situation. 
After you have dealt with the Meteor/Phoenix attack by clearing all 
Drones (then holding Taunt to bridge the gap), the next attack will 
either be the Fire/Ice/Lighting Orb projectiles or the Punch Combo. 


If it's the projectiles, once again watch very carefully as the next 
set of Drones are summoned, and Evade as soon as you see/ 
hear the attack cue to activate Witch Time. Stun each Drone 

(or as many as you can) with (@ or @®&, and then Panther Punt 
them at the firing hair sections. 


Red HotTip! As you will be in Witch Time when the hair 
section's projectiles are fired, you'll be able to see the incom- 
ing shots slowly floating in the air. Use this scene to judge 

if you need to Evade or not when your current Witch Time 
deactivates. 


Alternatively, Jubileus may decide to use her Punch Combo. 

In this case the summoned Drones will deactivate and remain 
dormant for the duration of the punch attack sequence. It's well 
worth ensuring that Jubileus is enraged by the time the Punch 
Combo finishes. Continue to hold Taunt as you Evade the three 
punches, as this will guarantee that Jubileus is enraged by the 
time you Evade the third punch and activate Witch Time. Now, 
with Jubileus enraged and Witch Time activated, attack with a 
1@@(@ combo to score massively. +0 02 


Red HotTip! As soon as you see Jubileus activate the 
Punch Combo - jump, activate Crow Within and hold ® to 
summon a full set of feathers. Now as you Evade each strike 
of the Punch Combo there is a high chance that the feathers 
will damage the attacking hand - this is great for resetting 
the combo timer! 


Holding Taunt as previously described, you can also Evade the third 
punch of Jubileus’ Punch Combo with a Dodge-Offset @. This way 
you'll score a hit as soon as Witch Time activates, ensuring that 
Jubileus takes the entire @ (@ combo. This is an extremely 
useful technique to employ if you are going for high scores. At- 
tacking an enraged Jubileus in this manner will consistently score 
up to 1,500 combo points and always bump the Combo 
Multiplier up to 9.9! 


Red HotTip! Dodging the Punch Combo while holding an 
lai Jutsu with Shuraba will freeze the Combo Timer all the 
way through until Witch Time activates upon dodging the 
third punch. Release the lai Jutsu as soon as Witch Time acti- 
vates and use a @&49((@ combo for stunning damage. 


Phase 2: >O 03 As soon as you are back 
in control, change Durga to Fire Mode, ac- = 
tivate Beast Within and leap as high as you 


can directly over the lava ahead of you and 
towards the first hair section. Evade or Parry the Fireballs it will 
shoot at you, then immediately counter with a Tetsuzanko. 


Next you will be faced with a series of raised platforms. Check 
that the way is clear of flame eruptions and hit ¥€ to jump across 
towards the next hair section. Kill it in the same manner as the 
first one, then activate Beast Within to leap from the platform 
towards the third hair section. When you're directly over the third 
hair section, deactivate Beast Within and land right on top of it. 
The jump damage is enough to kill the hair section instantly. Now 
rush across the lava towards the fourth hair section. Parry or 
Evade its Fireballs as you approach and kill it with a Tetsuzanko. 


After destroying the fourth hair section, a cutscene will activate 
leading to an automatic Witch Time sequence. As soon as you 
regain control, switch Durga back to Lightning Mode then negoti- 
ate the platforms towards Jubileus’ head by pressing Y€ when 
prompted to leap between them. When you reach the platform 
directly in fron bileus’ face, press Taunt to enrage her before 
performing a }9((@ with the Onyx Roses. +0 04 


The combo will break the Witch Time sequence and send Jubileus 
crashing to the floor of the sphere. An additional automatic Witch 
Time activation will occur as she hits the ground, so immediately 
tush in and deliver another @@@@(@ combo. 20 05 


Red HotTip! Use the Umbran Spear to instantly dart over 
to Jubileus as soon as you regain control. 


Phase 3: Switch over to Odette, activate 
Beast Within and leap high over the frozen a D 
terrain ahead of you. Just before you 

land an Ice Ball will appear, so be ready 

to Evade as soon as you see it. Parry or Evade the Ice Orbs the 
hair section will fire as you approach >O 06. then kill it with a 
Tetsuzanko. Now repeat the rest of the sequence exactly as per 
the Fire World routine. 


Once you have destroyed the required four hair sections, an auto- 
matic Witch Time sequence will activate. Deal with this in exactly 
the same manner as you did in the Lava World; make your way 

to her face, Taunt and then attack with a @@@@@ combo +20 
07. This will break the Ice World sequence and Jubileus will fall to 
the floor of the sphere. Make your way over to her as quickly as 
possible and attack with another $9889 combo. 


Red HotTip! As soon as Jubileus gets up and you are no 
longer able to strike her, jump and activate Crow Within, then 
hold $ to summon a full set of feathers. The feathers will hit 
and damage Jubileus during the cutscene leading 

to Attack Phase 4. 
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Phase 4: Constantly stay on the move 

during this section, and equip Pulley’s = 

Butterfly should you have problems reading 

the Drone attacks. Press YẸ when 

prompted to leap between the platforms, towards any nearby 
hair section. Parry or Evade their Lightning Orbs and strike back 
with a @ combo +0 01. Do not linger on the moving 
Platforms even for a moment. If you miss a chance to jump 
across to a nearby hair section, keep moving and reattempt it 
from a fresh platform, 


Once you've destroyed all hair sections, the platforms will rear- 
range themselves, allowing you to leap across to Jubileus’ head. 
Enrage her with a Taunt, then attack with a @@€@@(@ combo 
+0 02. This combo will smash Jubileus to the floor, so imme- 
diately rush in with Beast Within or Umbran Spear and perform 


Phase 5: Treat this phase exactly as you did 
Attack Phase 1, The major attacking chance = 
is still the Witch Time activation after 


Evading the third punch of Jubileus’ Punch 

Combo; attack using @ \(@ as you did before. Deal with 
the new Ice and Laser Storm attacks just as you did the Meteor 
Storm and Phoenix attacks of the first phase. Wait for the attack 
cue of the summoned Drones and Panther Punt them to death. 
The big difference here are the Quantum Rift and Singularity 
attacks. These must be dealt with evasively as described in the 
Attack Phase 5 techniques section. =O 


o 03 


Once you weaken Jubileus to half of her last remaining energy 
bar, a Climax prompt will appear. Make sure you hit @+%& as 
soon as this appears, as you don't get much time to react. Upon 
activation of the Climax, Bayonetta will create a spiral bridge with 
her hair, enabling her to attack Jubileus’ face directly. 


Finale: Warning! Just before you dealt Ju- 

bileus the blow to knock her to the ground, = 

were there any Drones active on the 

field? Make absolutely sure of this, as any 

Drones left over will attack as soon as the cutscene of Jubileus 
falling has finished. As a “just in case” rule, always Evade when 
this cutscene finishes to avoid an extremely cheap, grade-ruining 
attack! After the Evade, ensure you destroy all remaining Drones. 
They have a nasty habit of appearing right at the point where you 
activate the Climax Finish and hitting you out of nowhere! 


With the Drones out of the way, activate Beast Within and rush 
along the bridge Bayonetta has created with her hair +0 04. 

As you make your way up towards Jubileus’ face she will try 
and smash you back down. Evade her strikes by activating, then 
Evading, out of the Umbran Portal Kick just before they connect 
to pass straight through them. Keep running until the Climax 
prompt appears, then hit @+%& immediately and Bayonetta will 
bind Jubileus with the spiral of hair. Now that the goddess is 
immobilised, stand in front of her face, press Taunt to enrage her 
and then attack with a @@@@(@ combo +O 05. Add anything 
you like to the end to mop up any remaining life gauge and send 
her crashing to the ground 


All that’s left to do now is move over to where Jubileus is lying 
and press @+%® to activate the ultimate Climax! 


Infiniton Action! Rapidly tap ™% as fast as you can to de- 
liver the ultimate heaven-shaking punch! Successfully filling 
the entire Infiniton Gauge will award the Big Bang Bonus of 
10,000 Halos. 


When playing on Non Stop Climax, the 
same strategy as Normal and Hard applies. You will, however, 
need to shift focus away from Jubileus’ Punch Combo when 
aiming for points and damage during Attack Phases 1 and 5. 
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Phase 1 and 5: Without Witch Time you will need to employ a 
different means of keeping the pesky Drones at bay. As soon as 
the Attack Phase begins, activate Crow Within and hold $ to 
summon a full set of feathers. This is your defence against Drone 
attacks, and as a rule you should always summon a full set of 
feathers between Jubileus’ attacks. 


When dealing with an elemental area attack such as the Meteor 
Storm, move towards the nearest Drone as the hair sections 
are lowered. This will Stun the Drone, allowing you to Panther 
Punt it at the hair section of your choice. Continue the combo 
by either Stunning and Punting the remaining Drones, or using 
Beast Within to run behind the hair sections and attack with @ 
as you pass each one. It's possible to score a hit or two against 
each hair section as you run past, while outrunning the pursuing 
Drones. 


For elemental projectiles such as the Fireballs or Ice Orbs, manu- 
ally centre the camera as the hair sections are lowered and tap @ 
to deflect the shots. As soon as the projectiles are Parried, follow 
up with as many Tetsuzanko strikes as possible before activating 
a set of feathers again. 


Finally, having a full set of feathers summoned will deal signifi- 
cant damage once the Punch Combo is completed. Evade the 

third hit of the Punch Combo with a Dodge-Offset @, then 
immediately follow up with @@@((@ to score the rest of the 
combo sequence as the feathers deal additional damage. 
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Bayonetta has access to more combos, weapons, 

A A abilities than possibly any character 
in video game history. Exploring the game’s combat 
can quickly lead to the player being overwhelmed by 
the sheer amount of possibilities. This Chapter aims 
to make every part of Bayonetta’s amazing combat 
as Clear as possible. All combos are listed, techniques 
are fully explained and weapons are analysed. Every- 
thing you need to know to truly master the game can 
be found here. 


D. N A D 7 
ThE BASICS OP COMDAT 
First, we'll take a look at the basic elements that make up Bayonetta’s 


supremely free-form combat. While each element covered here might 
be basic, there's often a lot more to it than is initially apparent. 


Holding & will automatically lock Bayonetta’s attack orientation 
to the nearest enemy. Keeping the button held down will keep 
Bayonetta tracking that particular enemy, regardless of its posi- 
tion. >20 01 


If you need to switch to another enemy, simply release &, face 
the direction of the enemy you want to target and then hold @ 
again. Bayonetta will now Lock-On to the nearest enemy in the 
new direction you have chosen. 


Combat 


Red Hot Note! Every attack you execute while holding 
“@ will be directed towards the chosen target only. While 
holding @ you cannot freely change direction to attack 
other enemies. 


sa 
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Kiss Effect 
Activating Lock-On is signified by Bayonetta blowing a kiss at 
her target. >20 02 


This kiss may be harmless, but it isn’t half off-putting for her an- 
gelic foes! When the Kiss Effect strikes an enemy, he will flinch. 
This little effect is actually capable of stopping an enemy's attack 
as it is being prepared. 


% A p 


Pressing ¥€ will make Bayonetta leap into the air. The action of 
jumping can cancel Bayonetta’s current attack animation. The 


jump will be executed instantly, regardless of the action Bayo- 
netta is taking. 


Double Jump 

Bayonetta’s standard jump consists of two parts: the initial 
jump from the floor and an additional Double Jump, which oc- 
curs if you press ¥ again while in the air. Bayonetta is allowed 
to execute the Double Jump only once after each fresh jump 
is activated. The Double Jump is signified by a pair of butterfly 
wings, which appear on Bayonetta’s back to give her an added 
boost. +0 03 


‘0000-10 
yam 


Step-Off 

While in the air it's possible to use the body of an enemy as a 
platform to execute a completely fresh jump. Simply press YE 
when Bayonetta is positioned just above or alongside an enemy, 
and she will use its body to launch an additional jump, while firing 
from firearm weapons if they are equipped to her feet. +0 04 


The damage that the firing element of this technique deals is dic- 
tated by the firearm you currently have equipped to Bayonetta’s 


feet. 

activate her Double Jump after each successful Step-Off. Having 
Jump Count access to a never-ending series of jumps allows you to stay in the 
Each time you jump from an enemy using the Step-Off tech- air indefinitely, well out of enemy attack range should the need 
nique, Bayonetta’s jump condition will be reset. It is possible to arise. 
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Gravity Reset 

During any Witch Walk sequence, you can reset gravity back to 
normal by jumping and by clicking the Left Stick while in the air. 
Make sure you have a solid surface to land on before deactivating 
the Witch Walk effect! 


Handgun Firing Data l 
L echie Comma 


Fire Press or Hold "® 19x3 


Combo Points 


1 per hit 


Regardless of which weapons you have equipped to Bayonetta’s 
limbs, she will always carry a small handgun, which she will fire 
when "® is pressed. While not an effective weapon to deal dam- 
age, the handgun is still extremely useful, as it can be used to 
keep a combo active (see Scoring System). 


Red HotTip! If you fire constantly with =% at an enemy 
that’s appearing from the sky (rather than teleporting into 
battle) you can knock them to the ground before they land. 
This leaves them lying on the floor helpless. 


n, No 
` \ 1 


Bayonetta’s basic dodge is executed with a single push of Q, 
push the button and Bayonetta will immediately perform an 
evasive backward flip. Pushing the Left Stick in any direction as 
you press Ẹ will direct the Evade in the direction of your choice. 
Changing directions and executing additional flips is fast, smooth 
and seamless. There is a catch, however! Bayonetta can only 
Evade four times in rapid succession. When a fifth Evade (Final 
Evade) is added to the sequence, she will jump much higher than 
usual before landing in a low, crouching pose. >20 05 


Evade Count 

Resetting the Evade count is a simple matter of leaving a 
10-frame gap between Evade activations. Firing a single shot 
with ™%, or activating any striking attack, is more than enough 
to reset the count, so you can start the Evade sequence again. 


Final Evade 

The Final Evade is a defensive flip performed on the fifth Y press 
of a series of successive Evades. The flip itself is much higher 
than normal. Upon landing Bayonetta will crouch into a very low 
pose, with a slight possibility that certain enemy attacks will pass 
safely overhead. The Final Evade animation cannot be cancelled 
or interrupted by conventional means. Special defensive tech- 
niques need to be employed in this situation (see the Moon of 
Mahaa-Kalaa in the Accessories section). 


Ensure that, right from the start of the game, you are aware of 
the Final Evade limitation so as to avoid digging yourself into a 
hole as an enemy attack approaches. Not only does the Final 
Evade leave you prone to attack, it will also reset the combo posi- 
tion held via the Dodge Offset system. Holding any attack button, 
upon execution of the Final Evade, will fire any firearm-type 
weapon you have equipped in your current Weapon Set. 


Can't Touch Me! 
The most amazing thing about the Evade system is that you don’t 
actually have to physically avoid the incoming attack in order to 


dodge safely. In other words, you can phase straight through 
incoming attacks, just as long as you execute the Evade at the 
right time! >20 06 


The direction of the Evade is completely irrelevant. It is only the 
timing of the Evade execution that is of paramount importance. 


Evade Cancel 

Almost every melee technique in Bayonetta’s arsenal can be 
cancelled instantly with an Evade. This allows you to push of- 
fence to the absolute limit, before Evading at the last possible 
moment. As you don't have to commit yourself to the entirety 

of an attack animation, you are able to cancel the action, flowing 
seamlessly into an Evade as soon as you see an enemy attack 
being activated. By ensuring you pay attention to your opponents, 
you will be able to anticipate an incoming attack and Evade out of 
the way safely. 


Watch and Listen! 

So how do you know exactly when to execute an Evade? This is 
where you really need to watch closely and pay attention, There 
are many subtle (and not so subtle) cues each enemy type gives 
before attacking. Some enemies sound an audio cue before ex- 
ecuting an attack, while others may flash a warning light or some 
other visual display. >O 07 


‘0000 10 
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Learn to recognise these signposts and you'll have no problem 
reading the enemies like an open book. In addition, many enemy 
types follow a preset behaviour. If, for example, you trip certain 
enemy types over, they will always attack as they get to their 
feet. 


The Angels Chapter of this guide will, wherever possible, give 
full details of each and every audio and visual cues the enemies 
Present you with. Absorbing this information will make your 
evasive routines extremely effective. 


Evading an attack just before it hits will activate a state of dilated 
time known as Witch Time. During Witch Time it is only Bayo- 
netta’s enemies who are slowed down; Bayonetta herself is 
capable of moving just as easily as she does during normal time. 
This allows you to seriously punish your enemies while they are 
unable to move freely or defend themselves. +0 01 


Witch Time Data l 


BR MeGa Gain Witch Time Duration 


Witch Time Evade attack 1 Magic Orb 2 seconds* 


within 5 frames 
of impact 


* Initial duration 


Activation 

Activating Witch Time is all about timing. You must get a feel for 
the various attacks the enemies are capable of, and Evade them 
at the last possible instant. Upon spotting an imminent attack, 
aim the timing of your Evade to coincide with the last possible 
moment before the attack is about to hit you in order to activate 
Witch Time. +0 02/03 


Again, see the Angels Chapter of this guide for the exact sign- 
Posts and animation routines executed before an enemy attack is 
launched. 


Witch Time Extension 

The Witch Time duration is not set in stone. While the initial Witch 
Time value is listed as 2 seconds, it is possible to extend the 
total duration to up to 6 seconds, if you keep up a heavy barrage 
of physical strikes. The act of striking an enemy during Witch 
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Time increases the duration little by little. If you ensure that you 
strike as quickly and intensely as possible, as soon as Witch Time 
begins, you'll be able to cause a lot of damage! 


Bayonetta has a bewildering number of special abilities and techniques she 
can acquire and use. Right from the start of the game, there’s a huge combo 
list to experiment with. In this section we'll take you through the many com- 
bos and abilities on offer. We'll start by looking at the basic handguns, and 

cover the many combos and abilities at your disposal before you've bought 
a single thing or acquired any additional weapons. 


Automatic handguns. 
produced by Rodin. 
These weapons are 
unable to with- 
stand the intensity 
of magic-imbued 
bullets or melee at- 


Firearm No 


tacks. Those capable of such feats must 
be careful in holding back their full power. 


Upon beginning the Vestibule Chapter, 

you will be given a set of Handguns by 

the weapon smith Rodin. While these 
guns cannot withstand the full power of 
Bayonetta’s abilities, you can still have a lot 
of fun with them! In this section we will 
take a close look at Bayonetta's standard 
combo chart and fighting abilities. 


What follows is a complete list of Bayo- 
netta’s preset combos available when 
using the default handguns. This is the 
standard command list on which every 
weapon's basic functions are based. Take 
time to absorb this information, as the ef- 
fects certain combo strikes have on their 
target make these techniques invaluable 
tools for conquering the game and earn- 
ing top grades. 


nics | Comma 


Three-hit Combo Stagger 
Punch to Uppercut Launcher 
Punch to Kickflip/Death Spin Launcher, Barrage 
Stomp to Uppercut Knockdown, Launcher 
‘Stomps to Heel Kick Knockdown, Blast 
Stomps to Uppercut Knockdown, Launcher 
‘Stomps to Kickflip/Death Spin* Knockdown, Launcher, Barrage 
‘Stomp to Kickflip/Death Spin* Knockdown, Launcher, Barrage 
‘Two-hit Combo to Overhead Pound Launcher 
‘Two-hit Combo to Heel Kick Stagger 
‘Sweeps to Heel Kick Trip, Blast 
‘Sweep to Uppercut Trip, Launcher 
‘Sweeps to Uppercut Trip, Launcher 
Three-hit Combo to Uppercut Launcher 
Quick Kick Flurry Barrage 
Kick Flurry Barrage 
Punch Flurry eaaaqa Barrage 
Punch Flurry to Axe Kick aegaaqiet Barrage, Knockdown, Launcher 
Four-hit Combo to Overhead Pound Launcher 
Triple Kick Combo Stagger 
Double Kick to Uppercut ee ‘Stagger, Launcher 
Kick to Uppercut ve Stagger, Launcher 
Bullet Climax (Hands) D:a None 
Bullet Climax (Feet) Ore None 
Uppercut 2+9+8 Launcher 
Kickflip/Death Spin BQ ALa Launcher, Barrage 
Aerial Stomp to Uppercut airGaeo Knockdown, Launcher 
Aerial Sweep to Uppercut airGGeee Trip, Launcher 
‘Sweeps to Heel Kick airGGGeee Trip, Blast 
Quick Kick Flurry Barrage 
Kick Flurry Barrage 
Punch Flurry Barrage 


Aerial Punch Flurry to Overhead Dive Kick 


Overhead Dive Kick 
Aerial Bullet Climax (Hands) 
Bullet Spin (Feet) 
Uppercut 


Barrage, Knockdown, Launcher 


Stagger, Knockdown 
None 

Blast 

Launcher 


Aerial Kickflip/Death Spin 


*Hold W to activate Death Spin 


Launcher, Barrage 


peo 


Damage 

200, 200 

100 

200 x 2 / 200 x 2, 25 x multi-hit 

), 200, 100 

), 200, 120, 300 

), 200, 200, 100 

200, 200, 200 x 2 / 200 x 2, 25 x multi-hit 
200, 200 x 2 / 200 x 2, 26 x multi-hit 
140 

200 

80, 200, 200, 400 

80, 200, 100 

80, 200, 200, 100 

80, 100 

80, 50 x multi-hit, 400 

80, 80, 50 x multi-hit, 400 

80, 80, 20 x multi-hit, 150 

80, 80, 20 x multi-hit, 150, 600 
80, 80, 140 

200, 200, 150 x 2/ 150, 50 x multi-hit, 150 
200, 200, 100 

200, 100 

40 x multi-bit 

40 x multi-bit 

100 

200 x 2 / 200 x 2, 25 x mutti-hit 

80, 80, 200, 100 

80, 80, 80, 200, 100 

80, 80, 80, 200, 200, 400 

80, 80, 80, 50 x multi-hit, 200 

80, 80, 80, 80, 50 x multi-hit, 200 

80, 80, 80, 80, 20 x multi-hit, 150 


80, 80, 80, 80, 20 x multi-hit, 150, 
400 (initial), 200 (during fall), 600 (landing point) 


200, 300 
40 x multi-hit 
50 x multi-hit 


88/88 88888888888 8/8/88 
8/88/88 888 8/8/8/8/8/ 88/8 


200 x 2/200 x2, 25 x muli-hit 
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The Umbran Arts 


= PET 
Special Properties 


The attacks and abilities Bayonetta can use often have special 
properties that can affect the enemies in various ways. Before 
we get on to the individual attacks and combos, we'll list all 
these properties and then explain why each one is useful. 


Special Properties Data 
COO 


Stagger Enemy briefly stumbles 
Launcher Launches an enemy into the air 

Blast Blasts the enemy directly away from you 
Knockdown Slams enemy to the floor 

Trip Sweeps an enemy's legs from under him 
Barrage Extremely rapid attack 

Stun Enemy becomes dizzy 

Stagger 


Any attack with the Stagger property applied will cause a huma- 
noid enemy to stumble momentarily, which will lower its defen- 
sive capability. Against armoured enemies or against enemies 
that are capable of deflecting incoming attacks, the Stagger 
property proves invaluable. Applying a Stagger will give you 

an opportunity to charge a Wicked Weave attack, Launch the 
enemy, or attack them from behind to further decrease the risk 
of one of your strikes being deflected. 


Launcher 

A Launcher is any attack which sends the enemy into the air 
upon contact >C 01. After landing a Launcher attack, it is pos- 
sible to follow the enemy into the air with a jump and carry on 
the assault with an Aerial Combo. 


Blast 


Blast Data l 
C ae 
Enemy collision 200 20 (Special) 
Collision with wall 500 0 


Any attack that strikes hard enough to propel the enemy through 
the air, directly away from you, is making use of the “Blast” 
property. Other enemies caught in the path of the one you've just 
Blasted through the air will also receive damage >O 02. Upon 
Blasting an enemy, each time he hits and damages one of his 
comrades you will be awarded 20 ‘Special’ Combo Points. 


Knockdown 
Knockdown occurs when an enemy is slammed straight to the 
floor by the sheer brute force of an overhead-style attack. +0 03 


Trip 

Small to mid-sized humanoid enemies can be Tripped over by 
sweep attacks > 04. Once Tripped over, the enemy will be 
immobile for a short period, leaving you free to land follow-up 
strikes. 


Barrage 

A Barrage is a series of lightning-fast physical attacks that hit with 
such intensity that they appear to imprison the target within the 
strikes > 05. Barrage attacks are incredibly useful for scoring 
large amounts of combo points and extending the duration of 
Witch Time. 
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Torture Attack 


Stun 

The Stun condition usually occurs when an enemy has been on 
the receiving end of a sustained and rapid assault (most notably 
Barrage type attacks). It is also possible for an enemy to stun 
itself,if it misses an attack. The enemy will eventually become 
dizzy (signified by star effectsabove their head) and unable to act. 
20 06 


— 


eset Combos 


Here's where things get interesting! Bayonetta has a huge 
repertoire of preset combo attacks, all of which have their own 
specific effect when striking an enemy. These sequences consist 
of an opening strike (or set of strikes), leading to any number of 
finishing attacks, which will always have a very marked effect 

on the enemy they are aimed at. Combo attacks can be used to 
Blast enemies away from you, Launch them straight up into the 
air, or simply immobilise them by Tripping them over. 


We recommend using Tutorial of the Vestibule chapter to famil- 
iarise yourself with these techniques. Complete the initial Punch 
Tutorial, but when the Kick Tutorial is activated do not press 
BACK/GELECD) button to exit. Instead, use the Affinity Angel the 
game kindly provides as a punchbag to test and get the feel for 
Bayonetta's preset combo sequences. 


Input delay 

The + symbol signifies a controller input delay. Using the Practice 
Mode activated by pressing the BACK/GELECD) button during the 
loading screen allows you to have a look at the exact timing of 
these input delays. The input commands are displayed via icons 
at the bottom of the screen. +0 07 


Whenever you get to a combo string position, where an input 
delay is possible, the + icon will appear, Pressing the appropriate 
attack button while « is displayed will activate the delay strike of 
the combo sequence. 


ecee-e 


Three-hit Combo @&@ 


One of Bayonetta’s most important attacking strings is the 
simple @®&@ sequence. A straight Punch, followed by a deep 
Heel Kick, leading to a double-armed Punch finish. Landing the 
Heel Kick or finishing Punch of this combo against a lesser Angel 
(such as the Affinities we first meet in the Vestibule Chap- 

ter), will knock the wind out of him, leaving him momentarily 
Stunned. 


Punch to Uppercut @-@ 


This is a simple two-hit Launcher string. Any technique or combo 
with the Launcher property will blast an enemy straight up into 
the air. To perform this combo, hit @ once, leave a brief pause 
and then press @ again to perform an Uppercut. You can judge 
the timing of the pause after the button press by watching Bayo- 
netta’s animation; notice how she spins her gun after connecting 
the opening @? As soon as the spin stops, hit @ again and Bayo- 
netta will instantly perform the second strike of this sequence. 


The Umbran Arts 


Punch to Kickflip/Death Spin @- &/(® 


As far as execution and timing is concerned, this sequence K 
is identical to the previous @-@ combo. However, instead of 

delivering a standing Uppercut, Bayonetta will instead perform 

a spectacular Kickflip — launching both herself and her target v 
directly upwards! Note that any instance of the Kickflip can be =] 
modified into a rapidly striking Death Spin if you hold % upon . 
activation. The Death Spin is fully covered in the Aerial Combo 
section of this chapter. 


Stomp to Uppercut tea 

This combo sequence is the first example of the “Knockdown” 
property. Any attack with this property will instantly slam many en- 
emy types straight down to the ground. While lying on the ground 
the enemy will be immobilised momentarily, allowing you to use ad- 
ditional combo sequences in safety. Start this sequence by tapping 
@ twice; hitting & during or directly after the second @ strike will 
execute a powerful stomp technique — finally hit @ again to activate 
the familiar Uppercut and launch the enemy skywards, 


Stomps to Heel Kick @@&&& 


After hitting @ twice, press © to activate the Stomp technique, 
and then continue tapping Ù to deliver an additional Stomp, 
followed by a powerful Heel Kick to send the enemy flying. 

The final attack of this sequence causes Bayonetta to pause 
momentarily as she gathers strength. It is advisable only to use 
this finishing strike when the enemy is unable to interrupt your 
flow. Use a Launcher or Trip property technique to immobilise 
the enemy prior to executing this combo, if you want to connect 
it safely at close range. 


Stomps to Uppercut G94 4. Q 


The secondary Stomp attack introduced in the previous combo 
sequence can also flow into an Uppercut. Delay your input until 
Bayonetta starts to rise up out of her second stomp pose before 
you press @ and she will execute an Uppercut to launch the 
enemy. 


297 


The Umbran Arts 


©) 


Stomps to Kickflip/Death Spin @@&&-&/(& 


Once again, delaying input until the moment when Bayonetta 
starts to straighten up after the second Stomp animation will 
interrupt the combo flow into a Launcher. By pressing © instead 
of @ at the described moment, Bayonetta will launch into the 
devastating Kickflip Launcher. 


Stomp to Kickflip/ Death Spin @@&- &/(& 


Let's have a look at that first Stomp attack of the sequence 
again, as this one can be linked into a Launcher as well. Throw 
the opening pair of @ strikes, and then hit W to activate the 
Stomp. Now, at the exact moment Bayonetta starts to straighten 
herself out of the stomp animation, hit % to execute an instant 
Kickflip Launcher. 


Two-hit Combo to Overhead Pound 99. 9 


This combo offers a quick way of executing a Knockdown 
property technique. When you don't have time to input a large 
combo sequence, this is a great way to slam an opponent to the 
ground for a bit of breathing space. Throw a pair of @ strikes and 
then pause. You will notice that Bayonetta spins her gun after 
the second punch — hit @ again at this point to perform a brutal 
overhead strike, which will knock lesser Angels to the ground 
instantly. Note that when the Wicked Weave system is active, 
this combo becomes a Launcher. 


Two-hit Combo to Heel Kick @@-& 


Use the same timing and execution as the previous combo, 

but this time press & to modify the sequence to end it with a 
powerful Heel Kick. Against humanoid angels (Affinity, Applaud 
and Ardor) the Heel Kick finishing strike connects to the enemy's 
stomach, leaving him winded and Staggering around helplessly! 
Note that an angel must be standing up and facing Bayonetta in 
order for the Stagger property of this technique to activate cor 
rectly; the attack must hit him in the stomach. 


Sweeps to Heel Kick Q9Q@%&& 


Here we have the first example of the Trip property, which works 
against small to medium-sized humanoid Angels. Tripping an 
enemy over gives you the same sort of tactical opportunity as 
using a technique with the Knockdown property; you'll be free to 
use further combos without risk of the enemy interrupting you. 
This combo is very easy to execute. Simply throw three @ strikes, 
and then repeatedly tap © to activate a pair of leg sweeps, fol- 
lowed by a devastating Heel Kick. Owing to the large range of leg 
sweeps, it is possible to Trip over a group of enemies all at once! 


If you do not want the enemy Blasted away by the finishing 
Heel Kick, either stop the combo at the second sweep, or press 
=% or Ẹ to cancel the combo sequence. Alternatively, press @ 
immediately after the execution of the second sweep to begin 

a completely new combo string. This is a general rule: pressing 
@ during any blank portion of a combo string, where it will not 
activate another attack in the current sequence, will begin a new 
combo. 


ae 


Sweep to Uppercut 
This sequence interrupts the leg sweep portion of the previ- 

ous combo into a Launcher. Simply press @ after activating the 
first leg sweep of the sequence to instantly Launch the enemy 
skywards with an Uppercut. 
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Sweeps to Uppercut Q994 4.9 


As testament to the versatility of Bayonetta’s fighting style, you 
can also interrupt the second leg sweep of the @@@&&®& se- 
quence with a well timed @ input. Time the @ input to coincide 
with Bayonetta finishing the second sweep animation. The trick 
is to not press any buttons during the animation preceding the 
final attack. 


Three-hit Combo to Uppercut @8&-@ 


Adding a delay between the third and fourth @ inputs of this 
combo sequence will execute a powered-up version of the Up- 
percut. After performing the opening three @ strikes, delay your 
input until the moment Bayonetta stops spinning her gun after 
the third punch, and press @ again at this moment to execute a 
powerful Launcher. 


Quick Kick Flurry @@@-(& 


This is the first of Bayonetta’s ‘Barrage’ attacks. A Barrage is a 
blindingly fast flurry of strikes that can hold an enemy in place for 
the duration of the technique. Execute this combo by performing 
three @ strikes, pause as Bayonetta spins her gun after the third 
punch, then rapidly tap ®& to deliver a barrage of kicks, leading to 
a Heel Kick finish. Certain stronger enemies can break out of Bar 
tage attacks. The likelihood of such an enemy blocking a Barrage 
attack increases with the strength of the enemy in question and 
the game's difficulty setting. 


Kick Flury GAA 


As the full version of the previous combo, this allows you to e» 
ecute the Barrage of kicks without the need for an input pause. 
Perform four @ strikes, before rapidly tapping © to deliver a 
lighting-fast kick combo, ending with a powerful Heel Kick. The 
Kick Flurry is a fantastic technique to employ upon activating 
Witch Time. Because it strikes with such intensity, it will reliably 
extend the Witch Time duration. 


Punch Flurry @89@@/(@ 


Press @ five times and Bayonetta will launch into a rapid flurry 
of punches and gunfire. Rapidly tapping @ during the flurry 
sequence activated by the fifth @ input will boost this technique 
into a full-on Barrage attack! While rapidly tapping @, Bayonetta 
will increase both the number of hits dealt and the intensity of 
the flurry sequence, before punching the opponent away while 
firing in two directions. The range of this technique is fairly wide, 
so it is possible to attack many targets at once with this Barrage! 


Punch Flurry to Axe Kick @ (Be 

Pressing ®& at any point during the Punch Flurry sequence will 
cancel the Barrage attack into a powerful Axe Kick. Use this 
technique if you want to knock the enemy to the ground instead 
of blasting him away with the finishing punch of the Barrage 
attack. Amazingly, you can even activate the Axe Kick after the 
entire Punch Flurry sequence has finished! Pressing W after the 
finishing punch has been executed will activate the Axe Kick in 
exactly the same manner as if you had activated it during the 
Barrage itself. 


To top it all off, this finishing strike has Launcher properties! After 
connecting this technique you are free to jump into the air after 
the enemy and carry on the carnage with an Aerial Combo. 


Four-hit Combo to Overhead Pound 9999-4 


This is a variation of the @@-@ combo covered previously. The 
only difference here is that the finishing strike is activated after 
four punches rather than two. Perform a sequence of four @ 
strikes, and then pause as Bayonetta spins her gun after the 
fourth punch. Hit @ once again the very instant the gun spin 
animation has ended to perform a truly nasty overhead strike. 


a Aa 


Kick Led preset Combo: 


Triple Kick Combo && &/(& 


While the majority of combo strings begin with @, Bayonetta 
does not completely neglect using her powerful kicks to initiate 
combo strings. The most basic kick combo is a simple fourhit 
spinning kick sequence. The finishing strike of this combo will 
knock smaller enemies off their feet. Simply press W three 
times in sequence to deliver a pair of roundhouse kicks, leading 
to a stylish spinning-kick finish. The initial kick of this combo is 
incredibly useful, as it will Stagger smaller Angels, such as Affini- 
ties. When facing oup of these Angels, a great strategy is to 
throw a single kick into the group to wind them as soon as the 
fight begins, allowing you to commence attack without the risk 
of being swamped. 


Red Hot Tip! Hold $ as you activate the third kick of this 
sequence to unleash an incredibly fast spin-kick finish while 
firing ALL equipped weapons at once! This is an example 

of the Handgun’s ‘Hold Function’ and is covered in detail 
shortly. 


Double Kick to Uppercut *& -@ 


As with many of Bayonetta’s @ led combo strings, you can also 
modify her kick combos by adding a pause in mid-flow. Hit % 
twice in succession, then delay your input between & and @ to 
execute an Uppercut. 


Kick to Uppercut &-@ 


Just as you can lead the second kick of the kick-led combo 
sequence into an Uppercut, the initial kick of this combo can also 
be modified in the same manner. Introduce a delay after hitting 
W, and then press @ the moment you see Bayonetta stand with 
her back to the enemy to perform an instant Uppercut. 


No 


me DS 1 
Aerial Combos 


Many of the combo sequences previously covered have featured 
strikes that send the enemy straight up upon contact. These 
Launcher property techniques are how we are going to initiate 
the next attack sequences. By following the enemy up into the 
air with a jump you can continue to strike the enemy repeatedly 
while suspended in mid-air! >20 01 


Uppercut @+9+@ 


Begin by pressing and holding & to Lock-On to your intended 
target. With the enemy targeted, push @ (opposite direction to 
the way Bayonetta is facing) and press @. Bayonetta will flick the 
enemy neatly into the air with her gun. >20 02 


Note that during Lock-On the orientation of the input commands 
are always locked to Bayonetta’s perspective; the direction she is. 
currently facing is “forward” behind her is “back” and sideways 
is to her left and right. 


Kickflip @+@+% 


Alternatively, you can Launch the enemy with the Kickflip 
technique. This attack has the same Launcher properties as the 
Uppercut. The difference here is that Bayonetta will automatically 
leap into the air, along with the enemy she’s striking. +0 03 


Once you reach the top of the upwards motion you can continue 
the attack sequence with an Aerial Combo string of your choice. 


At any point during a ground-based combo sequence you can 
interrupt the animation straight into either the Uppercut or Kick- 
flip by simply inputting the relevant command. Even so, it is very 
important to familiarise yourself with the combo sequences that 
automatically incorporate Launcher techniques. The importance 
of these will become crystal clear once the Wicked Weave 
system is activated. 
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Death Spin @+@+& 


Holding %& upon execution of the Kickflip technique will modify 
it into a Death Spin. This attack begins with the same rising 
Launcher property technique but, this time, Bayonetta will con- 
tinue spinning while rapidly striking the target >C 01. The Death 
Spin is a great technique for scoring Barrage-type Combo Points 
(see the Scoring System section) and launching the enemy while 
you're at it. 


The Death Spin is available for all Feet-equipped weapons. Even 
weapons that are not firearms will deal Barrage-type damage 
upon activation of this technique. 


Red Hot Note! Rising attacks such as the Kickflip and 
Death Spin count as jumps. Once the technique has been 
activated and Bayonetta is in the air, you will have the usual 
one additional jump at your disposal. 
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Aerial preset Combos 


Using our friendly little punchbag, Affinity of the Vestibule Tutorial 
screen, let's explore some ways of taking the action into the 

air. After Launching the enemy with a Kickflip, or connecting an 
Uppercut then hitting X€ to jump, you are free to attack with any 
Aerial Combo string. 


Aerial Three-hit Combo te 

When activated in mid-air, Bayonetta’s basic @¢@ combo is a 
very different beast! The initial punch will hold the enemy in place 
momentarily, and is followed by an Overhead Axe Kick to drag 
the enemy down, before finishing the sequence with a double- 
arm punch. 


Red Hot Note! This preset combo is not listed within the 
game's official combo chart, but as the attack animation is 
different from the standard version, we have included it as 
a separate combo entry. 


Aerial Stomp to Uppercut air@@%@ 


With the Handguns equipped, this technique is difficult to con- 
nect correctly, as the stomp knocks the enemy to the ground, 
causing the Uppercut to miss. The Uppercut section of the 
sequence, activated by the fourth button press, will be accompa- 
nied by a Wicked Weave attack once the Wicked Weave system 
is activated. 


Aerial Sweep to Uppercut air@@ 


This is a very stylish way of adding an additional Uppercut to 
your Aerial Combo sequence in order to take the enemy up even 
higher into the air. The higher you are, the more difficult it will be 
for other enemies to attack you! After launching your opponent, 
press @ three times then press © to perform a leg sweep, 
before ending the sequence with another @ input to execute the 
Uppercut. 


This is a simple example of an Aerial Combo Extension (please 
refer to Advanced Melee Techniques). After connecting the sec- 
ond Uppercut, treat the situation as a fresh Aerial Combo. Press 
Y to jump up after the enemy and continue attacking with the 
combo of your choice. It's important to note that all the Special 
Properties a combo has on the ground are carried over to the 
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Aerial version. The leg sweep section of this combo executed on 
the © press still has the Trip property applied. Connecting this 
attack in mid-air will cause the opponent to spin round wildly. 


Aerial Sweeps to Heel Kick air G@G@et > 


This combo takes the sweep action of the previous one toa 
whole new level! Perform three ® inputs after the initial trio of 
punches to spin the enemy with a dizzying pair of leg sweeps, 
before blasting him away with a powerful spinning Heel Kick 
finish. Connecting the aerial leg sweeps of this combo sequence 
against lightweight enemies on the ground will end up Tripping 
them over too! 


Aerial Quick Kick Flurry air@@@ -((& 


Barrage combos work in the air exactly as they do on the ground. 
Perform three @ inputs, leave a pause, and then rapidly tap W to 
deliver a lightning-fast series of strikes. 


Aerial Kick Flurry air @@@@Q(% 


Perform a full set of four punches, before rapidly tapping © to 
execute the full version of the Aerial Kick Flurry. This is a fantastic 
move to use during Aerial Combos, as it's both very powerful and 
can be cancelled. During the Kick Barrage animation, you are free 
to begin any @ led combo sequence. The animation will cancel 
itself as soon as you hit @ and then a new sequence will begin 


Aerial Punch Flurry air@ 8/9 

The aerial Punch Flurry works exactly the same as the ground- 
based version. Rapidly tap @ during the Punch Flurry sequence 
to modify the combo into a full-on Barrage attack! 


Aerial Punch Flurry to Overhead Dive Kick 
air SG GOG/(Oe 


Pressing ®& during the Punch Flurry or Barrage animation will 
instantly activate a huge Overhead Dive Kick. Just as we saw 
when using the ground-based version, this also allows you to 
execute the entirety of the Barrage combo before executing the 
Overhead Dive Kick finish. 


Overhead Dive Kick air& 


Finally, we have the simple but effective Overhead Dive Kick. 
This technique is capable of flooring smaller enemies on contact. 
Additionally, if performed in such a way that it drags an enemy 
out of the air after an Aerial Combo, this kick will inflict multiple 
hits as Bayonetta falls. Against giant enemies such as the Be- 
loved, connecting this kick to the creature's head will cause it to 
deal damage repeatedly before Bayonetta lands. 
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Practical Combo Examples Witch Bomb 
Before we leave the Vestibule Tutorial section, let's pick on that Damage Combo Points 
poor Affinity a little bit more with a few practical examples of Witch Bomb Allow Bayonetta to fall from 500 10 
ground-to-air combos. 


Uppercut to Aerial @&® 


Let's start with something simple. Perform an Uppercut with 
3+@+@, then jump up after the enemy, once it’s been Launched, 
and press $ . This combo drags the enemy out of the air 
very quickly — we'll get to the big combos in just a moment. 


ae ee 


Kickflip to Aerial 


This time we'll use the Kickflip to launch the enemy and perform 
a slightly larger Aerial Combo. Begin with a #+@+® Kickflip to 
Launch the enemy, and when you reach the apex of the upwards 
motion, perform the @@@%&%&®& combo to send him flying. 


QOG to Aerial @ 


(t 


Here's an example of using a preset Launcher to lead into an 
Aerial Combo. Perform the @@% combo, and the enemy will 
be Launched by the final hit of the sequence. Press YE to jump 
up after him and then input At to execute the Aerial Kick 
Flurry. 


QAE t-t to Aerial @ 


(at 


Now we'll step things up a gear by making use of a delayed 
input sequence, followed by a full aerial Barrage attack. Perform 
the opening combo by pressing ®8% ®& and leave a slight 
pause before pressing ® again, and Bayonetta will launch into 
a Kickflip. Keep tapping ®, once you get to the top of the jump, 
to execute the entire Aerial Punch Flurry. When the Punch Flurry 
animation has completely finished, press & to end the job with 
an Overhead Dive Kick. 


Red Hot Tip! Try holding & while executing the Kickflip 
portion of this combo. This will activate a Death Spin to deal 
more damage. 


Aerial Launchers 


Just as you are able to instantly activate either the @ or W vari- 
ation Launchers on the ground, you are completely free to input 
either command while in the air. At any point during an Aerial 
Combo simply input 4 +@+ or ®& to send the enemy up even 
higher. 


Aerial Uppercut and Aerial Kickflip 
air+@+@ or air+O+ 4 


Treat the activation of an Aerial Launcher as a fresh Aerial Combo. 
If you perform this secondary launch with the Uppercut, you 

will once again need to press Y€ to leap up after the enemy as 

it travels upwards, before you can continue striking. The Aerial 
Kickflip on the other hand will cause Bayonetta to leap up with 
the enemy as the attack connects. Continue the sequence with a 
preset combo just before the spinning animation ends. 


over three Jump heights 


Even the act of falling from a great height can be turned into a 
devastating attack! Once you get into the swing of large Aerial 
Combos you'll often find yourself high in the air upon finishing a 
sequence. >20 02 


Allow Bayonetta to fall and eventually a blaze effect will appear 
on her body as the air burns from the speed of her descent. 
Enemies you land on in this state will suffer heavy damage! 
30 03/04 
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Punish Attacks 


Before we leave the punchbag Tutorial Affinity in peace, there's 
one last set of techniques to try on him, The following Punish 
Attacks can be performed on the Affinity, Applaud and Ardor 
types of Angel. Learn these attacks right from the start, as they 
are great fun! 


Naughty Little Angels! 
This Punish Attack requires you to press @ after the second 
sweep of the @@@®& Yt preset combo sequence. The tech- 
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nique will only be activated if the sweep attacks have Tripped the 
angel to the floor. Pressing @ after the second sweep connects 
will command Bayonetta to sit atop the Angel and give him the 
spanking of his life >) 01! Rapidly tapping @ will increase the 
slapping speed. 


Red Hot Note! When the Wicked Weave system is activated, 
the final slap of this technique will be accompanied by a 
powerful Wicked Weave attack. 


Under Her Heel 

Another fantastic & attack at your disposal is the ability to re- 
peatedly stamp on a helpless Angel as he lies on the ground 

>C 02. With an Angel lying on the ground, move Bayonetta right 
up close to his body and then repeatedly tap % to dish out some 
cruel punishment! 


Red Hot Note! If your target is weakened to the point 

at which this attack will kill him, a final big Stomp will be 
xecuted as a death blow. When the Wicked Weave system 
activated, this finishing Stomp will be accompanied by a 
giant Wicked Stomp. 


Ragdoll 

After any ground-based or Aerial Uppercut, regardless of 
whether it's a stand-alone attack or part of a preset combo 
sequence, simply hit @ after the Uppercut (or Aerial Uppercut) 
has connected in order to instantly grab and slam an opponent 
violently from side to side. Tap @ rapidly to increase the speed 
and number of slams (up to a maximum of six). Finally, pressing 
W at any point during this technique will activate a deadly 
finishing kick! +0 03/04 


As Bayonetta repeatedly slams her victim to the ground, you can 
control the direction of her swings freely with the Left Stick. This 
allows you to aim the victim's body at other Angels, thus using 
him as a weapon against his comrades. The Ragdoll will only 
work if you have a firearm-type weapon equipped. Striking weap- 
‘ons such as a sword or whip will not work for this Punish Attack. 
Once you have earned Scarborough Fair, the finishing strike of 
this attack will be accompanied by a very powerful Wicked Heel 
strike. 
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Hold Function: Rapid Ei 


Handguns Hold Function Data 
Le ieciniave | Conner oe 


Combo Points 


Rapid Fire Hold @ or © during 40 x multi-hit 1 
execution of any attack 
Evade While Firing Press © while 40 x multi-hit 1 


holding @ or & 


“Handgun damage is determined by distance, and gradually reduces to 1. 


Rapid Fire Hold @ or & during any attack 


The beauty of Bayonetta’s combat system is that there's no rigid 
boundary between melee strikes, gunfire and evasive flips — all 
three elements of Bayonetta’s movement can be seamlessly 
combined! 


With any firearm-type weapon equipped, hold down the current 
@ or & at any point during ANY preset combo technique. Every 
single @ or & input can be instantly extended to a short burst of 
gunfire to increase the damage (and style) of the strike. >0 05 


This feature will be referred to as the Hold Function. Be sure to 
check the Hold Function section of the weapon entries of this 
guide to see what each one does. 


Even command attacks such as the @ or & Launcher variations 
can be held in this manner; try holding W during the Kickflip 
execution and you'll see Bayonetta continuing to spin rapidly 
while firing all four guns at once CZ) 06! Holding the attack but- 
ton to fire your guns during an attack does not in any way affect 
the flow of the combo sequence; you are free to hold (or not 
hold) any strike in any combination you wish, regardless of which 
combo string you are executing. 


Fire While Evading! Press © while holding @ or & 


With the Handguns, Scarborough Fair, Sai Fung or Bazillions 
equipped, holding an attack button while Evading will scatter a 
burst of rapid-fire shots >O 07. Use this technique to keep your 
combo alive while you Evade and get into a safe position 

to counter. 


Red Hot Note! Keep the dreaded Final Evade in mind while 
using a string of Evades to fire rapidly. Leave a gap anywhere 
within your Evade sequence to reset the count and avoid be- 
ing trapped by the Final Evade animation. 


Aerial Tracking 

After launching an enemy into the air, while standing on the 
ground, hold @ or Ù to automatically aim at the enemy and fire 
a volley of shots >C 08. Try holding each input of the Y tt 
combo in this situation — it’s very stylish! 


Bullet Climax 


P+ or C+ 


When facing a swarm of flying enemies, it's far more efficient 
to bombard them with a hail of bullets rather than try to pick 
them off one by one with melee attacks. This is where the Bullet 
Climax comes into play. Rotate the Left Stick once and hit @ or 
®& to execute one of two rapid gunplay stances. >) 09/10 


Rapidly tapping @ or W, depending on which version of the Bullet 
Climax you have entered, will unleash a torrent of gunshots. While 
attacking in this manner, you are free to aim in any direction you like 
with the Left Stick. During the @ version of the Bullet Climax, input- 
ting an additional +% will make Bayonetta flow seamlessly into 
the Kick variation of this technique. If you spot an incoming enemy 
attack during this technique, you can cancel the Bullet Climax at any 
point by either pressing Y to Evade or YẸ to jump. 
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Umbran Arts 


The 


Red Hot Note! Not all Bayonetta’s weapons are firearms; 
when using a striking weapon, the Bullet Climax technique 
will change, depending on the weapon in use. Please refer to 
the Weapons section for more information. 


Dodge Offset 


The Dodge Offset system enables you to store your current posi- 
tion within a preset combo string as you Evade. To do this, sim- 
ply hold down the current attack button of the combo sequence 
you are performing as you enter an Evade. If, for example, you 
are facing an enemy and want to attack with the @@@&&& 
preset combo, you'll throw the opening pair of punches and no- 
tice that the enemy is about to attack as you execute the third @. 
Hold that @ and press Y to Evade. The combo position will now 
be stored as you enter and exit the Evade animation. As soon as 
Bayonetta finishes the Evade, continue the combo from where 
you left off by pressing W +t 


So, instead of evading the enemy attack and then starting your 
combo sequence again from the beginning, with Dodge Offset 
you Evade while storing your current position and can then attack 
immediately with the rest of the combo. When using a non- 
firearm weapon, the Dodge Offset system works in exactly the 
same way; while the weapon itself will not fire during the evade 
animation, holding the attack button will still store the current 
combo position. 


You're also not limited to a single Evade with this technique. It 

is possible to hold your combo position through four succes- 
sive Evades — it is only the Final Evade that you need to be wary 
of, as this will reset your combo position. Performing the next 
combo strike in the sequence will leave enough of a gap to reset 
the Evade count, allowing for a further four evades while holding 
the new combo position. 


Once Rodin has bestowed the Scarborough Fair gun set upon 
you, you will finally have access to our heroine's most powerful 
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technique: Wicked Weaves! The power of the Umbran Arts allows 
Bayonetta to channel magic energy into her hair, which she uses 
to give form and substance to hellish creatures she can summon 
at will. +20 01 


Wicked Weaves are automatically activated during certain 
strikes of Bayonetta's preset combos. While certain combos 
will activate more than one Wicked Weave, it's a general rule 
that it's the finishing strike of these sequences that are mas- 
sively boosted by a Wicked Weave attack. The type of Wicked 
Weave that is activated is dictated by the preset combo's finish- 
ing attack; the Wicked Weave will mimic Bayonetta’s action, 
albeit with epic destructive force. 
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Wicked Punch’ 


The Wicked Punch is a massive punch, 
capable of Blasting away enemies ahead 
of you. the damage. 


This has the same effect as the Wicked 
Punch, but will summon a huge foot to do 


Wicked Upper 


An extremely powerful Uppercut, which 
will Launch heavier enemies effortlessly. 
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A giant foot will explode from under the 
enemy and Launch him skywards! 


The standard kicks, punches and Launchers of Bayonetta’s pre- 
set combos are fine against smaller and weaker enemies, but, as 
soon as you start fighting larger armour-clad foes, you'll find that 
they barely even notice such strikes. A standard Uppercut, for 
example, will not launch a large, armourclad enemy into the air 

— he simply weighs too much for the attack to have any effect. 
With a Wicked Uppercut however, it's a completely different 
story. There aren't many enemy types that can withstand such 
explosive power! 


Use the Dodge Offset! 

As it's the ending strikes of combos that use the epic power of 
the Wicked Weave system, it is very important to finish your 
combo sequences. This is where the Dodge Offset system 
becomes invaluable. Instead of stopping your combo sequence 
whenever you have to Evade, hold the attack button down as 
you Evade in order to store your current position within the se- 
quence and continue the combo after dodging. Later in the game 
you will find that many enemy types will parry incoming combo 
strikes and stop your sequence dead in its tracks. Using Dodge 
Offset enables you to stay on the move, while dealing strikes to 
lessen the chance of them being parried. 


Range 

Bayonetta’s Wicked Weave techniques utilise a dimensional 
portal from which the demonic attacks explode forth. As dimen- 
sional travel is taking place during these attacks, it is not actually 
necessary to make Bayonetta physically strike at the enemy she 
is targeting. Any Wicked Weave strike can be used to strike at an 
enemy, even from great distance! 


When facing any enemy who is out of physical striking range, 
you can set up a Wicked Weave attack by performing the combo 
string into thin air. For example, while facing a large armourclad 
opponent standing in the distance, Lock-On to the enemy and 
perform the @' preset combo. The final @ input of the combo 
sequence will automatically activate a Wicked Weave attack, 
which will appear within range of the enemy and connect. >20 02 


This overhead crushing attack will bounce 
the enemy off the floor and into the air. 


Wicked Stomp 


enemy instantly by crushing it underfoot. 


You can even launch an opponent from a distance; the @@&@ 
combo string will cause a Wicked Weave to explode out of the 
ground beneath your target and send him flying >O 03! Using 
Dodge Offset, it is even possible to Evade away from your oppo- 
nents, while performing the opening strikes of a preset combo. 
When you are in a safe position, you can complete the combo 
string to devastate the enemy with the Wicked Weave finish. 


A massive attack that will Knockdown the 
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Scoring System 


SCONING SVSTiEM 


As you are doing battle with your Angelic foes, you will be ranked on your performance. 
One part of your ranking is your combo score, which is displayed and tallied in the upper 
right-hand portion of the screen. The scoring system in Bayonetta is a bit complex and 
at first glance may seem indecipherable. However, read on and we will remove the veil 


shrouding this mysterious system and show you how it all works. 


ia a i 
Combo Points 
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Combo Timer 


Connecting any of Bayonetta’s attacks will result in points being 

accumulated in the combo counter. Each different type of attack 
Bayonetta lands is represented by a specific icon being added to 
the tally. The number of hits is displayed on the left and the total 
points on the right 


Shooting 

Shooting an enemy with regular bullets will 
score you one point per hit. Firearms with a 
little more kick (Onyx Roses for instance) will award more points 
for each shot. Whenever this is the case, the scoring difference 
will be covered in each weapon's section on the guide. 
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Striking 

Physically striking the enemy with the 10 
equipped weapon awards combo points 

specific to the weapon in use. However, you will be penalised for 
using striking attacks repeatedly. This Score Reduction Penalty 
will be explained shortly. 


Red Hot Note! Many of Bayonetta’s weapons have their 
own unique icon for signifying a physical strike. Any changes 
this makes to the scoring system will be detailed in that 
particular weapon's section of the guide. 


Barrage 

Barrage attacks have their own tally icon. Ena 
Even though they are physical strikes, they 

are exempt from the previously mentioned Score Reduction 
Penalty. Attacks of this type award two Combo Points per strike. 
The extremely high striking rate more than makes up for the 
small number of points awarded for each hit. 


Wicked Weave/Explosive Damage 

This portal-like icon signifies a Wicked 30° g 
Weave or other type of extremely high-pow- <= 

ered attack, such as Durga’s Damned Souls or Lt. Col. Kilgore’s 
rockets. Such attacks will award you 30 Combo Points each 

and are exempt from any scoring penalty for repeated use. In 
addition, landing any Wicked Weave attack will actually reset the 
Score Reduction Penalty. 


Red Hot Note! While Wicked Weaves will reset the Score 
Reduction Penalty, other high-powered attacks covered by 
this icon will not. 


Special 

Finally we have the Special icon. This icon 10 
shows up when you employ highly technical 

means to attack the enemy. Techniques such as deflecting a pro- 
jectile back at an attacker, using an enemy's body as a weapon 
(see Kulshedra’s Snare) or performing a counter-attack via a 
Perfect Parry (see Moon of Mahaa-Kalaa) will all display this icon. 
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The very instant you strike an enemy with any attack, a hidden 
timer begins. In order to keep a combo active you must score 
additional strikes against any target before this time limit expires. 
Each time you strike a target, the Combo Timer is reset. The key 
to getting big scores is to stop this timer expiring by eliminat- 

ing gaps between attack sequences. During a combo, all Points 
awarded for your current combo sequence will be displayed 

in the Combo Counter before being added to the main Combo. 
Points display. When the timer expires, the points will be totalled 
up and the combo ended. 


mbo Timer Data 


SS Combo Timer Duration 
Long-range Attack 4 Seconds 
Close-range Attack 3 Seconds 

Range 


Long-range attacks, as described in the Combo Timer Data table, 
refer to long-distance gunfire, such as holding "® to shoot a 
target from a distance. Close-range attacks cover everything 
else, including Wicked Weaves, regardless of distance. Between 
attack sequences the best way to reset the Combo Timer, before 
you go charging at another target, is to fire a quick burst of shots 
with "$. The range of this attack is huge, so you can always rely 
on it to keep the timer active. 


Freezing the Timer i 


It is also possible to freeze the Combo Timer at any point by hold- 
ing Taunt. This little nuance is so important that you should burn it 
into your brain right from the beginning. Freezing the timer allows 
you to keep your combo active while waiting for another chance 
to attack: for example, if you have to wait for an additional set of 
enemies to appear on the field after killing a first wave of angels. 
Another example is during boss battles, where you are only able 
to strike the opponent at certain times. Holding Taunt will freeze 
the timer and keep your combo active until the chance to strike 
once again presents itself. 


Red HotTip! Holding Taunt is not the only way to freeze 
the Combo Timer. The lai-Jutsu technique with the Shuraba 
weapon also has the same effect. 


Score Reduction Penalty 


This is the way the game encourages you to make use of Bayo- 
netta’s variety of abilities, instead of endlessly spamming striking 
attacks. When dishing out physical strikes with the majority of 
weapons, the opening five strikes connected will each award 
you 10 Combo Points, but any strike after the fifth will award a 
decreasing value, eventually resulting in just one point per hit. 


Penalty Data 


combo Points 
1toS 10 
6 8 
7 6 
8 4 
9 2 
10 and onwards 1 


Performing a Wicked Weave attack will reset the Score Reduction 
Penalty and allow you to once again earn full points for physi- 

cal strikes. The lesson to learn here is: complete your combos. 
Use the Dodge Offset system and do not be afraid to delve into 
the play mechanics to make use of the huge number of Wicked 
Weave attacks available. 


During Aerial Combos, things become a little trickier. As Aerial 
Combos involve a large number of physical strikes to keep 

the enemy held in the air, it is very easy to suffer from score 
reduction. Clever trickery and management of Bayonetta’s jump 
condition will allow you to make use of Wicked Weaves within an 
Aerial Combo without blasting the enemy out of range. Refer to 
the Advanced Melee Techniques section of this guide for details 
on how to score high during Aerial Combos. 


Red Hot Note! Certain weapons have their own Score 
Reduction Penalty condition. Whenever this is the case, the 
changes will be detailed within that weapon's entry. 


At the top of the Combo Counter you'll see your current score, 
with a Multiplier value to the right of it. This Multiplier will increase, 
the longer you keep your combo active. Using a variety of attacks, 
and hitting multiple enemies at once, will make it increase much 
faster. 


The Multiplier value (which can actually go well beyond the vis- 
ible maximum of x9.9) will come into play once your combo is 
finished. When the combo is over, your total score displayed will 
be multiplied by the Multiplier value to give you your final combo 
score. For example, if your combo score is 535 and your Multi- 
plier value is 2.5, then your final combo score will be 535 x 2.5 = 
11375. Notice that there is a decimal place involved. When the 
decimal is less than 5, the number is rounded down, and when 
greater than 5, the number is rounded up. In this case, 11375 
will be rounded up for a final score of 1138. 


The multiplier starts at 1.0 and is increased by a factor of 0.001 
for every 100 points in your active combo count. For example, 
with a combo score of 200 points, a factor of 0.001 is applied 
to the 200 (200 x 0.001 = 0.2), so an extra 0.2x is added to the 
Multiplier value. Furthermore, the factor is cumulative, which 
means it adds the 0.001 factor of the current score milestone 
every time you reach another 100 points. 


Multiplier Example 


[como Count MI Total Muto 
(J 0.0 1.0 
100 01 11 
200 0.2 13 
300 03 16 
400 04 20 
500 05 25 
600 0.6 31 
700 07 38 
800 0.8 46 
900 0.9 5.5 
1000 1.0 65 
1100 11 76 
1200 1 88 
1300 13 10.1 
1400 14 ns 
1500 15 13.0 


The increase goes on and on for every multiple of 100 you reach 
until your combo ends. While the Multiplier only displays as high 
as 9.9, internally it keeps climbing and has no limit other than 
your ability to rack up the big numbers. 


Indeed, looking at the Multiplier Example Table, you can see 
that, once you reach a score of 1300 your multiplier is actually 
10.1, but the onscreen display will only show 9.9 - the display is 
simply truncated to two digits to save space on-screen but, inter 
nally, that number is still climbing. Let's look at a brief example 
combo. 


Example Combo Score Calculation 
BR Maltiplier Factor = Total Multiplier 


20 20 10 
10 30 10 
20 50 10 
30 80 10 
30 no 01 11 
30 140 11 
30 170 11 
30 200 0.2 13 
30 230 13 
30 260 13 
26 286 13 
12 298 13 
100 398 03 16 
60 458 04 20 
8 466 20 
6 472 20 
4 476 20 


When this example combo finally ends, the Combo Counter’s 
total is 476 with a multiplier of 2.0. This gives a final combo score 
of 476 x 2.0 = 952. 


Witch Time Po 


Attacking enemies within a state of Witch 
_— Time will increase the value of Combo Points 
awarded by1.5x. This means a strike that normally awards you 

10 points during regular time will net you 15 points during Witch 
Time. Attacks scored during Witch Time are signified by a purple 
icon in the Combo Counter, with a clock symbol to the right. It's 
well worth keeping a combo active by holding Taunt until an en- 
emy attacks. Evade this attack to activate Witch Time, and then 
strike hard to take advantage of the increased points awarded. 
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Scoring System 


4 ERT 


Enraged Status E 


Taunting an enemy will throw the creature into a state of blind 
fury! There are 2 different types of Taunt available: 


Press the left bumper/@ button for a Short Taunt. This will trigger 
an action specific to Bayonetta's currently equipped hand weapon 
to infuriate the nearest enemy. 


Holding left bumper/@ button will trigger the Long Taunt, which 
is a sexy little dance that really seems to get on the Angels’ 
nerves. 


Enemies in an Enraged State will attack faster, and more often. 
Their physical attack power doubles, their bodies become 
tougher and their weight will increase to make Aerial Combos 
much harder. 


Red Hot Note! Only physical attacks become stronger 
when an enemy is Enraged. Projectile and magical attacks 
are not affected. 


Fighting enemies in this state is more than worth the effort: 
Combo Points awarded are increased by 1.5x and the Magic 
Gauge fill rate is doubled! So a regular score of 20 will actually 
give you 30 points. Fighting enemies in the Enraged State will 
allow you to make use of Special attacks and Torture Attacks 
(covered shortly) with increased frequency. The increase in 
Combo Points also allows you to attack with Wicked Weaves 
from a distance and still manage to earn enough points for 
decent grades. 


Enraged Status Data 


Enemy Physical Attack Power x2 
Combo Points Awarded x15 
Magic Gauge Fill Rate x2 


Throw Witch Time into the mix and you'll increase the Combo 
Points further. Witch Time has its own 1.5x bonus to points 
gained, but if you combine Witch Time and Enraged mode the 
actual total increase is 2.25x, rather than the expected 3.0x. A 
regular combo score of 20 is now worth 20 x 2.25, which gives 

a total of 45 points. Adding the use of an Angel Arm (such as the 
Angelic Spear dropped by the Affinity and Applaud angels) to this 
situation will earn you masses of points! 
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Angel Arms E 


Angel Arms give large amounts of combo points when you use 
them. Like every other weapon, you can increase the number of 
points they give by activating Witch Time or attacking an enraged 
enemy. However, with Angel Arms, these modifiers are a little 
bit different. During Witch Time, an Angel Arm receives an extra 
0.1x modifier above other weapons meaning Witch Time attacks 
are worth 1.6x normal Angel Arm values. With enraged enemies, 
the Angel Arm gets the standard 1.5x modifier, but, when you 
combine Witch Time and an enraged enemy, the Angel Arm 
receives an impressive 2.4x modifier which is 0.15x greater than 
what a regular weapon receives under the same conditions. 


— ~e 


Combo Total Calculation 


During a Verse, when a combo ends (such as when you fail to hit 
the enemy in the required time), your total combo score for that 
combo is tallied along with the Multiplier and stored internally. If 
the Verse is not over, and you start a new combo, it will be tallied 
and added to all other combos that have ended previously in that 
Verse. Once the Verse is over, the sum of every combo you were 
able to perform is displayed as your total Verse score. When a 
Chapter ends, the sum of every Verse combo score is your total 
Chapter combo score. 
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[Halo Ponus 


When a combo ends, you receive a Halo bonus based on your 
total combo score. The bonus is 10% (x0.1) of your total score. 
For example, if you manage a total combo score of 985, which 
has a multiplier of 1.9, you have 985 x 1.9 = 1871.5, thus giving 
you a final combo score of 1872. You get 10% of that as Halos, 
which is 1872 x 0.10 = 187.2. There is a decimal place here, but 
it is less than 5 and will be rounded down for a total Halo bonus 
of 187. Watch your Halo count when a combo ends, and you'll 
enjoy seeing that number climb with this 10% bonus! 


THE MAIC CAUCE 


The Magic Gauge, located beneath your Health Gauge is where you accumu- 
late and store power in order to make use of Bayonetta’s more powerful abili- 
ties such as Special Techniques or Torture Attacks. You can gain Magic both 
offensively and defensively, using attacks, Parries, Taunts and Evades, though 


some ways are faster than others. 
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MAGIC GAUGE CHARGING 


Your Magic Gauge is comprised of orbs. There are 8 orbs per bar, 
and each orb is worth 50 points of magic. You gain magic points 
during combat. Torture attacks cost 400 points or eight orbs. 
Standalone Wicked Weaves executed via the Tetsuzanko, Heel 
Stomp and Witch Twist techniques will deduct 3 Magic Orbs from 
the Magic Gauge upon execution. 
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move can hit the enemy twice gaining you 25 points if both 
hits land. 


When an enemy is enraged, all point values are doubled. While 
enraged enemies are far more dangerous, you will be gaining 
twice the magic from them. 
—No 
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Attacking the enemy is how you'll gain the majority of your 
magic. Each weapon's basic attack is worth a set value of magic 
points, and special or more powerful attacks are worth even 
more points. Basically, every strike you land grants you magic 
points, Here we'll lists the basics of acquiring magic through 
attacking your opponent. 


Gunfire 1 
Basic Weapon Strike* 8 
Stilleto 125 
Uppercut (Launcher) Attack 15 
Wicked Weave 15 
Special Techniques 20 
Aerial Combo x15 
Enraged Enemies x2 


*Single Punch or Kick attack. 


The points you gain from attacking an enemy are stored internally 
to the game. Once you have 50, one of the magic orbs will be 
filled. For example, if you hit an enemy 5 times with a regular 
strike, you'll have acquired 5 times 8 for 40 points total. Once 
you gain another 10 points, you'll have 50, and one magic orb will 
be filled. 


Note that the points granted are per strike that lands, so if you 
use an attack that hits 2 enemies at once, then you will get 
points for both strikes. For example, a Wicked Weave that hits 2 
enemies will grant you 30 points. 


In general, when you use a Special Technique such as After 
Burner Kick, you'll gain 20 points per strike. There are a few 
Special Techniques that grant slightly less than the 20, but on the 
average, each strike is worth 20 points. Stilleto for example nets 
you 12.5 points per strike, but it is a multi-hit strike. Each Stilleto 


When you successfully evade an enemy attack, you'll gain 1 
magic orb for your efforts. If you evade such that you activate 
Bat Within, you'll gain 2 orbs of magic. Evasion points are not 
doubled for enraged enemies meaning you'll always get just 1 
orb no matter the enemy's status. 


= ‘ \ 


Taunting is another great way to fill the Magic Gauge, not only 
does the act of Taunting build Magic but the resulting Enraged 
State will double the Magic Gauge fill rate via striking attacks. 
With an enemy targeted, complete a Short Taunt to charge a 
single Magic Orb. Alternatively, hold the left bumper/T button 
for the Long Taunt, which will fill the Magic Gauge at a rate of 
1 Magic Orb per second. This means that while using the Long 
Taunt to freeze your Combo Timer, you'll also charge the Magic 
Gauge if an enemy is targeted >20 01. 


It should be noted that the 2x multiplier for an enraged enemy is 
not applied to a Taunt. 


309 


The Magic Gauge 


The Magic Gauge 


Taunt Charge Data 
Me Mavic Gauge charge 

Short Taunt Press left bumper/T) 1 Magic Orb on completion 

Long Taunt Hold left bumper/@ 1 Magic Orb per second (4 in total) 


Shiva’s Impact (Parry) 


The Moon of Mahaa-Kalaa (see Accessories) allows you to Parry 
just about any incoming attack to negate the damage. The official 
name for this Parry is “Shiva’s Impact” To keep things as clear 

as possible we'll refer to this simply as “Parry” throughout the 
guide. Each time you successfully Parry an incoming attack you 
will gain 1 Magic Orb, as many enemy attacks are multi-hit, rap- 
idly striking techniques; you can build the Magic Gauge incredibly 
quickly by repeatedly Parrying 


If you perform a Perfect Parry so that you initiate a counterattack, 
you'll gain 2 orbs of magic. Further, the resulting counterattack 
will gather magic as well, The Perfect Parry itself will always 
gather only 2 magic orbs no matter the enemy's status. However, 
the counterattack is subject to the 2x modifier meaning you'll 
gain twice the magic for the resulting attack. Against an enraged 
enemy, you can easily gain 4 magic orbs for a Perfect Parry and 
the resulting counterattack. 
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Gauge Reduction 


Magi 


Magic Reduction Data l 


Magic Gauge reduced by 4 Orbs 


Damage via enemy attack 


Upon taking damage from an enemy attack, 4 Magic Orbs (200 
points) will be depleted from the Magic Gauge. The Magic loss 
from taking damage is fixed; regardless of the strength of the 
attack which connected you will always lose the set value of 4 
Orbs. When subjected to an attack which grips Bayonetta while 
dealing additional damage, only the initial damage dealt will 
reduce the Magic Gauge by 4 Orbs, all subsequent damage inflic- 
tions within the attack will not drain any further Magic. 


When you suffer damage, you lose 400 points total. If you have 
less than 400 points stored, then your point count is reset to 0. 
However, if you have more than 400, you keep what is left. For 
example, say you have 435 points. This means 4 orbs will be dis- 
played as full, and you are a mere 15 points away from filling the 
next orb, If you take damage at this time, you will lose 400 points 
leaving you with the remaining 35 points — which means you still 
only need to gather another 15 points to fill an orb. If you get hit 
again while you have only 35 points, then you will be reduced to 
0 points. 


aN? | Once the Magic Gauge has been filled 

à completely, you will gain use of the devastat- 
ing Torture Attacks. These beautifully animated sequences are 
Powerful enough to kill lesser Angels instantly! >O 01 


With a full Magic Gauge, a 'Torture Attack’ icon will appear 
whenever you are within close proximity of an enemy +0 02. 
Press @+%& as prompted, and Bayonetta will Summon a hellish 
contraption to murder (or inflict heavy damage upon) the targeted 
opponent. Upon activating a Torture Attack, you will be prompted 
to input a rapid button press or Left Stick input, which will boost 
attack power and increase the Halo Bonus the Torture Attack 
awards 


Torture Attack: 

Torture Attacks will add a round ‘TA icon to the Combo Counter 
and award 100 Combo Points for the activation of the technique. 
As you rapidly push the appropriate button to power up the 
Torture Attack, the number of button presses will increase the left 
figure. The figure on the right is the total Combo Points awarded 
for the rapid button press sequence. 


After killing with a Torture Attack, you will very likely be awarded 
the angelic weapon (Angel Arm) the defeated enemy was car 
tying, which you can pick up by pressing ™&. These Angel Arms 
are extremely powerful, award lots of Combo Points for each 
attack and massively boost the Combo Multiplier. Using Angel 
Arms against other enemies can be so powerful and give such 


large boosts to your score that it's well worth Torture Attacking 
enemies just to get their weapons. 
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The type of Torture Attack used and the Angel Arm gained from 
its use varies between the game's many different enemy types. 
Please refer to the Angels chapter for full details on enemies and 
the weapons they carry. 


There's a wide selection of special attacks and techniques 


available to buy from the Gates of Hell throughout the game. 


Here we'll take a look at each one in turn. 


Air Dodge 
= iE 
Price 10,000 Halos kis 


Command air® AA 
Effect Evade at any time while airborne 


This enhancement allows Bayonetta to Evade while in the air. 
The properties and functions of the Air Dodge are identical to 
the initial ground-based version. With the Air Dodge, the Dodge 
Offset system is unaffected, so you are free to store and save 
up combo attacks, even during a jump! 


Stiletto Data = 


Price 20,000 Halos 


Command (ground or air) @+6+@/1@ 
(ground or air) 66 +@1@ 


Effect Fa 
Damage 100, 150 


advancing @ attack 


The Stiletto allows Bayonetta to rush quickly towards the enemy 
while firing/striking with the weapon currently equipped to her 
hands. Holding ® during the execution of this attack, with a fire- 
arm equipped, will fire shots after the forward charge. The cur 
rently equipped weapon determines the damage effect and style 
of this technique. As Bayonetta’s arsenal is a mixture of striking 
weapons and firearms, the style of this attack can change drasti- 
cally, depending on your Weapon set-up. 


Heel Slide 


Heel Slide Data 


Price 20,000 Halo: 

Command (ground) @+@+%/(% 
(ground) 6+ & A 

Effect Fast, advancing © attack 


Damage 100, 100, 120 


Heel Slide enables you to rush towards an enemy while firing/us- 
ing the weapon you currently have equipped to Bayonetta’s feet. 
With a firearm equipped, you can continue to hold %& throughout 
the entire duration of this technique to activate an additional back 
flip, accompanied by further gunfire. 


As with the Stiletto, the equipped weapon has a marked effect 
on the style and function of this technique. Please refer to each 
‘weapon's section for details of the applied changes. 
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Tetsuzanko Data ly 
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Price 30,000 Halos 


Command (ground or air) @6+@ 
(ground or air) @+@6+@ 


Magic Gauge Cost 3 Magic Orbs* 


Effect Shoulder Barge with @. Instant 
Wicked Weave if Magic is available, 
Damage 200 (Striking), 800 (Wicked Weave) 


“With fewer than three Magic Orbs available, the Wicked Punch 
will not be activated, but the attack can still be used. 


This technique is an absolute must-have! Tetsuzanko means 
‘Iron Mountain’ in the Japanese language; this solid body-check 
attack is one of Bayonetta’s most useful and effective strikes 
The Tetsuzanko is best thought of and used as an instant Wicked 
Weave. With at least three Magic Orbs stored in the Magic Me- 
ter, it will be accompanied by a powerful Wicked Weave strike 


As Wicked Weaves have a huge attack range, it is extremely ef- 

fective to use the Tetsuzanko’s instant Weaves to attack from a 

distance. Once you have filled the Magic Meter sufficiently, you 
are free to move out of your target's striking range and continue 
to press the attack via repeated use of the Tetsuzanko. 


Heel Sto 


Price 30,000 Halos 


Command (ground or ait) @6+% 
(ground or air) @+06+ 4 à 


Magic Gauge Cost Three Magic Orbs 


Effect Stomp attack with &. Instant Wicked 
Weave if Magic is available 


Damage 120 (Striking), 800 (Wicked Weave) 


=~) 


*With less than three Magic Orbs available, the Wicked Weave 
will not be activated, but the attack can still be used. 


Another technique that can be employed to summon an instant 
Wicked Weave. Physically, this attack is a single stamp of Bayo- 
netta's foot, capable of flooring smaller opponents on contact. 
However, with at least three Magic Orbs available in the Magic 
Meter, this technique will manifest a huge Wicked Stomp, which 


will instantly smash to the ground all but the strongest opponents. 
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reakdance 


Breakdance Data 


Price 15,000 Halos 
Command (ground or air) hold @ 
Effect Barrage, Rapid Fire 
Damage 30 x multi-hit 


Regardless of whether Bayonetta is on the ground or in the 

air, hold Ẹ and she will throw down a set of perfect Windmills 
followed by a photo finish. While spinning, the firearm equipped 
to Bayonetta's feet will launch a hail of gunfire. This technique is 
particularly effective if activated deep within a group of enemies. 
The photo finish animation of the Breakdance technique can be 
cancelled at any time with a jump, Evade or Parry. Bear this in 
mind if a naughty little Angel tries to sneak in an attack as you 
show off! 
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Red Hot Note! If you finish a Verse with the Tetsuzanko as 
the final attack, while achieving the conditions for a Pure 
Platinum rank, Bayonetta will exclaim “Juunen hayain- 
dayo!” (You're 10 years too early!). This is a reference to 
Akira Yuki's victory quotation from SEGA’s Virtua Fighter 
series, of which Tetsuzanko is a trademark technique. 


fter Burner Kick 
[After Bumer Kick Data rs 


Price 20,000 Halos = 
Command (Diving) air @+O+¥/(& 
air 6+ ee 
Command (Rising) (ground or air) We Ae 
Effect Barrage, Rapid Fire 
Damage (Diving) 150, 75, 37 
Damage (Rising) 200, 150, 100 


Diving 
The Diving version of the After Burner Kick has 2 attack modes. 
Executing the command and pressing W will deliver a single kick 


to the enemy and then bounce off him. Holding $ as you carry 
it out will cause the kick to strike multiple times as it rips through 
the enemy's body. > 01 


Rising 

The Rising version of the kick is a fantastic method of extending 
Aerial Combos. This technique is crucial for creating the more 
spectacular combos that are possible to inflict on small and 
medium-sized enemies. Hold %& during the execution to activate 
the weapon currently equipped on Bayonetta’s feet. The Rising 
version of the After Burner Kick is powerful enough to carry even 
an Enraged enemy into the air. =) 02 


Witch Twist Data r 


Price 15,000 N 
Command (ground or air) Hold Y (@ ) 
Magic Gauge Cost 3 Magic Orbs* 
Effect Evading Uppercut. Instant Wicked 

Weave if Magic is available. 
Damage 150, 50 x multi-hit (Striking), 600 


(Wicked Weave) 


*With less than 3 Magic Orbs available, the Wicked Weave will 
not activate, but the attack can still be used. 


The Witch Twist is so much more than a simple Evade; this is a 
means to summon an instant Wicked Uppercut! The ability to ac- 
tivate this Launcher without the need for opening Combo Strikes 
is especially useful against enemies like the Ardor, who love 
stopping your combos dead. To activate, hold Y, and as soon as 
the Evade animation begins, hold @ while still holding Y down. 
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Umbran Portal Kick’ 
[Umbran Portal Kick Data 


Price 15,000 Halos 
(ground or air) Hold Y ( 

Magic Gauge Cost 3 Magic Orbs* 

Effect Evading Kick. Instant Wicked Weave if Magic is available 
200. 200, 400 (Striking), 800 (Wicked Weave) 


Command 


Damage 


“With less than 3 Magic Orbs available, the V Weave will not activate, 


but the attack can still be used. 


Hold down Ẹ to Evade, and as soon as the 

Evade animation starts, hold down %& (while 

holding down ®) to activate the Umbran 

Portal Kick. Bayonetta will Evade when it is 

activated, and then use a dimensional portal 
to rain death down from above, courtesy of a Wicked Stomp. 


Red HotTip! The initial animation frames of the Umbran 
Portal Kick are invincible! Refer to the Umbran Portal Trick in 
the Advanced Melée section for more details. 
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Beast 


Beast Within Data 


Price N/A 
Command (ground) Tap Y twice 


Effect Transtorm into highly mobile beast forrr 


After experiencing the 2nd Encounter with Jeanne and having 
witnessed her spectacular escape, a hidden memory awakens 
within Bayonetta’s mind. Practitioners of both the Light and Dark 
arts are able to transform their body into that of a beast at will, 
gaining incredible speed and agility in the process. While on the 
ground, double-tap © while holding any direction on the Left 
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Stick to activate Beast Within. While in this Panther form, you 
can run with amazing speed and effortlessly Jump huge chasms 
you would never have even attempted before 
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Catfight Claw 


Catfight Claw Data 


Price N/A 
Command Activate any striking attack during Beast Withir 
Magic Gauge Cost 1 Magic Orb 

Effect Claw effect added to strike 

Damage 200 


Execution of any striking attack while in Beast Form will be 
backed up by a giant claw effect. This technique is like a semi- 
Wicked Weave; it adds additional attack power to any strike 
without changing the nature of the attack itself. 


Bat Within Data 


Price 30,000 Halos 
Command Press Y immediately after taking damage 
Effect Negates damage 

Damage 10 per hit 


è v Press © at the precise moment an attack 
ES hits, and Bayonetta’s form will disperse into 
bid > 7 % | a flock of Bats to negate the damage. This 
x technique extends the invincibility window 
applied to the game's Evade system. Pur 
chasing the Bat Within boosts this window just far enough, so that 
if you miss-time an Evade and press @ too late, the damage will be 
negated 


[crow Within Dat? O_o 


Price 20,000 Halos 
Command airTap © twice 
Effect Transform into Crow Form for up to 7 seconds 


The Crow Within is another technique that 
will give Bayonetta more mobility and allow 
her to reach previously inaccessible areas. 
After Jumping, tap Ẹ twice quickly to trans- 
form into the Crow. You'll have up to 7 sec- 
onds in which to fly freely around the area. With a Jump available, 
press ¥€, and Bayonetta will spiral upwards to increase altitude. 


Cyclone/Sting Feathers Data l 


Price N/A 
Magic Gauge Cost 1 Magic Orb (small set), 2 Magic Orbs (full set) 
Effect Summons a formation of projectiles 


Cyclone/Sting Feathers Attack Data jf 


Technique | Command O79 Combo Points 
Sting Feathers {in Crow form) @ 50 x 10 5 
Cyclone Feathers (in Crow form) 100 x 9 (normal) 5 
ee 70 x 15 (hold) 


Sting Feathers 

Tap @ while in Crow form and a small set of dart-like feathers 
will manifest around you at a cost of a single Magic Orb. These 
feathers will explode and inflict damage on contact, or can be 
sent flying at a targeted enemy when you press @ again. 


Cyclone Feathers 

Exactly the same technique as the previous version, only this 
time the feathers will take on a spinning formation around 
Bayonetta’s body. Tap $% while in Crow form to summon a small 
set of spinning feathers. Pressing Ù again at any point will cause 
them to fly out in all directions. To increase the potency of this 
technique, holding the attack button upon execution will summon 
a larger set of feathers and will cost you 2 Magic Orbs. 


Both Cyclone/Sting Feathers variations are best used as pre- 
emptive strikes. Once activated, they will stay in place until used 
whether Bayonetta is in Crow form or not. Activating this tech- 
nique before entering a tough battle will ensure that you apply 
extra damage to the first enemy you contact. 
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_ n 
Price 20,000 Halos 

Command (ground or air) Tap @ twice 

Magic Gauge Cost 1 Magic Orb 

Effect Instantly travel to targeted or nearest enemy 

Damage 50 


At the cost of just 1 Magic Orb, a quick 
N double-tap of & will instantly warp Bayonetta 
\ | to her targeted enemy, or whichever enemy 
— is nearest to you. This is especially useful 
for zapping instantly into close range of an 
enemy upon activating Witch Time, or instantly travelling between 
enemies during Aerial Combos. 


Red Hot Tip! The Dodge Offset system can even be applied 
to the Umbran Spear! Holding your current combo position 
with this technique works in exactly the same way as the 
usual Evade method. 
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Special Techniques 


Advanced Meleé Techniques 


ADVANCED MELES TEGHNIQUES 


In this section we'll take a detailed look at some of the more interesting and 
useful possibilities that Bayonetta’s free-form combat allows. Some of these 
techniques are great for stylish combos, while others can vastly increase your 


offensive power. 


VASION 


First, we'll cover some techniques that can be used to make 
dealing with enemy attacks and hazards much easier. 
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Deflect Projectiles E 


It is possible to physically strike projectile attacks back at the 
attacker while Witch Time is active. Activate Witch Time via an 
Evade of the 1st shot against any enemy that fires projectiles in 
rapid succession, and then strike the 2nd shot with any attack to 
send it back. >O 01/02 
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Beast Phasing E 


As the opening frames of an Evade animation are invincible, you 
are completely safe from damage the moment you activate the 
Beast Within. While running in Beast form, you can deactivate 
and reactivate the ability using a quick double-tap of Y. By per- 
forming this command just before running into a hazard, you will 
sandwich the invincible frames of 2 Evade animations together, 
and allow Bayonetta to pass through the hazard unharmed. 
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Umbran Portal Trick 


The opening animation of the Umbran Portal Kick, where 
Bayonetta draws the dimensional portal with her foot, is entirely 
invincible. Pressing © at any point during this animation before 
the dimensional portal is complete will cancel the Umbran Portal 
Kick into an Evade, which also opens with invincible frames. 
2004 


The trick is to make your activations and cancels seamless by 
repeating the Umbran Portal Kick input command. Hold Ẹ, and 
then hold © to activate an Umbran Portal Kick just before you take 
damage. Then, before the portal opening animation ends, hold Y 
to cancel out of the animation, and then hold ® to activate another 
instance of the Umbran Portal Kick. This allows you to phase 
through any enemy attack while completely immune to damage. 


You can only perform up to 4 repetitions of this sequence, as the 
5th Evade (Final Evade) will not allow the activation of an Umbran 
Portal Kick. 


Red Hot Note! The unlockable character Jeanne is blessed 
with unlimited Evades! Without the handicap of Bayonetta’s 
Final Evade, you can use this technique to stay invincible 
indefinitely. 


AEN 
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VANCED DODGE OFFSE 


It is possible to set up the Wicked Weave strikes of combo 
strings without executing any attack animation. The best way 
to learn this is to use Practice mode, which is activated by 

pressing BACK/GELECT) during the Loading screen. 


Note that when you press an attack button, the @ or W icon 

will appear at the bottom of the screen. Just as you press each 
button, the icon will appear larger than normal before reducing in 
size. The aim here is to cancel the attack animation with an Evade 
when the icon is large. 


Train yourself by pressing @, then Evade in quick succession, 
and then try the same for W. You should see the @ or W icon 
appear for a split second before changing to Y. During the Evade 
you are executing, the combo position is actually being stored. 

If you press the next attack button of a combo sequence just 

as Bayonetta finishes the Evade animation, you will execute the 
next strike of the preset combo sequence. 


Let's use @®&@ as an example. Set up the opening pair of 
strikes as @@, YP, then press @ exactly when Bayonetta exits 
her 2nd Evade animation to unleash the Wicked Weave finish of 


the @®&@ combo. The full @%&@ combo will be displayed at the 
bottom of the screen when you execute the finishing strike. 


Bayonetta can store up to 4 Combo Strikes using this method. 
Attempting a 5th will execute the Final Evade and reset the 
combo position. However, the unlockable character Jeanne has 
no such limitation. As Jeanne can Evade as many times as she 
likes, you are free to store up any part of any combo you choose. 


Red Hot Note! Bear in mind that when playing as Bayonet- 
ta, you are still able to hold the attack button of any Combo 
Strike you are storing up to reset the Evade count. 


This technique allows you to cue up powerful strikes from a dis- 
tance while staying on the move. This is especially useful during 
the Alfheim Portal challenges you come across as you traverse 
the game world. When faced with a group of particularly danger- 
ous enemies, equip Shuraba and perform the wide-range Wicked 
Slice repeatedly from long range. 
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Holding the attack button of any Combo Strike and then im- 
mediately activating Beast Within will allow you to store your 
combo position for the entire duration of Beast Within. When 
Beast Within activates, you are even free to release the attack 
button; the combo position will be stored as long as you 
keep running. 


This is especially useful when you are about to face a particularly 
formidable challenge. As a pre-emptive strike, try summoning 

a full set of radial feathers, perform the '@ preset combo, 
holding the 4th @, and then activate Beast Within. Now you can 
run towards the imminent battle, face the enemy of your choice 
and rapidly tap @ to unleash the Barrage section of the combo 
while your feathers dish out extra damage. 


n No 


You are also free to store your combo position through an activa- 
tion of the Umbran Spear. This is great if you're facing a group 
of smaller Angels. Combined with a powerful Hold function 
(such as the Shotgun Blasts of the Onyx Roses), you can really 
make a mess as you flick from enemy to enemy. To perform 

this technique, treat the Umbran Spear as you would an Evade. 
Double-tap @ just after you finish the Combo Strike you want to 
offset, and then continue from where you left off as soon as 
the Umbran Spear connects. 


You can even store up Combo Strikes in mid-air, and then use 

the Umbran Spear to flick over to an enemy on the ground to 
continue the sequence. If, for example, you perform @@@ in the 
air, you can then execute a single instance of Umbran Spear to fly 
to an enemy on the ground and then press WW to deliver the 
leg sweeps and Wicked Heel finish. >) 05/06/07 
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~R sai 
Taunt Offset 


Finally we have the Taunt Offset, which allows you to hold your 
current combo position while you Enrage an enemy. Tapping Taunt 
at the end of each strike of a preset combo will activate the Short 
Taunt, storing your combo position for the duration of the anima- 
tion. Pressing the next attack button in the sequence will continue 
the combo as normal. It is the Long Taunt that proves to be very 


useful here; you can Enrage an enemy just before you deliver the 
powerful finishing strikes of a combo string. Hold Taunt during any 
preset combo attack animation and Bayonetta will begin her little 
dance while storing the combo position. As soon as the enemy is 
Enraged, finish the combo and score big! 


Jump Cancel 


Pressing ¥€ above or next to an enemy during a Jump will 
perform the Step-Off. You will execute a completely new Jump 
using the enemy's body as a platform. The Step-Off counts as a 
completely fresh Jump, so every time you perform the technique 
you will be able to Jump again during the same Aerial Combo 
sequence, As you initially only have 2 Jumps available, you can 
only apply two stages to an Aerial Combo: 


1 | Jump 1 will be executed to Jump up after an opponent 
after a Launcher, or be used up as part of the Launcher itself. 


jitial Aerial Combo, you can launch the enemy 
in mid-air and continue the sequence via Jump 2. 


After Jump 2 you will not be able to follow the enemy upwards 
with a Jump unless you reset the Jump Count. This is where the 
Jump Cancel comes into play. By quickly performing a Step-Off 
without interrupting the flow of the combo, you will reset the 
Jump Count and allow the combo to be continued. >O 01/02/03 


S 
g Exercise 


A good place to practice this trick is to switch the Tutorial ON 

in the Options menu, and then return to the Vestibule Chapter 
(preferably on Hard mode). Use the punching bag Affinity pro- 
vided in the % Tutorial as a training dummy. You can Jump Can- 
cel anywhere you like within an Aerial preset combo, but we 
will use @@@®&®& as it's easy to see what's going on. 


Uppercut the Affinity and Jump up after him. Perform a @@@- 
®&®& Aerial Combo, but hit } as soon as the 2nd ® connects 
and immediately start the combo again. The trick is to hit the Y€ 
button with the underside of your thumb, then hit @ with the 
tip of the thumb to restart the combo. 


A successful Jump Cancel (as opposed to a double Jump) is signi- 
fied by a billow of dust appearing around Bayonetta’s feet as she 
Jumps off the enemy. Taking the Jump Cancel into account, let's 
have a look at how this ability affects an Aerial Combo sequence: 


1 | Uppercut the enemy to launch it, and then follow it 
upwards with a Jump (Jump 1). 


2| Perform a small sequence of striking attacks, then 


Uppercut the enemy again and Jump up after him to 
continue the combo with more strikes (Jump 2). 
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3 | Jump Cancel within this striking sequence and then 
launch the enemy again with an Uppercut before Jumping 
up after him to continue the combo (Jump 1!) 


Every time you perform the Step-Off, you are entering a com- 
pletely new Aerial Combo. You can use this technique to increase 
the height of Aerial Combos to such an extent that the other 
enemies on the field will not be able to attack while you do your 
work. 


Example Combo 


This combo is just one example of the huge range of possibilities 
the Jump Cancel opens up. Try this sequence on a larger Angel 
such as the Applaud or Ardor: 


Launch the enemy and Jump up after him (Jump 1). 
27004 


2 | Perform a SHH% H combo to strike, and then launch the 
enemy again with a Wicked Uppercut and immediately fol- 
low him with a Jump (Jump 2). >0 05 


Perform a @&@@*%& & combo, but Jump Cancel directly 
after the 2nd $ input, and immediately perform a a 
combo. >20 06 


å | As soon as the 3rd @ input connects, perform an Upper- 
cut to launch the enemy again, and immediately follow up 
with an After Burner Kick (Jump 1). >0 07 


5 | As soon as yi ach the apex of the After Burner Kick, 
perform a Q% Barrage combo to complete the 
sequence. +0 08 


0478 


The whip Kulshedra provides a very easy means of gaining height 
beyond that of a double Jump. In fact the only limit to the altitude 
gained is the outer boundary of the game environment. 


Against a lightly armoured enemy such as an Affinity or Ap- 
plaud or a small enemy like the Dear or its Decorations, you can 
execute the (@ Snare technique in mid-air to drag the creature 
up to you. From here, you can continue the sequence with a 
Kulshedra Bitch Slap combo, but instead we're going to concen- 
trate on building height. As soon as you Snare the enemy, press 
X to execute a single Step-Off to Jump off the enemy's body 
before immediately Snaring the same enemy again. Repeat this 
process, and you will steadily gain height. This is especially useful 
during Alfheim Portal challenges, where you have to stay off the 
ground for a certain period of time. 


Red Hot Tip! Equip a weapon on your Feet that has no Step 
Effect to minimise damage while practising. Ensure the com- 
mand is one smooth motion from Y to (@. While you are 
free to double Jump off the enemy each time, the ultimate 
aim is to eliminate the Jump animation as much as possible 
to make it even more effective during Aerial Combos. 


Once you've got the hang of this, the next obvious step would 
be to incorporate it into Aerial Combos. What you're aiming for 
is to perfect the input command to the extent that you perform 
a Jump Cancel and begin a new combo string as soon as the 
enemy has been dragged back into position. This will allow you 
#4 to perform a fresh Aerial Combo on each enemy in turn and 
all within the same Aerial Combo sequence. 


Each time you Snare a new enemy the most important aspect of 
this sequence is the Jump Cancel command itself. As soon as 

the enemy is dragged into position, press Left trigger/ CA button 
to switch Weapon Set, and press ¥€ to @ in one smooth motion. 
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A great way of saving your Jumps is to use the Umbran Spear 

to quickly fly into position without the need to use up a Jump. 
After any aerial Launcher, double-tap & to immediately zip up to 
your targeted enemy, where you can continue the beating with 

a fresh Jump >O 01/02. With the Umbran Spear you are even 
able to pursue an enemy that has been blasted away from you by 
a Wicked Weave during an Aerial Combo; double-tap & after such 
an attack to quickly zap over and continue the punishment. 


Red HotTip! To successfully connect the Cyclone Feath- 
ers in mid-air, double-tap Y, and then hold $ to summon 
the feathers during any Aerial Launcher. Now activate the 
Umbran Spear to revert to human form and continue 
the combo. 


At any point where you can safely Jump Cancel to reset the 

Jump Count, there is another neat little trick you can employ. 

The Durga Element Change + in its standard form is not very 
useful during Aerial Combos, as Bayonetta falls to the floor im- 
mediately upon activation. To change this, we'll combine the 
Jump Cancel and the Element Change to form a single attack. 


Perform the Element Change by first using ®, and then hit W and 
Y in one smooth sequential motion. The ¥ to % button inputs 
should be identical to performing the After Burner Kick (Rising). 
Activating the Element Change in this way adds an extremely 
useful upward bounce, and its effectiveness during Aerial Combos 
will become apparent as soon as you try it! Once you've got the 
hang of the input command, take it for a test run against a larger 
Angel such as an Applaud or Ardor. As soon as you get to the point 
where you want to perform a Jump Cancel, start and end the @ 
motion directly towards the opponent, then slide your thumb from 
X to &. This will execute an upward bouncing Element Change, 
which will reset the Jump Count as it strikes! 20 03 


=< È = 
Durga Lightning Heel 


Durga in Lightning mode's Wicked Weaves have a much lower 
attack power than other types of Wicked Weave. You can 

therefore use them during Aerial Combos without blasting 

the enemy away with the strike. The Heel Stomp with Durga 
Lightning mode equipped to Feet is a brilliant way of resetting 

the Score Reduction during an Aerial Combo without losing your 
target. Connect this at any point when Bayonetta and her target 
are level (during a punch or kick Barrage for instance) then ia 
continue the combo as you see fit. 


Torture Attack 


j CKED TRICKER 


e — ' 


Shotgun Trap 


The ever-reliable Onyx Roses provide a highly effective way ofquick- 
ly ramping up the Combo Multiplier. Perform the Aerial Bullet Spin 
+% in a similar way to the Durga Element Change Jump Cancel: 
spin the Left Stick once, and then input Y€ to (Ù in one smooth mo- 
tion. This will execute the attack very close to the ground. Hold 
‘& to ensure Bayonetta fires the guns as she spins. 
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The best situation in which to use this attack is upon activat- 
ing Witch Time against an enemy type that will not be blasted 
away by the spinning strikes of this attack. We'll use Joy as an 
example. 


Aim to activate Witch Time when a group of Joy Angels form a 
tight group. Get right into the heart of the group and perform the 
Shotgun Trap so that it connects against all Joys at once. The Joys 
will be held in place as they soak up a huge number of kicks (all 
exempt from Score Reduction) as well as every Shotgun blast 


Bayonetta fires during the technique. Just one execution of this 
technique is usually enough to boost the Combo Multiplier to the 
point where you can back away and attack from a safe distance and 
still score enough points to make the grade. 


No 
Q 1 


Durga Element Change Trap 


This is a way of keeping fast and troublesome enemies (e.g. 
Grace & Glory/Gracious & Glorious) under control as you build up 
your Magic Gauge. Best employed during the Stagger animation 
directly after scoring a Parry, attack with a continuous repetition 
of the Element Change. The key to this is timing; input each Ele- 
ment Change command on the 6th attack sound effect of each 

ia instance; this will eliminate the gap between each Element 

Change and keep the enemy trapped. 


Beast Offset 


Now lets take the Beast Within technique to it's ultimate level! 
As you have now gathered, it is possible to store your combo 
position into and out of a Beast Within transition. We have 


explored using Beast Within to hold a combo position as you run 
to a different position on the field in order to effectively deal the 
finishing strike of a combo. This time, we'll turn it up a notch or 
two by activating a Beast Within transition on each and every 
strike of a combo sequence in order to keep running while 
quewing up Wicked Weave attacks. 

thought of as an extension of the existing N 
Advanced Dodge Offset style of attack 

execution. However instead of a single dodge between each 
attack button input you are now going to double-tap Ẹ after each 
attack input in order to activate Beast Within. The exact button 


command is (@@© or (Y YP - aim to execute the double-tap 
of Ẹ in order to cancel the attack animation of the current strike. 


Step 1: First of all lets look at the button 
command itself. This technique is best 


Step 2: Enter the Practice Mode of the game's loading screen, 
make sure you have some Magic charged so you are able to ac- 
tivate the Catfight Claw. Train your fingers by performing (8V 
and (&@® repeatedly with the left stick neutral, the double-tap 
of Ẹ must cancel the attack animation into an evade while you 
keep the current attack button held down. Next try it while hold- 
ing a direction on the left stick to enable the Beast Within activa- 
tion. Train by repeating single instances of this technique, first 
(OVP, then (YYY - each time you get it right you should see 
an instant activation of the Catfight Claw as Bayonetta activates 
Beast Within. 


Step 3: Keeping the attack button held upon activating the Cat- 
fight Claw into Beast Within will store your combo position during 
Beast Within until the next attack button is pushed. For this 
exercise we will use the basic @%&@ combo to activate a Wicked 
Slice; hold @ and then immediately activate Beast Within, keep 
@ held to store your combo position. Now while running in Beast 
form, hold & and then immediately double-tap © to activate 
another Catfight Claw to Beast Within transition while storing 

the W input of the combo. Finally press @ to de-activate Beast 
Within, perform a Catfight Claw and complete the @%&@ combo 
with a Wicked Slice. 


Red Hot Tip! The trick here is to keep the attack button held 
down and leave no input gap between releasing the current 
attack button and holding the next. 


Step 4: Once you are accustomed to the command inputs of 
Step 3, try speeding things up and you'll eventually perform an 
endless loop of @' Wicked Slice activations >O 04/05/06. To 
achieve this you need to cancel out of the Wicked Slice animation 
with a Beast Within activation, from here continue into a fresh 
@¥&@ Beast Offset combo to activate another Wicked Slice and 
so on. Keep in mind that the Beast Within activation after the 
Wicked Slice is ‘blank’ (it's purpose is purely to cancel the Wicked 
Slice animation), ensure you repeat the ‘@ combo from this 
position and not directly after the Wicked Slice. 


Red HotTip! Of course you are not limited to the simple 
GtG combo when using the Beast Offset, experiment with 
any and all weapons and combo strings to find out what 
works best for you. 
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Now that the combos and special techniques have been covered, let's take a look at the 
various weapons you will be using to apply them. We'll start by analysing the way differ- 
ent weapons can be used together, and we will then cover each weapon in detail. 


> 


Weapon Data Explained 

This section will present all of the technical data you'll need to bran Arts” and “Scoring System” sections of this chapter. There's 
fully understand each weapon's strengths and uses. To get the a lot of data to absorb, so we'll start by providing an example that 
most out of this section it's a good idea to have read the “Um- explains what each element of the Weapons section means. 

Bi) scoring Table B) score Reduction Penalty _[03) Weapon DataTable projectiles when the Hold Function is used, 

This table will list the attack Here we show the effects of the The Weapon Data table gives all the basic while a Striking type weapon will execute a 

type on the leftand the score reduction penalty on the details about the weapon. The names of the physical attack with its Hold Function, 

scoring values for each ‘weapor’s basic attacks. The left weapon's Angelic Hymn and Production Ver- 

type on the right. Some column shows the number of sion (if any) are shown first. Next, the Equip Finally, the Wicked Weave part of the table 


weapons will have vastly hits you've landed, while the right Type signifies, which limbs the weapon can be will detail the Wicked Weave types the 

different values depending column gives the values foreach equipped to (Hands, Feet or All). TheWeapon weapon can perform, and the properties 

on the attack type used. ‘successive hit. Type shows whether it is a Firearm or striking of each one. Certain weapons do not allow 
type weapon. Firearm type weapons will fire activation of Wicked Weave attacks. 


Attacks Table Bh hoia Function Table Bhrechnique Effects Table &) Perfect Parry Data Table 
The real meat of the weapon's data is in this table, This table will detail the weapon's tech- This table list Bayonetta's special The damage and combo 
which will detail each and every combo that Bayonetta nique or effect when you hold one of the techniques (such as Stilleto or points awarded for timing a 
can perform while using it. The technique name, input attack buttons down. The technique name, Tetsuzanko) on the left, and Perfect Parry with the weapon 
‘command, attack effect and the damage values foreach command, damage values and the combo shows the effect (if any) that in question are shown here. 


attack in the sequence are all given. Bayonetta can often points awarded are all listed. Some weap- the particular weapon has on 

use the same combos with other weapons, but the dam- ons may also have additional data here each technique in the right hand 

age and properties will very likely be different, so this for their specific Hold Function, such as. column. Some techniques are far 

information is very useful. Scarborough Fair's Rapid Fire. Particularly more effective with one weapon 
unique technique effects will be given than they are with another. 

Note that some weapons, such as Shubara, have entirely full description. 

unique combos that differ greatly from those of the basic 

firearms, which were detailed in the “Umbran Arts” sec- 

tion of this chapter starting on Page 295. For these, each 

one will be presented with a full description, detailing its 

most important properties. 
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Weapon Switching 


Press the Left trigger/L2) button at any point during combat to 
switch between 2 different Weapon Sets. These are labelled Set 
A and Set B >O 01 and each one allows a pair of weapons to be 
equipped: one to the Hands and another to the Feet. To change 
your Weapon setup, enter the Equip menu. All the weapons in 
your possession will be displayed in a circle. Move the Left Stick 
up or down to scroll the circular menu. Note how the Hands and 
Feet symbols for Set A and Set B glow red when certain weap- 
ons are highlighted +0 02. This signifies the limbs each weapon 
can be equipped to. A sword, for example, can only be equipped 
to Hands, and a set of ice skates can only be worn on the Feet. 


During combat, the act of switching between Weapon Sets will 
stop the current combo string and start a new one. Make sure 
you finish the striking attack string you are performing before 
switching over, or you will lose your combo position. There is one 
exception to this rule: Barrage attacks! Please refer to Barrage 
Switching in the Advanced Melée Techniques section for more 
details on this. 


No 


Weapon Combining 


Both Weapon Set A and Set B allow for a different weapon to be 
equipped to either Hands or Feet. The weapon residing in the Hands 
slot of your current set will take over all @ inputs of your attack com- 
mands and preset combos, while all the & inputs will be performed 
by the weapon you have assigned to the Feet. Bayonetta’s combo 
system with all weapons is based on the basic combo chart shared 
by the handgun, Scarborough Fair and Onyx Roses weapons. Weap- po 
ons that have their own unique combos are overlaid on top of the ha ime during the 

basic chart, so that they either replace or extend existing strings. Be- y @Sedet è @Ok  ® Cancel 
cause of this, for all weapons that can only be equipped to one set 
of limbs, we will only display the techniques unique to that weapon. 


= xX \ - 2 1004995 = 


Po 


Production Versions TD 
The Production Versions are reproductions of the legendary 
weapons crafted by Rodin. In the case of weapons that can be 
used on both Hands and Feet (Durga for example), finding the 
Angelic Hymn LP and giving it to Rodin will result in only one set 
of the weapon being created. If you want to equip this weapon 
to both Hands and Feet at the same time, you will have to pay 
Rodin to create an additional set. >O 03 
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Weapons 


Weapons 


SCARBOROUGH FAIR 


Crafted by the famed weaponsmith Rodin, these 4 
guns have been crowned with the names Parsley, Sage, 
Rosemary and Thyme. Pushing Bayonetta’s Magic to its 
limits, the firing rate and stopping power of these guns 
are incredible. 


[Weapon Data 


Angelic Hymn - 
Production Version — 
Equip Type All 


Tipe RE conse oins «LET 


Striking Attacks 1to5 10 Wicked Punch Blast 
Barrage Attacks 2 6 8 Wicked Heel Blast 
Bullet Attacks 1 7 6 Wicked Uppercut Launcher 
z 8 4 Wicked Punt Launcher 
9 2 Wicked Pound Launcher 
10 and onwards 1 Wicked Stomp Knockdown 
Attack Effect Damage 
2-hit Combo to Wicked Punch Blast 80, 200, 600 
Punch to Uppercut Launcher 80, 100 
Punch to Kickflip/Death Spin Launcher 80, 200 x 2/200 x 2, 25 x multi-bit 
Stomp to Wicked Uppercut Knockdown, Launcher 80, 80, 200, 600 
‘Stomp to Wicked Stomp to Wicked Heel Knockdown, Blast 80, 80, 200, 800, 800 
‘Stomp to Wicked Stomp to Uppercut Knockdown, Launcher 80, 80, 200, 800, 100 
‘Stomp to Wicked Stomp to Wicked Punt" Knockdown, Launcher 80, 80, 200, 800, 600 / 600 + 25 x multi-hit 
‘Stomp to Wicked Punt” Knockdown, Launcher 80, 80, 200, 600 / 600 + 25 x multi-hit 
2-hit Combo to Wicked Pound Launcher 80, 80, 800 
2-hit Combo to Wicked Heel Blast 80, 80, 800 
‘Sweeps to Wicked Heel Tip. Blast 80, 80, 80, 200, 200, 1,200 
‘Sweep toWicked Uppercut Tip. Launcher 80, 80, 80, 200, 600 
‘Sweeps to Wicked Uppercut Trip, Launcher 80, 80, 80, 200, 200, 600 
3-hit Combo to Wicked Uppercut Launcher 80, 80, 80, 600 
Quick Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 40 x multi-hit, 800 
Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 80, 40 x multi-hit, 800 
Punch Flurry to Wicked Punch Barrage, Blast 80, 80, 80, 80, 20 x multi-hit, 800 
Punch Flurry to Wicked Stomp Barrage, Knockdown 80, 80, 80, 80, 20 x multi-hit, 800, 800 
4-hit Combo to Wicked Pound Launcher 80, 80, 80, 80, 800 
Triple Kick Combo Stagger 200, 200, 150 x 2/150, 50 x multi-hit, 150 
Double Kick to Wicked Uppercut ‘Stagger, Launcher 200, 200, 600 
Kick to Uppercut Stagger, Launcher 200, 100 
Bullet Climax (Hands) None 40 x multi-hit** 
Bullet Climax (Feet) None 40 x multi-hit** 
Uppercut CRY] Launcher 100 
Kickflip/Death Spin Launcher 200 x 2/200 x 2, 25 x multi-hit 
Aerial Stomp to Wicked Uppercut Knockdown, Launcher | 80, 80, 200, 600 
Aerial Sweep to Wicked Uppercut Trip, Launcher 80, 80, 80, 200, 600 
Aerial Sweeps to Wicked Heel Tip. Blast 80, 80, 80, 200, 200, 1,200 
Aerial Quick Kick Flurry Barrage 80, 80, 80, 50 x multi-hit, 800 
Aerial Kick Flurry Barrage 80, 80, 80, 80, 50 x multi-hit, 800 
Aerial Punch Flurry Barrage 80, 80, 80, 80, 20 x multi-hit, 800 
Aerial Punch Flurry to Wicked Stomp Barrage, Knockdown 80, 80, 80, 80, 20 x multi-hit, 800, 800 


Overhead Dive Kick Knockdown 200 (initial), 200 (during fall), 300 (landing point) 
Aerial Bullet Climax (Hands) None 40 x multi-hit 

Aerial Bullet Spin (Feet) air Ore Blast 50 x multi-hit 

Aerial Uppercut air+0+@ Launcher 100 

Aerial Kickflip/Death Spin aira+e+ bnt Launcher 200 x 2/200 x 2, 25 x multi-hit 


*Hold W to activate Death Spin **Gunshot damage will reduce as distance increases 
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Hold Function: Rapid Fire 


Hold Function Data 


BSN [Damage Combo Points 

Rapid Fire Hold @ or % during 40*x multihit |1 per hit 
execution of any attack 

Evade while Press Y while 40*x multi-hit 1 per hit 

firing holding @ or & 


*Damage reduces as the distance increases. 


Rapid Fire Data l 


11 rounds per second 


Fining Rate 


0000 1.0 


—. ~ 


s 
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Scarborough Fair: Techniquesettet 


CR Aaea eset 


Evade Rapid Fire 
Step Effect Fires a short burst from Feet 

Perfect Parry Headbutt 

Stiletto Hold @ for Rapid Fire 

Heel Slide Hold 4 for Rapid Fire 

After Burner Kick (Rising) Hold % for Rapid Fire 

After Burner Kick (Diving) None 

Tetsuzanko Wicked Punch*, Hold @ for Rapid Fire 
Heel Stomp Wicked Stomp*, Hold % for Rapid Fire 
Witch Twist Wicked Uppercut*, Automatic Rapid Fire 
Umbran Portal Kick Wicked Stomp*, Automatic Rapid Fire 
Breakdance Automatic Rapid Fire 


*Requires 3 Magic Orbs 


|Portoct Parry Data oo 
E 


Headbutt 1,000 


Combo Points 
10 (striking), 5 (special) 


Perfect Parry: Headbutt 
Upon scoring a Perfect Parry, Bayonetta will deliver an almighty 
Headbutt to send the enemy flying. >O 01 


These Shotguns contain the souls of fairies known to 
collect the Onyx Roses that bloom only in Inferno. Each 
shell fired from the guns contains the curse of the fairies’ 
trapped souls. 


[Weapon Data 


Trois Marches Militaires ] 


aran isis Chapter l: Verse 4 
Production Version Onyx Roses Alt. 69,800 Halos 
Equip Type All 
Weapon Type Firearm 

Blast 

Blast 

Launcher 

Launcher 
Wicked Pound Launcher 
Wicked Stomp Knockdown 


Onyx Roses Alt. 


E Combo Points 


E Combo Points 
Striking Attacks 10 1to5 
Barrage Attacks 2 
Shotgun Attacks 10" 


*Reduces according to distance 


Shotgun Blasts 

The score awarded for Shotgun Blasts 
10 is based on proximity. Connecting a 
Shotgun Blast at close range will award 
10 Combo Points per shot. Any damage 
inflicted by the shock wave of each blast 
or fired from a distance will award 1 
Combo Point per hit. 


Ja|n|a o|o 
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Weapons 


Onyx Roses Attacks _ 


Damage 
2-hit Combo to Wicked Punch Blast 80, 200, 600 
Punch to Uppercut Launcher 80, 100 
Punch to Kickflip/Death Spin Launcher, Barrage 80, 200 x 2 / 200 x 2, 25 x multi-hit 
‘Stomp toWicked Uppercut Knockdown, Launcher 80, 80, 200, 600 
‘Stomp to Wicked Stomp to Wicked Heel Knockdown, Blast 80, 80, 200, 800, 800 
Stomp toWicked Stomp to Uppercut _ | Knockdown, Launcher 80, 80, 200, 800, 100 
Stomp toWicked Stomp to Wicked Punt* Knockdown, Launcher 80, 80, 200, 800, 600 / 600 + 25 x multi-hit 
‘Stomp to Wicked Punt* Knockdown, Launcher 80, 80, 200, 600 / 600 + 25 x multi-hit 
2-hit Combo to Wicked Pound Launcher 80, 80, 800 
2-hit Combo to Wicked Heel Blast 80, 80, 800 
‘Sweeps to Wicked Heel Trip, Blast 80, 80, 80, 200, 200, 1,200 
‘Sweep to Wicked Uppercut Trip, Launcher 80, 80, 80, 200, 600 
‘Sweeps to Wicked Uppercut Trip, Launcher 80, 80, 80, 200, 200, 600 
3-hit Combo to Wicked Uppercut Launcher 80, 80, 80, 600 
‘Quick Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 40 x multi-hit, 800 
Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 80, 40 x multi-hit, 800 
Punch Flurry to Wicked Punch Barrage. Blast 80, 80, 80, 80, 20 x multi-hit, 800 
Punch Flurry to Wicked Stomp Barrage, Knockdown 80, 80, 80, 80, 20 x mult-hit, 800, 800 
4-hit Combo to Wicked Pound Launcher 80, 80, 80, 80, 800 
Triple Kick Combo Stagger 200, 200, 150 x 2/ 150, 50 x multi-hit, 150 
Double Kick to Wicked Uppercut Stagger, Launcher 200, 200, 600 
Kick to Uppercut ‘Stagger, Launcher 200, 100 
Bullet Climax (Hands) None 290 x multi-hit** 
Bullet Climax (Feet) None 290 x multi-hit** 
Uppercut CRY] Launcher 100 
Kickflip/Death Spin +O be Launcher, Barrage 200 x 2/200 x 2, 25 x multi-hit 
Aorial Stomp to Wicked Uppercut airaava Knockdown, Launcher 80, 80, 200, 600 
Aorial Sweep to Wicked Uppercut airgaate Trip, Launcher 80, 80, 80, 200, 600 
Aorial Sweeps to Wicked Hool Trp, Blast 80, 80, 80, 200, 200, 1,200 
Aerial Quick Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 50 x multi-hit, 800 
Aerial Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 80, 50 x multi-hit, 800 
Aerial Punch Flurry to Wicked Punch Barrage, Blast 80, 80, 80, 80, 20 x multi-hit, 800 
Aerial Punch Flurry to Wicked Stomp airGeeaauat Barrage, Knockdown 80, 80, 80, 80, 20 x multi-hit, 800, 800 
Overhead Dive Kick aire Knockdown 200, 200, 300 
Aerial Bullet Climax (Hands) aire None 290 x multi-hit 
Aerial Bullet Spin (Feet) airs Blast 50 x multi-hit 
Aerial Uppercut aira+e-0 Launcher 100 
Aerial Kickflip/Death Spin airat tte Launcher, Barrage 200 x 2/200 x 2, 25 x multi-hit 


*Hold % to activate Death Spin **Gunshot damage will reduce as distance increases 


proximity of the opponent. From a distance, the Shotgun Blasts 
are inaccurate and low on attack power, but get in close and they 
really pack a punch! This ability makes the Onyx Roses a beauti- 
fully balanced weapon. They can prove indispensable against 


Damage Combo Points normal enemies and bosses alike. 


Shotgun Blast Hold @ or $ upon 290 10 = 
executing an attack ~ DN 1 
*Damage massively reduces at long distance Onyx Roses: Technique Effects 
tS 


can RR Aaea Erect 


Evade None 

Step Effect Fires Shotgun Blasts from Feet 

Perfect Parry Headbutt (see Scarborough Fair) 

Stiletto Hold @ to fire Shotgun Blast 

Heel Slide Hold & to fire up to 3 Shotgun Blasts 

After Bumer Kick (Rising) Hold % to fire up to 2 Shotgun Blasts 

After Bumer Kick (Diving) None 

Totsuzanko Wicked Punch*, Hold @ to fire a pair 
of Shotgun Blasts 

Heel Stomp Wicked Stomp*, Hold © to fire 

ENT 1 Shotgun Blast 

Witch Twist Wicked Uppercut*, Automatically fires 
4 Shotgun Blasts 

Umbran Portal Kick Wicked Stomp*, Automatically fires 


Holding the attack button of any striking attack dealt with Onyx 
Roses equipped will rattle your opponent with a powerful Shot- =e Automatically fires 10 Shotgun Blasts 


3 Shotgun Blasts 


gun Blast +0 01. This Hold function is best used within close 
*Requires 3 Magic Orbs 
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SHURABA 


A living katana, pulsing with the heart of Asura, the 
demon god of war. Always seeking blood, the blade 
will even suck out the very souls of its victims. 


ne — No 


E S \ 


ba Scoring 


Shuraba Scoring Score Reduction Penalty 


pe Attack Type | Eis Points 


Striking Attacks 
Barrage Attacks ri 
Wicked Weaves 30, 45, 60° 


*Points awarded increase for each additional enemy 
struck by the Wicked Weave. 


Shuraba Attacks 


10 and onwards 


Weapon Data l 


Quasi una Fantasia 


Angelic Hymn Chapter Il: Verse 7 
Production Version — 

Equip Type Hands 

Weapon Type Striking 


Wicked Weaves 


Wicked Slice Stagger, Blast 

Wicked Slash Knockdown 

Wicked Rising Slash Launcher 

Wicked Stab Blast 
Wicked Weaves 


The sword-type Wicked Weave associ- 
ated with Shuraba is capable of striking 

a target (or a group of targets) more than 
once. The initial hit scores 30 Combo 
Points, and the points awarded will in- 
crease by 15 for each subsequent enemy 
caught in the slice up to a maximum 
value of 60. 


E eee 


4-hit Katana Combo 
2-hit Combo to Wicked Slice 

Slash to Uppercut 

Flashing Blade to Wicked Stab 

Flashing Blade to Uppercut 

Quick Flashing Blade to Uppercut 

Spin Slash Combo 

Katana Flurry to Wicked Stab/Slash 
Katana Flurry to Wicked Stomp 

4-hit Katana Combo to Uppercut 
Spinning Slice 

Uppercut/Rising Dragon 

Aerial Flashing Blade to Wicked Stab 
Aerial Spin Slash Combo 

Aerial Katana Flurry to Wicked Stab/Slash 
Aerial Katana Flurry to Wicked Heel 

Aerial Spinning Slice 

Aerial Uppercut/Rising Dragon 

Helm Breaker 

Half-Moon Ray/Full Moon Ray 


aireeeeque 
airSGGeGay 


None 

Stagger, Blast 

Launcher 

Blast 

Launcher 

Launcher 

Stagger, Blast 

Barrage, Blast, Knockdown 
Barrage, Knockdown 
Launcher 

Barrage 

Launcher 

Blast 

Blast 

Barrage, Blast, Knockdown 
Barrage, Knockdown 
Barrage 

Launcher 

Knockdown 

None 


Damage 


250, 
250, 


250, 


250, 
250, 
250, 
250, 
250, 
250, 
250, 


250, 250, 250 

X*, 1,200 

250 

250, 150 x 3, 150 x 3, 1,200 

250, 150 x 3, 150 x 3, 250 

250, 150 x 3, 250 

250, 250, 400, 400 

250, 250, 250, 100 + 50 x multi-hit, 1,200** 

250, 250, 250, 100 + 50 x multi-hit, 1,200, 800°** 
250, 250, 250, 250 


100 x multi-hit 


250 


250, 
250, 


250, 


250, 


250, 150 x 3, 150 x 3, 1,200 

250, 250, 500, 400 

250, 250, 250, 100 + 50 x multi-hit, 1,200** 

250, 250, 250, 100 + 50 x multi-hit, 1,200, 800*** 


100 x multi-hit 


250 


Variable (See Hold Function) 
30 x 2 (Half-Moon Ray), 2,500 (Full Moon Ray) 


*X damage value is determined by the weapon currently equipped to Bayonetta’s feet. 
**If triggered fast enough, the last damage value becomes 100, 100, 1.200. 
+**If triggered fast enough, the last two damage values become 100, 100, 1,200, 800. 
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4hit Katana Combo 9999 


Shuraba's basic combo string is a lightning quick series of katana 
slashes. This combo sequence can lead into Bayonetta’s full 
range of Barrage attacks. 


2-hit Combo to Wicked Slice @&@ 


This simple 3-hit combo is absolutely devastating if combined 
with the Advanced Dodge Offset technique detailed in the 
Advanced Melée Techniques section. The good part is the Wicked 
Slice finishing strike; this attack is very powerful and capable 

of striking a wide area; perfect for attacking a whole group of 
enemies at once! +20 01 


Slash to Uppercut @-@ 


As with the handgun-style weapons, adding an input delay after 
the opening @ strike will activate an instant Uppercut. As this 
technique does not activate a Wicked Weave, it will only launch 
lightweight enemies. 


Flashing Blade to Wicked Stab 89. G99 


The Flashing Blades are a pair of rapid striking 3-hit katana 
combos, not quite up to the speed of a Barrage attack, but still 
very effective. The input delay is very slight; pause when you see 
Bayonetta hold the katana overhead after the 2nd slash before 
continuing the combo with @. 


Flashing Blade to Uppercut @@-8@.@ 


Leave a slight input delay after the 2nd set of Flashing Blades 
to modify the combo into a Launcher. 


Quick Flashing Blade to Uppercut @@-@-@ 


A shorter version of the Flashing Blade sequence. Use this 
version when facing an opponent capable of Parrying your combo 
string. Fewer opening strikes means there's less chance of a 
Parry occurring. 


Spin Slash Combo 89.4 


The Wicked Slice finish of this technique is very useful for 
mowing down a large group of enemies. Add an input delay 
between the 3rd and 4th @ presses (the exact moment Bayo- 
netta begins to relax after the 3rd slash) to execute an effective 
Spinning Slash. 


Katana Flurry to Wicked Stab/Slash 9@8999/(@ 


The @ input Flurry attacks with Shuraba work in exactly the same 
way as weapons such as Scarborough Fair or the Onyx Roses. 
However, in this case you have access to 2 completely different 
Wicked Weave finishers, depending on how you input the combo 
command. If you perform a }@ input without rapidly tap- 
ping @ once the Katana Flurry animation begins, the technique 
will finish with a Wicked Stab >O 02. Rapidly tapping @ for the 
duration of the Flurry animation will end the sequence with a 
Wicked Slash instead. +0 03 


Red HotTip! You can still extend the Wicked Stab version 
of this technique by rapidly tapping & during the initial 
Flurry animation — but ensure you stop tapping halfway 
through the Flurry sequence, or you will activate the Wicked 
Slash version. 


Katana Flurry to Wicked Stomp @@996/(@& 


Just as it was possible with the firearm weapons previously 
covered, with Shuraba you can activate a Wicked Stomp finishing 
strike at any point during the Barrage section of this combo, or 
directly after the finishing strike. 


4-hit Katana Combo to Uppercut 9999.9 


Add an input delay after the 4th strike of the 4-hit Katana Combo to 
tag an Uppercut to the end of the sequence. Time your @ press to 
coincide with the exact moment Bayonetta begins to relax into her 
stance after throwing the 4th sword slash. Hold @ upon execution 
of this Uppercut to modify it into a Rising Dragon. 


Spinning Slice @+@ 


The Spinning Slice is a quick and easy way to access a Barrage- 
type attack, and is most useful when surrounded. The limited 
striking range is offset by the fact that the rapid striking rate of 
this attack will make it difficult for enemies around you to stage 
an attack once caught. 


Uppercut/Rising Dragon ®+0+9/(9 


Bayonetta is capable of 2 different types of @ Launcher with 
Shuraba equipped. Pressing @ upon execution of any Uppercut 
strike, either within a preset combo or as a standalone attack, will 
execute a standard Uppercut >O 04. Holding @ upon execution 
will modify the strike into the Rising Dragon technique which 

will cause Bayonetta to automatically Jump up alongside the op- 
ponent struck by the technique. +0 05 


Helm Breaker air(@ 


Charge Level | Activation Time Asthit  2ndhit = 3rd hit 
Damage Damage 


Level 1 | Instant 250 125 62.5 
Level 2 | 1.21 seconds (73 frames) 500 250 125 
Level 3 | 2.21 seconds (133 frames) | 1,000 500 250 


Helm Breaker is a powerful overhead strike which can be used 
to rain death upon ground-based opponents as you Jump over 
them. Hold @ while in the air to have Bayonetta prepare the 
slash. There are 3 power levels available: 


Level 1: Release @ immediately upon activating the 
ready position. 

Level 2: Release @ upon or after the first flash of light 
emitted while Bayonetta readies the attack. 

@ Level 3: Release @ upon or after the 2nd flash of light. 


While in the ready position, Bayonetta will float in place. Pushing 
the Left Stick in any direction while she is in this state will aim 
the attack accordingly. 


Red Hot Note! Bayonetta will only float in place for 3.78 
seconds (227 frames) after the Level 3 charge completes. 
The ComboTimer will be Frozen during the entire charging 
sequence. 


Half-Moon Ray/Full Moon Ray Hold @ 


Simply stand still and hold &. Bayonetta will draw a dimensional 
gate with the sword before slashing out a huge Beam attack 
>C 06/07! During this initial charging animation, you are free to 
release & and push the Left Stick gently in any direction to aim 
the attack. 


Red Hot Note! Ensure you only push the Left Stick gently 
when aiming this attack. If you push any further than the Stick 
position which usually activates walking, the attack will cancel. 


[O Level | ChagS ESR Damage 
Half-Moon Ray 2.61 seconds (157 frames) 30x2 
Full Moon Ray 3.78 seconds (227 frames) 2,500 


There are 2 power levels available. If you press @ upon or after 
the flash emitted when half of the dimensional gate is drawn, 
you will activate a Level 1 Half-Moon Ray/Full Moon Ray, which 
fires a single pulse of energy. Conversely, if you allow the entire 
circle to complete (signified by a 2nd flash of light) then hitting @ 
will unleash the full power of the technique and execute a Beam 
attack. 


Red Hot Note! The Combo Timer will be Frozen for 


the entire duration of the Half-Moon Ray/Full Moon Ray 
Slash preparation animation sequence! 


Hold Function: Katana lai Jutsu 


| Shuraba Hold Function Data 


Combo Points 
Katana lai-Jutsu T Hold @ upon executing |20 


any Combo Strike 


Damage 
Level 1 Instant 250 
Level 2 1 second (60 frames) 1,000 
Level 3 2 seconds (120 frames) 2,000 
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Hold @ during any combo attack and Bayonetta will sheathe the 

sword as she gathers power. Like the Helm Breaker, there are 

3 levels of power available for this attack, which are accessed in 

exactly the same way >C 01/02/03. Upon execution, Bayonetta 
will perform a draw slash which will slice across a huge area and 
leave her ready to strike immediately afterwards. 


The Katana lai-Jutsu can also be combined with the Dodge 
Offset System. Hold @ to activate the lai-Jutsu upon execution 
of any Combo Strike, and your position will be stored. From here, 
you are able to Evade as normal while still retaining your combo 
position. When you are ready to strike, release @ to activate the 
draw slash technique and then continue your combo as normal. 
Note that a Final Evade will cancel the lai Jutsu 


A great feature of the Katana lai-Jutsu is that it freezes the Com- 
bo Timer. This means you are able to store a combo position at 
any point and have as much time as you need to move to another 
position or wait for another attack opportunity. If, for example, 
you have to wait while a boss finishes an animation sequence 
before you can attack it again, Freeze the Combo Timer with the 
lai-Jutsu until the opportunity to attack presents itself again. 


Red Hot Note! After performing an lai-Jutsu, the input 
window for continuing the preset combo from the Held 
position is increased to 1.8 seconds (108 frames). 


Shuraba: Special Techniqu ie Ei 


[Special Tochiiaue Aided Erect 


Evade None 
Perfect Parry Activates Perfect laiJutsu 
Stiletto Activates Umbran Stinger 
Tetsuzanko Wicked Slice* 

Witch Twist Wicked Rising Slash* 


“Requires 3 Magic Orbs 


Tetsuzanko 

With Shuraba equipped, the Tetsuzanko technique will summon 
an instant Wicked Slice at the cost of 3 Magic Orbs. This is an 
extremely powerful tool to use against the bosses, as repeated 
Wicked Slice activations from a distance will cause great damage! 


Perfect lai-Jutsu 1,500 20 (Striking), 5 (Special) 


Combo Points 


Perfect lai-Jutsu 

The most powerful Perfect Parry counterattack is the Perfect lai- 
Jutsu; a very useful technique if you're looking to blaze through a 
battle in record time. >20 04 


Umbran Stinger Data 


nies Combo Points 


Umbran Stinger CEL] 100,400 |20 
Aerial Umbran Stinger air @+6+@ 100,400 |20 


Umbran Stinger 

Equipping Shuraba changes the Stiletto attack into a dashing 
sword stab capable of striking an opponent twice upon execu- 
tion >20 05. As the dashing section of this attack is so quick, it is 
useful to use the Umbran Stinger as a way of moving faster than 
Bayonetta's standard running speed before you obtain the 

Beast Within ability. 


g X \ 
hedra Scoring 


A possessed whip, sealing away 
the soul of the ancient serpentine 
demon Kulshedra. Summoning the 
power of the demon from a portal 
on the weapon's hilt, it can be used 
in the same way as a normal whip. 


Weapon Data e 
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Angelic Hymn Chapter III 
Production Version — 

Equip Type Hands 
aaron Wea Striking 
Wicked Slap Blast 


Kulshedra Scorin; Score Reduction Penalty Cowgirl Spin 


Attack Ty Combo Points | Strike Number Combo Points 
Striking Attacks 10 1to 5 10 
Barrage Attacks 2 6 8 

Cowgirl Spin Attacks 20, 50 7 6 
8 4 
9 2 
10 and onwards 1 
È Q \ 
hedra Attacks 
LS = =—=—e Attack Effect 
3-hit Thrash Combo None 
Thrash to Uppercut Launcher 
Call Me Queen Blast 
Bitch Slap Combo 9996 after Snare Blast 
Whip Corkscrew oe Barrage 
Whip Uppercut 20:8 Launcher 


3-hit Thrash Combo @& 


A simple 3-hit whip combo, yet the striking range of this attack 
is absolutely enormous >O 06! Kulshedra is more like a firearm 
than a striking weapon in terms of attack range. Against smaller 
Angels, even a simple combo such as this one is devastating. 


Thrash to Uppercut &-@ 


A single lash with the whip, followed by a Whip Uppercut. This type 
of Uppercut is completely unique to the Kulshedra weapon; it is 
weaker than most other Launchers, but has a much longer striking 
range. 


Swinging an enemy around with the Cow- 
girl Spin technique will award 20 ‘Special’ 
Combo Points each time it is slammed 
into its comrades, and then 50 points 
when thrown at them. 


Damage 

100 x 2, 100 x 2, 100 x2 

100 x 2, 100 x2 

100 x 2, 100 x 2, 100 x multi-hit, 800 
100, 100, 140, 800 

50 x multi-hit 

100 x2 


fe 
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Call Me Queen @@-((@ 


Against a group of Affinity or Applaud Angels this attack is truly 
amazing! Press @ twice to execute the initial Combo Strikes and 
pause very briefly before rapidly tapping @ again. The rapid strik- 
ing portion of this combo has an effect over a vast area, and any 
lesser enemies caught within this range will be unable to break 
free >0 01. This attack will quickly apply the Stun condition to 
enemies caught up in the assault before blasting them away with 
a Wicked Slap. 


Whip Corkscrew ?+@ 


The Whip Corkscrew is a means of dealing a Barrage-type attack 
upon enemies surrounding you +) 02. It may not look like it, 
but this attack scores a huge amount of hits and has a massive 
strike range! As these strikes are Barrage property, this attack is 
completely exempt from the Score Reduction Penalty. 


Whip Uppercut @+@+@ 


The Whip Uppercut is a curious beast. It is much weaker than 
most Launchers, and even an Affinity is able to withstand this 
attack while in an Attack phase. Once you connect it though, its 
strength becomes apparent; its striking range is massive =~) 03! 
After connecting a Whip Uppercut, try connecting it repeatedly 
on the same enemy and notice how high it is being pushed. 
Execute a Snare Kick (covered next) and you will pull yourself 

up to the enemy's position without using up a Jump. 


-- No 
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Hold Function: Snare ] 


Kulshedra Hold Function Data l 


J echnique | command Damage Combo Points 

Snare Hold @ on any input of the 0 o 
@@@ combo 

Cowgirl Spin | @ aftor Snare o 

Snare Kick G after Snare 200 10 


Snare (ground or air) hold @ 


Any @ input of the Kulshedra @@@ 3-hit combo can be held. 
This will command Kulshedra to Ensnare the enemy and drag it 
over to Bayonetta's position +0 04. This technique is incredible 
during Aerial Combos! You can actually begin an Aerial Combo by 
Jumping first, and then executing Snare to drag the enemy up 
to your position, allowing you to start an Aerial Combo without 
the need for a Launcher. Please refer to the Advanced Melée 
Techniques section for more details on this. 


Whether or not an enemy can be Snared by this technique de- 
pends on its weight and the strength of its armour. While lesser 
Angels such as the Affinity, Applaud and Dear & Decorations 
can be Snared easily, larger armourclad enemies will need to be 
stripped of their armour first before this technique will work. 


Witch Time of course plays a major role, and does make a differ 
ence when dealing with stronger and heavier enemies. During 
Witch Time, you can Snare enemies which normally resist the 
technique regardless of the state of their armour. Even the giant 
Beloved-type Angels can be Snared or even dragged into the air 
when Witch Time is activated! >20 05 
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Cowgirl Spin @ after Snare 


Cowgirl Spin Data 


Combo Points 
Enemy collision (during spin)* 200 20 
Enemy collision (after throw)* 500 50 
Wall collision (after throw)** 500 0 


*Damage value applied to enemies struck by the Snared opponent. 
**Damage value applied to enemy thrown at wall 


Upon catching an enemy with Snare, hold @ as the creature is 
being grabbed to activate the Cowgirl Spin. This technique will 
swing the enemy around wildly and use its body to batter any 


Viney 
2100 


‘0000 
10 


other targets unfortunate enough to be within striking distance 
20 06. This technique will rapidly boost the Combo Multiplier, 
as each and every time you strike an additional enemy with the 
one you are spinning, you will be awarded 20 Combo Points and 
a significant Multiplier boost. Another notable feature is that 
the creature you are swinging round will act as a shield against 
enemy projectiles. Any projectile attack aimed at you while you 
have a Cowgirl Spin active will be deflected. 


Tip: Spin Cancel! Simply press ¥ or Ẹ during the Cowgirl Spin se- 
quence to cancel the animation so you can quickly Snare the same 
enemy again. By not throwing the enemy away after swinging, 
you'll be able to use its body as a weapon for much longer. 


Snare Kick @ after Snare 


Hold @ to Snare an enemy and as soon as the whip connects, 
Hold @, and Bayonetta will pull herself over to its position and 
deliver a swift kick +2 07. Unlike the Snare and Cowgirl Spin 
techniques, the use of the Snare Kick is not dictated by the 
weight and armour condition of the enemy. As it is Bayonetta 
who is being pulled over and not the enemy, you can freely use 
this technique on various enemy types without any hassle. 

The best use for this technique is to pull yourself upwards during 
an Aerial Combo. The Whip Uppercut, as previously mentioned, 
can be used to launch an enemy way beyond the height of a dou- 
ble Jump — pulling yourself up to this height will keep you well 
out of attack range of other ground-based enemies. A) 
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Bitch Slap Combo H4849 after Snare, Cowgirl Spin 
or Snare Kick 


After executing any Hold Function technique with Kulshedra, the 
snake section of the weapon will become dormant for a short pe- 
riod. During this time, Bayonetta gains a completely new CE] 
combo string. The Bitch Slap combo is a rapid series of 4 slaps 
which activate a Wicked Slap finish — a perfect way to brush aside 
a large group of enemies. >O 08 
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Kulshedra: Special Techniquesette 3 
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Evade None 
Perfect Parry Snakebite 

Stiletto Activates Snakebite 

Tetsuzanko Attack animation change, Wicked Punch* 


Witch Twist Wicked Uppercut* 


*Requires 3 Magic Orbs 


kebite Data 


[command Damage Combo Points 
Snakebite a0 or 8848 80 x multi-hit 2 
Aerial Snakebite 80 x multi-hit 2 


ir +B+@ or 
66.6 


Snakebite 


The Snakebite is a rapid striking Barrage attack capable of strik- 
ing through a whole group of enemies ahead of you at once 

>C 09. This technique enables you to activate a Barrage-type 3 
attack quickly and easily, and has the range to damage multiple 

enemies simultaneously. 


Perfect Parry Data 
L ec | amage 


Snakebite 80x5 


Combo Points 
10 x5 (Striking), 5 (Special) 
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The soul of Durga, 
said to be a demon 
with a thousand arms, 
is imprisoned within 
these razor-sharp 
claws. From the 
portal at its hilt, the 
weapon can summon 
2 types of arms, Fire 
and Lightning, to bear 
against enemies. 


Wicked Weaves 

The Wicked Weave attacks activated via 
combos and Special Techniques with 
the Durga claws equipped behave very 
differently to the Wicked Weaves we 
have seen so far. With standard Wicked 
Weaves, the effect on the enemy is like 
being hit by a train, whereas the Durga 
Wicked Weaves are more like an ex- 


PA nen 


tremely high-pressure blast of wind. With 
relatively low attack power (600 damage), 
even lightweight enemies such as the 
Affinity can stand up to a Durga Wicked 
Weave. This allows you to deliver these 
powered strikes without scattering your 
opponents — a perfect setup for Durga's 
Hold function. 


[Weapon Data 


Sonate in D K.448 


pagers Uyan Chapter V 

Production Version Durga Alt. 129,800 Halos 
Equip Type All 

Weapon Type Striking 

Wicked Spear Stagger, Blast 


Wicked Rising Spear Stagger, Launcher 
Wicked Diving Spear Stagger, Knockdown 
Wicked Claw Stagger 


Barrage Extension 

With a Durga set equipped to both Hands 
and Feet, any combo with Barrage proper- 
ties will be massively extended if you tap 
the corresponding attack button quickly 
upon execution. Taking the 8V4- 
combo as an example, continue to 
quickly tap W during the Barrage part of 
the combo, and Bayonetta will continue 
the sequence past the usual rapid kicks 
before finishing the combo with a Wicked 
Weave. 


Element Change 


(ground or air) P+@ or & 


RI combo Pons RCT Combo Points 


Striking Attacks 10 Rotate the Left Stick once and press @ 


or ®& to change the elemental mode of 
Durga(Hands) or Durga(Feet), respectively 
01/02. Depending on the mode 
selected, this weapon grants different 
attack and defensive capabilities, as well 


Striking Attacks 20 
Barrage Attacks 2 Barrage Attacks 2 
Damned Soul Attacks 30, 45, 60* Lightning Pulse Attacks 30, 45, 60° 


Fire Score Reduction Penalty Lightning Score Reduction Penalty 
| SiE Num Combo Points = NES TT Combo Points 


1toS 20 1to5 10 as changing the Hold Function of Combo 
6 16 6 8 Strikes. 
7 12 7 6 
8 8 8 4 
9 4 9 2 
1 


10 and onwards 1 10 and onwards 


*Points awarded increase for each additional enemy caught in blast. 
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| Durga Fire Mode Data 


3-hit Claw Combo 
2-hit Combo to Wicked Spear 

Punch to Uppercut 

Punch to Kickflip/Death Spin 

‘Stomp to Wicked Rising Spear 

‘Stomp to Wicked Diving Spear to Wicked Spear 
‘Stomp to Wicked Diving Spear to Uppercut 
‘Stomp to Wicked Diving Spear to Wicked Rising Spear* 
‘Stomp to Wicked Rising Spear“ 

Spin Claw to Wicked Claw 

2-hit Combo to Wicked Spear 

‘Sweeps to Wicked Spear 

‘Sweep to Wicked Rising Spear 

‘Sweeps to Wicked Rising Spear 

Quick Talon Flurry 

Triple Talon Combo 

Double Talon to Wicked Rising Spear 

Talon to Uppercut 

Element Change (Hands) 

Element Change (Feet) 

Uppercut/Rising Dragon 

Kickflip/Death Spin 

Aerial Stomp to Wicked Uppercut 

Aerial Spin Claw to Wicked Claw 

Aerial Sweep to Wicked Rising Spear 
Aerial Sweeps to Wicked Spear 

Aerial Quick Talon Flurry 

Overhead Dive Kick 

Aerial Element Change (Hands) 

Aerial Element Change (Feet) 

Aerial Uppercut/Rising Dragon 

Aerial Kickflip/Death Spin 


(ground or air) @+@ 
(ground or air) O+ 
Cr) 
BQ 


aire ++ Oe 
air ++ ee 


*Hold to activate Death Spin 


Fire Elemental Defence 

When you're up against enemies who have a flame shield, such 
as the Burning Affinity and Ardor Angels +0 03, you normally 
cannot physically strike without taking damage. With Durga Fire 
mode activated on all limbs, you will be able to strike these en- 
emies directly without taking any damage from their shielding. 


Equipping Durga (Feet) and activating Fire mode will nullify all 
damage from any type of lava floor. You can even activate Beast 
Within and run along the molten surface in complete safety. 
7004 


3-hit Claw Combo (ground or air) 


A simple 3-hit rasping claw combo, this sequence does not leave 
much of an impact on its own, but is devastating when combined 
with Durga’s Hold function. 


Spin Claw to Wicked Claw (ground or air) @@-@ 

This combo activates a Durga Fire mode-specific Wicked Weave 
effect. Upon executing the last input, an effective spinning attack 
will be performed backed up with a wide sweeping claw-like 
Wicked Weave. 


Quick Talon Flurry (ground or air) G-t 

With a full set of Durga Fire mode equipped (both Hands and 
Feet), any combos with Barrage properties will be extended. This 
is covered later in the Durga Lightning mode section. 


Attack Effect 


None 
Blast 

Launcher 

Launcher, Barrage 
Knockdown, Launcher 
Knockdown, Blast 
Knockdown, Launcher 
Knockdown, Launcher 
Knockdown, Launcher 
Stagger 

Blast 

Trip, Blast 

Trip. Launcher 

Trip. Launcher 
Barrage 

Stagger 

Stagger, Launcher 
Stagger, Launcher 
Barrage 

Barrage 

Launcher 

Launcher, Barrage 
Knockdown, Launcher 
Stagger 

Trip, Launcher 

Trip, Blast 

Barrage 

Knockdown 

Barrage 

Barrage 

Launcher 

Launcher, Barrage 


Damage 


200, 150 x 2, 150 x3 

200, 200, 600 

200, 300 

200, 200 x 2 / 200 x 2, 25 x multi-hit 
200, 150 x 2, 300, 600 

200, 150 x 2, 300, 800, 800 

200, 150 x 2, 300, 800, 300 

200, 150 x 2, 300, 800, 600 / 600 + 25 x multi-hit 
200, 150 x 2, 300, 600 / 600 + 25 x multi-hit 
200, 150 x 2, 200 x 3, 800 

200, 150 x 2, 600 

200, 150 x 2, 150 x 3, 200, 200, 800 
200, 150 x 2, 150 x 3, 200, 600 

200, 150 x 2, 150 x 3, 200, 200, 600 
200, 150 x 2, 150 x 3, 40 x multi-hit, 800 
300, 300, 300 

300, 300, 600 

300, 300 

50 x multi-hit 

50 x multi-hit 

300 / 300, 50 x multi-hit 

200 x 2/200 x 2, 25 x multi-hit 

200, 150 x 2, 300, 600 

200, 150 x 2, 200 x multi-hit, 800 

200, 150 x 2, 150 x 3, 200, 600 

200, 150 x 2, 150 x 3, 200, 200, 800 
200, 150 x 2, 150 x 3, 50 x multr-hit, 800 
200 (initial), 200 (during fall), 300 (landing point) 
50 x multi-hit 

50 x multi-hit 

300 / 300, 400 x multi-hit 

200 x 2/200 x 2, 25 x multi-hit 


‘0006 
a 
20 
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Weapons 


Triple Talon Combo tt 


A neat triple overhead kick combo. These overhead kicks are not 
as effective as the kicks possible with the firearm type weapons, 
but the small amount of Stagger it applies to lighter enemies 
upon connection is still useful. 


Double Talon to Wicked Uppercut &&-@ 


A pair of overhead kicks leading to a Wicked Uppercut finish. Be 
aware that if you hold W% on the 2nd kick to activate a Damned 
Soul, the Wicked Uppercut that usually follows on the next @ 
press cannot be used. 


Talon to Uppercut &-@ 


A beastly overhead Talon Kick, leading into a regular Uppercut 

As this combo is not backed up by a Wicked Weave effect, it is 
only effective against lighter enemies. Holding instead of tapping 
@ to finish this combo will result in the Uppercut being modified 
into a Rising Dragon Punch. 
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Hold Function: Damned So 


Durga Fire Mode Hold Function Data 


Damage Combo Points 


Damned Soul Gort 1,000 30 
Level 1 on 1st Combo Strike 

Damned Soul laot 1,500 30 
Level 2 ‘on 2nd Combo Strike 

Damned Soul (@ or (& on and after 3rd 2,000 30 
Level 3 Combo Strike 


Damned Soul Data l 
I Detonation 


0.5 seconds (30 frames) On contact or 3 seconds (180 frames) 


Holding an attack button with Durga in Fire mode will manifest 

a flaming skull. These apparitions are highly destructive Bombs 
which will explode either on contact, or in 3 seconds if left alone. 
The blast from one of these skulls will damage all the enemies 
nearby. 


Damned Soul Levels 

The destructive power of the Damned Soul planted will increase 
as you hold an attack button further into a combo sequence. 
20 01/02/03 


Holding an attack button on the 1st or 2nd attack of a combo se- 
quence will activate Damned Soul Level 1 and Level 2 respective- 
ly. Holding an attack button on any attack following the 3rd button 
press of a combo sequence will activate a Damned Soul Level 3. 
If, for example, you have Durga equipped to both Hands and Feet, 
holding each attack of the @88 4t & combo will release the 
following Damned Soul Level sequence: 


Level 1 > Level 2 > Level 3 > Level3 > Level 3 > Level 3. 


Damned Soul Positioning 

Damned Souls are placed at the contact point of the combo 
strike you've held. So if you want to, for example, place a 
Damned Soul directly overhead, hold @ on performing any Up- 
percut style strike within a pre-set combo sequence. +0 04 


mo 
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Durga Lightning Mode Data 


Damage 
3-hit Combo Blast 80, 200, 600 
Punch to Uppercut Launcher 200 
Punch to Kickflip/Death Spin Launcher 200 x 2 / 200 x 2, 25 x multi-hit 
Stomp to Wicked j Spear Knockdown, Launcher 80, 300, 600 


80, 300, 800, 800 

80, 300, 800, 200 

80, 300, 800, 600 / 600 + 25 x multi-hit 
80, 300, 600 / 600 + 25 x multi-hit 


Stomp to Wicked Diving Spear to Wicked Spear 

‘Stomp to Wicked Diving Spear to Uppercut 

‘Stomp to Wicked Diving Spear to Wicked Rising Spear* 
‘Stomp to Wicked Rising Spear* 


Knockdown, Blast 

Knockdown, Launcher 
Knockdown, Launcher 
Knockdown, Launcher 


8/g/8/8/s|s|8/8|g|g/8/8s|s|a|ais|s 


2-hit Combo to Wicked Diving Spear Launcher 80, 800 

2-hit Combo to Wicked Spear Blast 80, 600 

‘Sweeps to Wicked Spear Trip, Blast 80, 80, 200, 200, 800 

‘Sweep to Wicked Rising Spear Trip, Launcher 80, 80, 200, 600 

Sweeps to Wicked Rising Spear Trip, Launcher 80, 80, 200, 200, 600 

3-hit Combo to Wicked Rising Spear Launcher 80, 80, 600 

Quick Talon Flurry to Wicked Spear Barrage 80, 80, 40 x multi-hit, 800 

Talon Flurry to Wicked Spear Barrage 80, 80, 80, 40 x multi-hit, 800 

Claw Flurry to Wicked Spear Barrage 80, 80, 80, 20 x multi-hit, 800 e 
Claw Flurry to Wicked Diving Spear Barrage, Knockdown 80, 80, 80, 20 x multi-hit, 800, 800 S 
4-hit Combo to Wicked Diving Spear Launcher 80, 80, 80, 800 fi 
Triple Kick Combo Stagger 200, 200, 60, 150/60, 50 x multi-hit, 150 Ed 
Double Kick to Wicked Rising Spear Stagger, Launcher 200, 200, 600 

Kick to Uppercut Stagger, Launcher 200, 200 (A 
Element Change (Hands) Rapid 360 Attack 50 x multi-hit WO) 
Element Change (Feet) Rapid 360 Attack 50 x multi-hit IG 
Uppercut/Rising Dragon Launcher 200 / 200, 50 x multi-hit v 
Kickflip/Death Spin Launcher 200 x 2/200 x 2, 25 x multi-hit 3 
Aerial Stomp to Wicked Rising Spear Knockdown, Launcher 80, 80, 300, 600 i 
Aerial Sweep to Wicked Rising Spear Trip, Launcher 80, 80, 80, 200, 600 5 
Aerial Sweeps to Wicked Spear Trip, Blast 80, 80, 80, 200, 200, 800 ; 
Aerial Quick Talon Flurry to Wicked Spear Barrage 80, 80, 80, 50 x multi-hit, 800 J 
Aerial Talon Flurry to Wicked Spear Barrage 80, 80, 80, 80, 60 x multi-hit, 800 

Aerial Claw Flurry to Wicked Spear aireGeeea Barrage 80, 80, 80, 80, 20 x multi-hit, 800 

Aerial Claw Flurry to Wicked Diving Spear airGGGeQae Barrage, Knockdown 80, 80, 80, 80, 20 x multi-hit, 800, 800 

Overhead Dive Kick aire Knockdown 200 (initial), 200 (during fall), 300 (landing point) 

Aerial Element Change (Hands) airD+@ Rapid 360 Attack 50 x multi-hit 

Aerial Element Change (Feet) airs Rapid 360 Attack 50 x multi-hit 

Aerial Uppercut/Rising Dragon air 10+ 8/9 Launcher 200 / 200, 50 x multi-hit 

Aerial Kickflip/Death Spin aira- ee Launcher 200 x 2/200 x 2, 25 x multi-hit 


*Hold W to activate Death Spin 


Increased Striking Speed 

Physical attacks with Durga (Hands) and Lightning Mode acti- 
vated are significantly faster than other weapons in Bayonetta’s 
arsenal (excluding Sai Fung). Each strike may be weaker in com- 
parison with other weapons, but being able to strike incredibly 
quickly is extremely useful in Aerial Combos and against enemies 
who often parry attacks. 


Lightning Elemental Defence 

Shock attacks that discharge a high-voltage current through the 
ground, do no damage when you have Durga Lightning Mode 
equipped to feet >C 05. A neat trick is that even though these 
types of shock attacks do no damage, you can still parry the at- 
tack if you have the Moon of Mahaa-Kalaa equipped to build your 


Magic gauge. 
G 
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This is incredibly useful during Chapter XII: The Broken Sky. With 
a complete Durga set equipped and Lightning Mode activated for 
both Hands and Feet, Bayonetta will be completely shielded from 
damage should she be submerged in electrified water. 


Hold Function: Ligi 


Durga Lightning Mode Hold Function Data 


Technique [CO 


Damage Combo Points 
Lightning Pulse (@ or (& 1,000 30, 45, 60° 


*Points awarded increas 


Lightning Pulse Data 


0.51 seconds (31 frames) 


for each additional enemy caught in pulse. 


Detonation 


On contact within physical striking rango. 
Holding the attack button as you deal combo strikes with Durga 
in Lightning Mode activated will cause the claws to emit a short, 
sharp energy pulse This is a fantastic way to break attack 
attempts made by the game's weaker enemies, such as the Af- 
finity and Applaud Angels. If these enemy types activate their at- 
tack animation as you strike with Durga, holding an attack button 
to execute a Lightning Pulse will stop the enemy's attack before 
it has a change to execute. 
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Equipped to Feet, the Durga Lightning Mode is also very useful 
against enemies who are prone to sweep attacks. When fight- 
ing Grace & Glory/Gracious & Glorious enemies, an effective 
strategy is to use the @@@®&®& combo and activate a Lightning 
Pulse on each sweep. This way you'll keep them immobilized, 
while dealing decent damage with each Lightning Pulse. 


— _— 
Durga: Special Technique Eff 


| Special Technigue Os 


Evade None 
Step Effect None 

Perfect Parry Claw Lunge 

Stiletto Hold @ to activate Damned Soul/Lightning Pulse 
Heel Slide Hold © to activate Damned Soul/Lightning Pulse 


After Bumer Kick (Rising) Hold ® to activate Damned Sou//Lightning Pulse 
After Bumer Kick ( 


None 


Tetsuzanko Wicked Spear* 
Heel Stomp Wicked Diving S 
Witch Twist Wicked Rising Spear* 
Umbran Portal Kick Wicked Diving Spear* 
Breakdance None 


*Requires 3 Magic Orbs 


Perfect Parry Data 


Damage Combo Points 


Claw Lunge 1,000 20 (Striking), 5 (Special) 


LT. COL. KILGORE 


His campaign of slaughter on the battlefield led to his swift 
consignment to hell. The soul of the Vietnam War mad- 

man Lt. Col. Kilgore now resides in these grenade Launch- 
ers, which fire explosive shells with incredible Magic power. 


Kilgore Alt. 


Aa ~e 
[Weapon Data 
Col. Kilgore Scoring 
Messiah, HWV.56 s} 


Angelic Hymn Chanter i 


Production Version Kilgore Alt. 99,800 Halos Col. Kilgore Scoring 


Weapons 


EauipTwe Al LI come Points Combo Points 
Weapon Type Freer Striking Attacks 10 10 
wicked wenes -A een 2 A : A 
Wicked Rocket Punch _ Blast Rocket Attacks 30, 45, 60° 7 6 
*Points awarded increase for each additional enemy 8 4 
caught in blast. 9 2 
10 and onwards 1 
oO 
S \ 
Lt. Col. Kilgore Attacks 
Col. Kilgore Attacks 
[command Damage 
3-hit Bazooka Combo Blast 100 x 2, 100 x 2, 100-150 
3-hit Combo Blast 100 x 2, 200, 600 
Punch to Uppercut Launcher 100 x 2, 100 
Punch to Kickflip/Death Spin Launcher 100 x 2, 200 x 2 / 200 x 2, 25 x multi-hit 
Stomp to Wicked Uppercut Knockdown, Launcher 100 x 2, 100 x 2, 200, 600 
Stomps to Wicked Heel Knockdown, Blast 100 x 2, 100 x 2, 200, 800, 800 
Stomp to Wicked Stomp to Uppercut Knockdown, Launcher 100 x 2, 100 x 2, 200, 800, 100 
Stomp to Wicked Stomp to Wicked Punt* Knockdown, Launcher 100 x 2, 100 x 2, 200, 800, 600 / 600 + 25 x multi-hit 
Stomp to Wicked Punt * Knockdown, Launcher 100 x 2, 100 x 2, 200, 600 / 600 + 25 x multi-hit 
Bazooka Tonfa Twirl to Wicked Rocket Punch Blast 100 x 2, 100 x 2, 100 x 7, 400 x multi-hit 
2-hit Combo to Wicked Heel Blast 100 x 2, 100 x 2, 800 
‘Sweeps to Wicked Heel Trip, Blast 100 x 2, 100 x 2, 100-150, 200, 200, 1,200 
‘Sweep to Wicked Uppercut Trip, Launcher 100 x 2, 100 x 2, 100-150, 200, 600 
Sweeps to Wicked Uppercut Trip, Launcher 100 x 2, 100 x 2, 100-150, 200, 200, 600 
Quick Rocket Kick Flurry to Wicked Heel Barrage 100 x 2, 100 x 2, 100-150, 40 x multi-hit, 800 
Triple Bazooka Kick Barrage 200 x 2, 200 x 2, 200 x 2 / 60, 50 x multi-hit, 150 
Double Bazooka Kick to Wicked Uppercut Launcher 200 x 2, 200 x 2, 600 
Bazooka Rave to Wicked Heel Blast 200 x 2, 200 x 2, 200 x 5, 800 close to enemy, multiple hit 400, 800 
Bazooka Kick to Uppercut Launcher 200 x 2, 100 
Rocket Spin (Hands) Barrage 50 x multi-hit 
Rocket Spin (Feet) Barrage 50 x multi-hit 
Uppercut/Rocket Upper Launcher 150 
Kickflip/Bazooka Hanabi Launcher 200 x 2 / 200 x 2, 25 x multi-hit 
Aerial Stomp to Wicked Uppercut Knockdown, Launcher 100 x 2, 100 x 2, 200, 600 
Aerial Sweep to Wicked Uppercut Trip, Launcher 100 x 2, 100 x 2, 100-150, 200, 600 
Aerial Sweeps to Wicked Heel Trip. Blast 100 x 2. 100 x 2, 100-150, 200, 200, 1,200 { 
Aerial Quick Rocket Kick Flurry Barrage 100 x 2, 100 x 2, 100-150, 50 x multi-hit, 800 
Overhead Dive Kick Knockdown 200 (initial), 200 (during fall), 300 (landing point) 
Aerial Rocket Spin (Hands) Barrage 50 x multi-hit 
Aerial Rocket Spin (Feet) Barrage 50 x multi-hit 
Aerial Uppercut/Rocket Upper Launcher 


air@+Q+%M% | Launcher 200 x 2/ 200 x 2, 25 x multi-hit 


Aerial Kickflip/Aerial Bazooka Hanabi 


*Hold W to activate Bazooka Hanabi 
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3-hit Bazooka Combo ® 


Kilgore’s @ combo string is totally unique. Wielding the Bazoo- 
kas like a pair of Tonfa, each strike of this combo sequence hits 
twice. Holding @ during the attack animation of any strike of 

this combo sequence will fire a pair of rockets; this is the Hold 
Function of the Lt. Col. Kilgore weapon and is covered in the next 
section. 


Bazooka Tonfa Twirl to Wicked Rocket Punch @@-@ 


Adding a pause between the second and third @ input of the 
Kilgore combo sequence will execute a blindingly fast Bazooka 
Tonfa Twirl, leading to a massive twin Wicked Rocket Punch finish 

J1! Wicked Rocket Punches are unique to Kilgore and this 
combo sequence. They represent the only projectile type Wicked 
Weave effect in the game and their attack range is huge! 


Quick Rocket Kick Flurry @@@-& 
Kick Barrage attacks with Kilgore equipped are truly monstrous! 


Rapidly tap ® during the Barrage portion of the combo to fire up 
to four rockets! 
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Red Hot Note! Equipping any weapon to Hands that allows 
a } command input, enables the GA% combo to 
be executed if you have Kilgore equipped to Feet. 


Triple Bazooka Kick && t/t 


Unlike the kick attacks of other firearm type weapons, Kilgore’s 
kicks do not stagger weaker enemies. Instead, each kick in the 
Kilgore & %& ®& sequence is a 2-hit combo, so you're getting 
double the number of hits per button press. Holding % during 
the attack animation of the opening pair of kicks will fire a pair 

of rockets (see Kilgore Hold Function). Holding % to activate the 
third input will modify the final combo strike from a spinning kick 
to a frenzy of smoke and rockets. 02 


Double Bazooka Kick to Wicked Uppercut & &-@ 


The opening pair of Ù strikes of this combo are identical to the 
previous combo. Leaving a gap between the second ® press 
and @ will activate a Wicked Uppercut. Holding @ during the 
Wicked Uppercut animation will launch a single rocket at the 
targeted enemy. 


Bazooka Rave to Wicked Heel & & «((& 


Substitute the @ input of the previous combo for a % and 
you'll unleash a mesmerising Bazooka Kick combo leading to a 
Wicked Heel. The damage this combo inflicts is astounding, at 
1,600 damage - this is the single most powerful instance of the 
Wicked Heel! 


Bazooka Kick to Uppercut &-@/(@ 


A 2-hit Bazooka Kick combo leading to an Uppercut Launcher. 
Holding @ during the Uppercut attack animation will fire a single 
rocket. 


Rocket Spin (Hands) (ground or air) P+ 


A high-speed attack, this will quickly strike all enemies within 
close proximity should you find yourself surrounded. Hold @ dur 
ing the attack animation to fire a pair of rockets. As the rockets 
explode on detonation, this technique is very useful for scattering 
a swarm of small enemies. 03 


Rocket Spin (Feet) D+% 
Similar attack to the Rocket Spin (Hands) but this time the 
striking range is larger. Holding $ during this attack animation 


will also launch a pair of rockets from either side once the spin 
finishes. 


Aerial Rocket Spin (Feet) air@+® 


The Aerial variation of the Rocket Spin (Feet) will dish out a 
Barrage type attack, while firing rockets in all directions. 


Rocket Upper @+@+(@ 
Holding @ during any Kilgore Uppercut animation will fire a 


single rocket at the enemy you've just Launched, momentarily 
pinning it in place while dealing serious damage! 
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Bazooka Hanabi 


Holding W during the Kickflip animation will command Bayonetta 
to leap into the air and continue the assault with a mesmerising 
barrage of rockets. >20 04 


t. Col. Kilgore Hold Function Data | 
| ____Technique | Command 


Rocket (@ or (& on any @ 
attack command 


Damage Combo Points 


600 (Impact), 30° 
300 (Explosion) 


* Awarded Combo Points increase for each additional enemy caught in blast radius ~ 
max value = 60. 


Rocket Data J 


75 metres 


Detonation 


On contact 


Holding the attack button on a command input will fire one or more 
rockets from the Kilgore Bazookas +0 05. This can be mixed into 
the combo sequence in any fashion you choose, and any attack can 
be used to setup a rocket launch. Just make sure that Kilgore is 
equipped to the limbs which correspond the (@ or (®& input. 


Double-Ups @&(@ and G9 -(@ 


There are two sequences in the Kilgore arsenal that allow you to 
execute the highly damaging finishing sequence twice within the 
same combo! 


The first example of this Double-Up technique is the @@(@ 
combo. Continuing to hold @ during and after the final command 
input will cause the finishing Tonfa strike’s twin rocket launch to 
repeat! 


Adding a delay between the second and third @ will execute the 
Bazooka Tonfa Twirl. Continue to hold @ during and beyond the at- 
tack animation and Bayonetta will repeat the finishing sequence. 
This means you'll finish the combo sequence by firing two pairs 
of rockets, backed up with two astoundingly powerful pairs of 
Wicked Rocket Punches! 07 


Red HotTip! Hold @ during the opening strikes of the 
Double-Up combo sequences to fire a pair of rockets on each 
hit. That’s eight rockets fired off a simple combo! 


Ne 


Lt. Col. Kilgore: Techniquesefte 
Se Aded tet 
Evade None 
Step Effect ‘Automatically fires a pair of rockets 
Perfect Parry Twin Rocket Launch 


Stiletto Activates Rocket Drive 

Heel Slide Hold ®& to launch up to 2 rockets 
After Burner Kick (Rising) | Hold ® to launch a single rocket 
After Bumer Kick (Diving) | None 


Tetsuzanko Wicked Punch*, Hold @ to launch a pair of rockets 
Heel Stomp Wicked Stomp*, Hold W to launch a single rocket 
Witch Twist Wicked Uppercut*, Automatically launches 2 rockets 
Umbran Portal Kick Wicked Stomp*, Automatically launches 3 rockets 
Breakdance Automatically launches 2 rockets 


“Requires 3 Magic Orbs 


Kilgore Step-Off 

Performing a Step-Off by jumping off an enemy's body will auto- 
matically fire a pair of rockets directly downwards. As a rule, this 
technique cannot be rapidly repeated — rockets will only be fired 
every third Step-Off activation within a jump. 


Weapo! 


Perfect Parry Data 
Sl Dama Combo Points 


‘Twin Rocket Launch 500, 600 x 2 10 (striking), 5 (special), 30*(rocket) 


* Awarded Combo Points increase for each additional enemy caught in blast radius — max value = 60. 


De Technique | Commend Damage Combo Points 
Rocket Drive Stagger, Launcher, Blast 50 x multihit, 150 2 (Barrage), 10 (Striking) 
Aerial Rocket Drive Stagger, Launcher, Blast 50 x multhit, 150 2 (Barrage), 10 (Striking) 


Rocket Drive 

With Lt. Col. Kilgore equipped to Hands, the simple Stiletto 
becomes an epically destructive new technique — the Rocket 
Drive! Positioning the handheld Bazookas behind her, Bayonetta 
will propel herself towards her target using the Bazookas as a 
pair of jet engines. The initial charging action will drive all but the 
toughest enemies along for the duration of the forwards charge. 
Once Bayonetta reaches the end of the charge, she will finish 
the attack with a powerful Twin Tonfa strike. 01/02 


If the targeted enemy is above you when using this attack, Bayo- 
netta will use Kilgore’s power to launch herself upwards, toward 
the enemy. 


This finishing Tonfa Strike is quite possibly the most powerful 
non-Wicked Weave Launcher in the game. It can actually launch 
heavier opponents such as the Spear-carrying Applaud without 
Witch Time! Another difference between this Launcher and other 
weapons is that it launches the enemy diagonally away from you, 
instead of directly upwards. Holding @ during the Rocket Drive 
animation will fire a pair of rockets after the Tonfa Strike finish. 


These skates hold the soul of the demon witch Odette, 
who traded her soul for eternal youth, transforming 
into a swan. Residing in the frozen hell of Cocytus, leg- 
end has it that Odette made a pact with the stubborn 
demon queen Odile, allowing her to fall to her pre- 
ferred circle of hell. Odette, said to have prided herself 
on her ice magic abilities, lends the blades of these 
skates the terrifying ability to summon up the cold. 


Weapon Data 
Les Patineurs Waltz op.183 
pepe Chapter VI 
Production Version none 
Enip Wes rent Elemental Defence 
‘Weapon Type Striking 


Equipping Odette allows Bayonetta to skate safely across frozen 
surfaces without sustaining damage. During the final battle 
Wicked Ice Heel Blast against the goddess Jubileus, this weapon will prove invaluable! 


Wicked Ice Punt Launcher It also protects you from lava on the ground, exactly like Durga in 
Wicked Ice Stomp Knockdown Fire Mode does 
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Odette Scoring d 


Odette Scoring Score Reduction Penalty 


Combo Points ES combo Points 
Striking Attacks 10 1to5 10 
Barrage Attacks 2 6 8 

Ice Attacks 50 7 6 

- 8 4 

Ice Attacks 9 2 

1 


Freezing an opponent and then throwing it at other enemies on 
the field will award 50 ‘Special’ Combo Points for each hit. 


10 and onwards 


Odette Attacks 


5-hit Kick Combo to Wicked Ice Heel tett 
4-hit Kick Combo to Wicked Uppercut vtta 
3-hit Kick Combo to Wicked Uppercut vee 


Kick to Uppercut 
lce Prison Stomp 
Aerial Ice Prison Stomp 


Pirouette 

Aerial Pirouette 

Overhead Dive Kick 

Speed Skating Skate at full speed for 3 seconds 
Pirouette Assault © during Speed Skating, left stick neutral 


*Apply Odette's Hold function on final W to activate Wicked Weave 
**Wicked Ice Heel damage 
***X damage value is determined by the weapon currently equipped to Bayonetta’s hands. 


Ice of Cocytus! 

Repeatedly attacking an enemy with Odette's kick techniques. 
will eventually encase the enemy in a giant ice block. The sci- 
ence behind this freeze system is very simple: you must deal 
750 points of damage to the enemy to cause a freeze state. Any 
of Odette's kick techniques (but not Special Techniques) will ap- 
ply freeze damage equal to the attack power of each strike. The 
total freeze damage applied to the enemy is stored, you don't 
have to apply the 750 freeze damage value within a single combo 
sequence. You can, for example, hit an enemy with a trio of 
Odette kicks to apply 360 freeze damage, then go off and defeat 
other enemies on the field before encasing the original enemy by 
applying the remaining 390 freeze damage. 


Once an enemy has been encased in ice, press ™& within striking 
range and Bayonetta will command a Wicked Weave to pick the 
ice block up >O 03. Face and Lock-On to a nearby target then 
press ™%& to throw the ice block, damaging both the encased 
enemy and any of his comrades he strikes. >20 04 


5-hit Kick Combo btt 


A rapid 5-hit kick combo, this is very effective if used to attack 
an enemy from behind. In its standard form this sequence will 
not activate a Wicked Weave attack. You will need to employ 
Odette’s Hold Function in order to unlock this combo's full 
power. 


4-hit Kick Combo to Wicked Uppercut &*&&-@ 


As there are more ® inputs within the Odette kick combo 
sequences, you get more chances to modify the combo into a 
Launcher. Leave a delay between the third and fourth button 
input to launch the enemy with a Wicked Uppercut. 


Attack Effect Ice Damage 
Ice Damage, Blast 120, 80 x 2, 120, 240, 40 x multi-hit, 800** 
Ice Damage, Launcher 120, 80 x 2, 120, X*** 


Ice Damage, Launcher 120, 80 x 2, X*** 


Ice Damage, Launcher 120, X*** 

Ice Damage, Knockdown | X, 800 

Ice Damage, Knockdown | X, 800 

Ice Damage, Barrage 50 x multi-hit 

Ice Damage, Barrage 50 x multi-hit 

Knockdown 200 (initial), 200 (during fall), 300 (landing point) 
NA NA 

Ice Damage 300 x multi-hit 


3-hit Kick Combo to Wicked Uppercut &&-@ 


A shorter version of the previous combo, leave a delay after the 
second $ input before pressing @ and you'll perform a quick 3-hit 
kick combo, then launch the enemy with a Wicked Uppercut. 
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Weapons 


Kick to Uppercut &-@ 


A simple kick to Uppercut combo, leave a delay after the first & 
input to perform a standard Uppercut after kicking the opponent 
once. 


Ice Prison Stomp (ground or air) @8@@9/(@% 


The ® input after the Punch Flurry Barrage attack is significantly 
boosted when Odette is equipped. In addition to the Wicked Ice 
Stomp, which activates to accompany the stomp attack, you'll 
also get a huge ice effect surrounding the point of impact if you 
have Odette equipped! >0 01 


Pirouette (ground or air) P+% 


Spin the Left Stick once and hit & and Bayonetta will rapidly spin 
on the spot with a Pirouette. This attack may not be powerful but 
it's extremely effective! Capable of attacking targets all around 
Bayonetta’s position, this technique is best employed directly 
after landing an Ice Barrage attack. 


Speed Skating Skate at full speed for three seconds 


Simply skate along at full blast for three seconds and a speed 
blur effect will appear behind Bayonetta’s feet as she travels 

02. Release the Left Stick at any point during this movement 
speed increase to drift along and eventually slow to a halt. 


Pirouette Assault $ during Speed Skating 


While Bayonetta is speeding along with the blur effect active, 
release the Left Stick (to start her drifting) then press W to 
execute an instant Pirouette. The difference between this kind of 
Pirouette and the regular version is that it moves. This technique 
adds forward momentum to the Pirouette attack, so you can use 
it to apply Ice Damage to enemies as you speed past +0 03! 
Press the Left Stick in any direction you like just before you land 
from the Pirouette and you'll skate in that direction while retaining 
the speed boost signified by the blue effect behind Bayonetta’s 
feet. You can execute as many Pirouettes as you like while Speed 
Skating. The only catch it that you cannot change direction while 
repeatedly executing each one. 


Hold Function: Ice Barrage 


Hold Function Data 
Es 


Hold W on activating a kick within a pre-set 
combo sequence. 


UW upon activating Ice Barrage 


kce Barrage 


Ice Barrage Extension 


Regardless of which weapon you have Odette paired up with, 
you are able to hold & on any kick within a pre-set combo to 
modify the technique into a rapid Barrage attack, which will deal 
40 Ice Damage points per strike. This is a very effective means 
to deal Ice Damage quickly, while overwhelming the enemy with 
a seemingly neverending series of rapid Barrage techniques. 


Ice Barrage Odette Command Data 


MRE Barage’KickType Ice Damage 
Odette Specific 
veer Ice Flurry x 4 40 x multi-hit 
tet. lce Flurry x3 40 x multi-hit 
te. lce Flurry x 2 40 x multi-hit 
v lce Flurry 40 x multi-hit 
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Odette Specific Com tensió ] 


veer 
ert-@ 
wta 
ve 


Let's take a look at Odette’s kick combo again. Each & input of 
this combo sequence can be held to modify the strike into a rapid 
Barrage attack. This will allow you to deal Ice Damage and freeze 
your opponent much faster than usual 


Hold the first & input to deliver a rapid side kick combo >O 04. 
Hold the second and you'll get a stylish aerial Barrage > 
Holding the third © input activates a damaging hook kick 
combo +0 06. Lastly, holding the fourth W input will activate a 
lightning-fast mule kick combo and finish the sequence with a 
Wicked Heel. 


You can hold (or not hold) any & inputs of a combo sequence how- 
ever you like. Attack button inputs directly following an Ice Barrage 
activation are handled in exactly the same manner as with other 
weapons. The Ice Barrage attacks only modify the combo strikes; 
they do not stop or interrupt the flow of a combo sequence 


Ice Barrage Generic Command Data 


| ____ Command es Ice Damage 


Generic Commands 


Ice Flurry 40 x multi-hit 
Launcher, Freezing Death Spin 25 x multi-hit 
Ice Stomps 40 x mult-hit 
Ice Stomps, Pirouette 40 x multi-hit 
Ice Stomps, Pirouette 40 x multi-hit 


ce Stomps, Pirouette, Freezing Death Spin* | 25 x multi-hit 


e Stomps, Freezing Death Spin* 25 x multi-hit 
ce Flurry 40 x multi-hit 
Chilling Vortex 50 x multi-it 
Chilling Vortex 50 x multi-hit 
aqety.a Chilling Vortex x 2 50 x multi-hit 
LELEL S Quick Charge Ice Flurry 40 x multi-hit 
aasa Quick Charge Ice Flurry 40 x multi-hit 
ararte Launcher, Freezing Death Spin 25 x multi-hit 
irGGee Ice Stomps 40 x muiti-hit®* 
Chilling Vortex 50 x multi-it 
Chilling Vortex x 2 50 x multi-hit 
Quick Charge Aerial Ice flurry 40 x mult-hit 


airaaaary Quick Charge Aerial lce flurry 40 x multi-bit 
Birt Ore Aerial Freezing Death Spin 2 


x multi-hit 


*25x multi hit damage value applied for Freezing Death Spin 
**Summoned ice shards deal 50 damage per hit 


sions 


Generic Combo Ext 


Here we list the combo extensions possible taking into account 
the entire command listing available with Odette, combined with 
a hand-held weapon of your choice. No matter which weapon 
you have combined Odette with, you are still able to hold the 

W button inputs of the various combo sequences to modify the 
strike into an Ice Barrage attack. 


Ice Flurry 
ere 
aq. 


The familiar Heel Kick element of Bayonetta’s basic combo 
strings becomes a deadly Barrage if you hold W% upon execu- 
tion. The neat thing about this particular kick is that it will flow 
seamlessly into the Odette kick-led combo sequences, whether 
it's interrupting the Wicked Weave of @%@, or after the entire 
89. t combo. 


Freezing Death Spin 
LJA 

CELT ele 
airS+Ot+ei(& 


Holding %& during any instance of the Kickflip will modify the 
technique into a Freezing Death Spin >C 01. This attack applies 


a damaging ice effect as Bayonetta blasts upwards. The spinning 
Barrage attack that follows will hold the enemy in place while 
applying Ice Damage. 
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Ice Stomps and Pirouette 
(ground or air) @@&@ 
eeree 

See-o 

SGte-e 

ear. 


Holding the first W input of this set of combos will activate a 
very useful stomping Barrage attack )2. The Knockdown 
property applied to the initial stomping action will floor smaller 
enemies instantly, then the Barrage sequence will hold the en- 
emy in place while dealing Ice Damage. The Ice Stomps are also 
very useful when employed in mid-air. After an Aerial Combo it 
can be used to attack enemies directly beneath you. The Barrage 
effect of this technique will make it difficult to defend. 


Holding the next $ input of the sequence will activate an 
extremely rapid variation of the +Ù Pirouette )3. This is 
another one that is absolutely monstrous against smaller Angels 
-the initial stomps will floor your opponent, leaving the Pirouette 
completely free to deal damage 


Finally, holding the third %& input of these combo sequences will 
modify the Kickflip into a Freezing Death Spin 


Chilling Vortex 

(ground or air) @ ttt 
(ground or air) @@@%@ 
(ground or air) ® t.a 


Both instances of the Trip property leg sweep of these combo 
sets will become a spinning Barrage attack if © is held down 
upon execution )4. Against enemies susceptible to Trip 
property attacks, this Barrage is absolutely lethal! 


The Chilling Vortex kick modification is extremely effective during 
an Aerial Combo. Against larger Angels such as the Applaud and 
Ardor, adding these Ice Barrage elements to an Aerial Combo 
and then immediately following it up with a P+% Pirouette will 
freeze the enemy solid before you hit the ground. 


Quick Charge 
(ground or air) (& 
(ground or air) 88881% 


Kick Flurry attacks will activate a Quick Charge and automatically 
become an Ice Barrage. You do not need to hold $ to modify the 
kick element of these combo attacks. 


n Ce er E 
Odette: Technique Effects 


aaa eres 


Evade None 
Step Effect None 
Heel Slide None 


After Bumer Kick (Rising) None 
After Bumer Kick (Diving) None 


Heel Stomp Wicked Ice Stomp* 
Umbran Portal Kick Wicked Ice Stomp* 
Breakdance None 


*Requires 3 Magic Orbs 


Possessed by the soul of the fastest bird demon 
in all of Inferno, Sai Fung, can perform this 
nunchaku spin at blazing speed, unleashing 
attacks so fast that even a god would be unable 
to catch a glimpse. 


weapon 
3 Walkūrenritt 
Pee oma Complete 100 Chapters on Normal Mode or higher 
Production Version - 
Equip Type Hands 
Weapon Type Striking 
[Wicked Wenves 
Wicked Slam Blast, Stagger 


— 


Fung Scoring 


E o oins E E Cio Points 
Striking Attacks 4 1to10 4 
Barrage Attacks 2 n 3 

Dart Gun Attacks 1 12 2 
13 & onwards 1 
= 


Sai Fung Attacks 


The Wicked Slam is an open palm strike 
Wicked Weave, unique to Sai Fung. Just 
as potent as the Wicked Punch for Blast- 
ing enemies, the Wicked Slam comes 
with the added bonus of being able to 
apply the Stagger property in the process. 


tc tect 
4-stage Nunchaku Combo None 
Flicker to Heel Kick to Wicked Slam Blast 
Flicker to Uppercut Launcher 
2-stage Nunchaku Combo to Wicked Pound Launcher 
Nunchaku Twist to Wicked Pound Launcher 
Nunchaku Flurry to Wicked Slam Barrage, Blast 
4-stage Nunchaku Combo to Wicked Uppercut Launcher 
Boomerang Raid None 
Nunchaku Uppercut Launcher 
Aerial 2-stage Nunchaku Combo to Wicked Pound Knockdown 
Aerial Nunchaku Twist to Wicked Pound Knockdown 
Aerial Nunchaku Flurry to Wicked Slam Blast 
Aerial Boomerang Raid air9+8 None 
Aerial Nunchaku Uppercut aire+0+@ Launcher 


*X damage value is determined by the weapon currently equipped to Bayonetta’s feet. 


Sai Fung’s greatest strength is its amazing speed! Any meleé 
attacks executed with this weapon, strike so quickly that it's in- 
credibly difficult for enemies to parry or launch their own attacks 
through them. 


= NX 
Juggle Enraged Enemies! 


When using other weapons, any attempt to perform Aerial Combo 
strikes against an Enraged opponent will result in its body dropping 
out of striking range. Sai Fung on the other hand, strikes with such 
speed and intensity that enemies (even in Enraged state) will be 


Damage 


30 x 4, 30 x 4, 30 x 6, 30 x multi-hit 

30x 4, X*, 400 

30x 4, 150 

30 x 4, 30 x 4, 30, 800 

30 x 4, 30 x 4, 30 x 6, 30 x 3, 800 

30 x 4, 30 x 4, 30 x 6, 30 x 4, 30 x multi-hit, 800 
30 x 4, 30 x 4, 30 x 6, 30 x 4, 800 

10 x multi-hit 

150 

30 x 4, 30 x 4, 30, 200 x 2, 800 

30 x 4, 30 x 4, 30 x 6, 30 x 3, 200 x 2, 800 
30 x 4, 30 x 4, 30 x 6, 30 x multi-hit, 800 
10 x multi-hit 

150 


held in place during Aerial Combos as normal. >20 05 
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4-stage Nunchaku Combo (ground or air) @@@@ 


The basic combo string with Sai Fung is a spectacular Nunchaku 
assault. Not only are these strikes incredibly fast - Bayonetta will 
also fire shots from the built-in guns as she swings. 


Flicker to Heel Kick to Wicked Slam @&@ 


A quick and easy way to activate the Wicked Slam technique 

01. Combine this with the Advanced Dodge-Offset covered 
in the Advanced Meleé Techniques section to devastate the 
enemy. 


Flicker to Uppercut @-@ 


The input timing after the delay is quite tricky to catch. Listen out 
for the click when Bayonetta finishes the opening Nunchaku flick. 
Press @ at this precise instant to activate a Nunchaku Uppercut 


2-stage Nunchaku Combo to Wicked Pound 
(ground or air) 99.9 


A pair of quick flicks followed by a rolling overhead Nunchaku 
slam. As the slamming action is backed up with a Wicked Pound, 
this technique is very effective as both a Launcher and as a 
means to bring an Aerial Combo to a brutal end 
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Nunchaku Twist to Wicked Pound (ground or air) @ 


The Nunchaku Twist is a rapidly spinning overhead strike, which 
ends in a powerful slamming action, while the Wicked Pound 
finishing strike adds further insult to injury >O 02/03. After the 
delay, time your final @ input to coincide with the exact moment 
Bayonetta returns Sai Fung to the ready position. 


Nunchaku Flurry to Wicked Slam (ground or air) @ 9/(9 
The Nunchaku Flurry is an astounding display of carnage! Bayo- 
netta will fire shots from the built-in dart guns as she whips up a 
storm with a mesmerising onslaught. Rapidly tap @ to finish the 
sequence with a Wicked Slam. 


4-stage Nunchaku Combo to Wicked Uppercut ® 


Another combo with tricky timing. Following the input delay, 
timing your final @ input at exact moment Bayonetta returns Sai 
Fung to the ready position. This will tag a Wicked Uppercut finish 
onto the end of Sai Fung’s 4-stage combo. 


Boomerang Raid (ground or air) @+@ 


Upon activation, Bayonetta will throw Sai Fung at the targeted (or 
nearest) enemy, after which it will proceed to rapidly spin around 
the enemy's body while firing. This is a fantastic technique for 
rapidly accumulating large numbers of hits in the Combo Tally to 
increase the Combo Multiplier, or as a means to keep the Combo 
Timer active while you move to a new position. While Sai Fung 

is attacking elsewhere, Bayonetta is still able to fight barehanded 
and perform combos (even Wicked Weaves) as normal. 


Nunchaku Uppercut (ground or air) @+@+@ 


Bayonetta will stamp her foot to draw power, before wildly 
swinging out an effective Uppercut. This attack has no Hold 
Function, it's just a neat and simple flick of the Nunchaku. 


ws 


Hold Function: Charged Sho} 


[L echni [ Command iy Damage Combo Points 
Charged Shot | Press and release @ within 25 1 
Level 1 0.48 seconds (1 - 29 frames) 
Charged Shot Press and release @ within 50 1 
Level 2 1.00 seconds 
(30 - 60 frames) 
Charged Shot Hold @ for 1.01 seconds 50 1 
Level 3 (61 frames) 


Holding @ upon executing any strike of Sai Fung’s 4-stage 
Nunchaku Combo will stop movement and fire the built-in dart 
guns. The charge duration determines the number of shots fired 
>C 04. The fully charged version of this technique will fire ten 
shots at once! 


Charged Shot Data 


Charged Shot Level | Darts Fired 
Level 1 1 
Level 2 5 
Level 3 10 


Combo Input Data 


Combo input insertion window 1 second (60 frames) 


After performing a Charged Shot, the input window for continu- 


ing the pre-set combo from where you left off is increased to 
1 second. 


Evade Fires Dart Gun 

Perfect Parry One Inch Punch 

Tetsuzanko Wicked Punch*, Hold @ to fire 4 darts 

Witch Twist Wicked Uppercut®, Automatically fires 4 darts 


“Requires 3 Magic Orbs 


Perfect Parry Data EE m 
r _Tochnigue | Combo Points 


One Inch Punch 1,000 


Perfect Parry: One Inch Punch 


Sai Fung has by far the most stylish Perfect Parry counterattack 


in the whole game. It’s also a very powerful attack. +0 05 


15 (Striking), 5 (Special) 


Weapons 


Q 


Pillow Talk Scoring 


Striking Attacks 
Barrage Attacks 


10 and onwards 


A vessel for the demonic being Ma- 
havairocana, said to have seduced 
women by whispering sweet noth- 
ings during their dreams. Pillow 
Talk has incredible angel-killing 
power thanks to Rodin’s conjur- 
ing abilities. The demonic power 
summoned from the portal at the 
weapon's hilt takes the form of a 
strangely glowing green blade of 
light capable of slicing foes cleanly 
in half. 


Pillow Talk is incapable of Wicked 
Weave attacks. In order to reset 
the Score Reduction Penalty you 
must perform the Power-Up Hold 
Function. 


Weapon Data E 


Jupiter, the Bringer of Jollity 


Angelic Hymn Complete Non Stop Climax 

Production Version - 

Equip Type Hands 

Weapon Type Striking 9] 
Wicked Weaves =- 
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Pillow Talk Attacks 


4hit Laser Blade Combo 

Slash to Uppercut 

Shocking Blade to Stab 

Shocking Blade to Uppercut/Rising Dragon 
Quick Shocking Blade to Uppercut/Rising Dragon 
Spin Slash Combo 

Laser Blade Flurry 

Laser Blade Flurry to Wicked Stomp* 

4-hit Laser Blade to Uppercut/Rising Dragon 
Spinning Slice 

Uppercut/Rising Dragon 

Aerial Shocking Blade to Stab 

Aerial Spin Slash Combo 

Aorial Laser Blade Flurry 

Aerial Laser Blade Flurry to Wicked Stomp 

Acrial Spinning Slice 

Aerial Uppercut/Rising Dragon 

Helm Breaker 

Half-Moon Ray/Full Moon Ray 


*When combined with Wicked Weave capable weapon equipped to Feet. 
**It triggored fast enough, the 400 damage value becomes 100, 100, 


Pillow Talk handles in exactly the same way as Shuraba, except 
for the fact that Wicked Weaves cannot be performed. Instead, 
this laser blade is capable of a devastating PowerUp state, where 
normal attacks become just as terrifying as Wicked Weaves! 
XC 

~ 


Hold Function: Powert 


L Technique | comma Combo Points 
Laser lai-Jutsu Hold @ upon executing any combo strike 20 
Laser lai-Jutsu Data 

Charge Level | Activation Th Damage 
Lovel 1 Instant 260 
Level 2 1 second (60 frames) 7,000 
Level 3 2 seconds (120 frames) 4,000 
Power-Up Data 
Duration 6.5 seconds 
Effect Increases attack power. All normal hits are calculated 


as Wicked Weaves. 


Laser lai-Jutsu 

Hold @ to activate the lai-Jutsu stance. As with Shuraba, there 
are three power levels. Release @ upon or after the first flash 

of light to activate a standard drawn slash, or release @ upon 

or after the second flash of light to activate the PowerUp. The 
Power-Up technique massively increases the attacking power and 
striking range of Pillow Talk 01. Upon activation, the laser 
blade will sustain this powered state for 6.5 seconds and the 
Score Reduction Penalty will be disabled. 


Laser Helm Breaker Data SSS 


Charge Level Ist hit 2nd hit 3rd hit 
Damage Damage Damage 
Level 1 Instant 500 250 62 
Level 2 1.21 seconds 500 250 - 
mes) 
Level 3 2.21 seconds 1,000 = 
(133 frames) 
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Attack Effect Damage 
None 250, 250, 250, 250 

Launcher 250, 250 

None 250, 250, 160 x 3, 150 x 3, 400 

Launcher 250, 250, 160 x 3, 150 x 3, 250 

Launcher 250, 250, 160 x 3, 250 

None 250, 260, 250, 500 x 2 

Barrage 250, 250, 260, 250, 100 + 50 x multihit, 400/1,000 
Barrage, Knockdown 250, 250, 250, 250, 100 + 50 x multihit, 400/1,000, 800 
Launcher 250, 250, 250, 250, 250 

Barrage 300 x mult-hit 

Launcher 250 

None 250, 250, 150 x 3, 150 x 3, 400 

None 250, 260, 250, 500 x 2 

Barrage 250, 260, 250, 250, 100 + 50 x multihit, 400** 
Barrage, Knockdown 250, 250, 250, 250, 100 + 50 x multihit, 400**, 800 
Barrage 100 x mutt-hit 

Launcher 250 

Knockdown Variable (See Hold Function) 

None 60 (Half-Moon Ray), 2,500 (Full Moon Ray) 


Laser Helm Breaker 

Charging the Helm Breaker to Level 3 (release @ upon or after 
the second flash of light) will also activate the Power-Up. If a 
group of ground based enemies are making your life difficult 
while you charge the Power-Up technique, escape into the air 
and prepare it there instead. 


Combo Timer Freeze 

During the lai-Jutsu or Helm Breaker charging sequences, the 
Combo Timer will be frozen. As with Shuraba, you can hold a 
charge while retaining your ability to Evade — all while keeping 
your combo active 


Combo Input Data 


Combo input insertion window 1.8 seconds (108 frames) 
After performing a Laser lai-Jutsu, as was the case with Shuraba, 
the input window for continuing the pre-set combo from the held 
position is increased to 1.8 seconds. 


Evade None 
Perfect Parry Activates Level 3 lai Jutsu* 

Stiletto Activates Umbran Stinger (see Shuraba) 
Tetsuzanko None 

Witch Twist None 


*See Shuraba Perfect Parry data for damage and scoring 


Four guns created by an unknown super-civili- 
zation. Powered by an energy source known as 
Bazillionium, the deep crimson flash from the 
guns instantly breaks down the molecular bonds 
within its target. Able to discern the intent of its 
user, it is said that these strange, miraculous 
guns have the power to open a portal to another 
dimension. Thanks to Rodin, the guns also 
have gained demonic powers, making them an 
incredible threat to the denizens of Paradiso. 


N- 
Attack N Combo Points RSL combo Points Equip Type All 


far 


lars, the Bringer 
Complete Hard Mode 


Striking Attacks 10 1t0 5 10 Weapon Type Firearm a 
Barrage Attacks 2 6 8 Wicked Weaves Yes S 
Laser Attacks | 1 = 7 6 fi 
8 4 = 
2 
1 
O 
Attack Erect Damage 
2-hit Combo to Wicked Punch Blast 80, 200, 600 
Punch to Uppercut Launcher 80, 100 
Punch to Kickflip/Death Spin Launcher 80, 200 x 2/ 200 x 2, 25 x multi-hit ) 
‘Stomp to Wicked Uppercut Knockdown, Launcher | 80, 80, 200, 600 
‘Stomp to Wicked Stomp to Wicked Heel Knockdown, Blast 80, 80, 200, 800, 800 
Stomp to Wicked Stomp to Uppercut Knockdown, Launcher | 80, 80, 200, 800, 100 
‘Stomp to Wicked Stomp to Wicked Punt” Knockdown, Launcher | 80, 80, 200, 800, 600 / 600 + 25 x multi-hit 
Stomp to Wicked Punt* Knockdown, Launcher | 80, 80, 200, 600 / 600 + 25 x multi-hit 
2-hit Combo to Wicked Pound Launcher 80, 80, 800 
2-hit Combo to Wicked Heel Blast 80, 80, 800 
Sweeps to Wicked Heel Trip, Blast 80, 80, 80, 200, 200, 1,200 
Sweep to Wicked Uppercut Trip. Launcher 80, 80, 80, 200, 600 
Sweeps to Wicked Uppercut Trip, Launcher 80, 80, 80, 200, 200, 600 
3-hit Combo to Wicked Uppercut Launcher 80, 80, 80, 600 
Quick Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 40 x multi-hit, 800 
Kick Flurry to Wicked Heel Barrage, Blast 80, 80, 80, 80, 40 x mult-hit, 800 
Punch Flurry to Wicked Punch Barrage. Blast 80, 80, 80, 80, 20 x multi-hit, 800 
Punch Flurry to Wicked Stomp Barrage, Knockdown 80, 80, 80, 80, 20 x multi-hit, 800, 800 
4-hit Combo to Wicked Pound Launcher 80, 80, 80, 80, 800 
Triple Kick Combo Stagger 200, 200, 150 x 2 / 150, 50 x multi-hit, 150 
Double Kick to Wicked Uppercut Stagger, Launcher 200, 200, 600 
Kick to Uppercut Stagger, Launcher 200, 100 
Bullet Climax (Hands) None 40 x multi-hit** 
Bullet Climax (Feet) None 60 x multi-hit** 
Uppercut Launcher 100 
Kickflip/Death Spin Launcher 200 x 2 / 200 x 2, 25 x multi-hit 
Aerial Stomp to Wicked Uppercut Knockdown, Launcher | 80, 80, 200, 600 
Aerial Sweep to Wicked Uppercut Trip, Launcher 80, 80, 80, 200, 600 
Aerial Sweeps to Wicked Heel Trip, Blast 80, 80, 80, 200, 200, 1,200 
Barrage 80, 80, 80, 50 x multihit, 800 
Aerial Kick Flurry Barrage 80, 80, 80, 80, 50 x multi-hit, 800 
Aerial Punch Flurry Barrage 80, 80, 80, 80, 20 x multi-hit, 800 { 
Aerial Punch Flurry to Wicked Stomp Barrage, Knockdown 80, 80, 80, 80, 20 x multi-hit, 800, 800 
Overhead Dive Kick Knockdown 200 (initial), 200 (during fall), 300 (landing point) 
Aerial Bullet Climax (Hands) None 40 x muiti-hit 
Aerial Bullet Spin (Feet) Blast 50 x multihit 
Uppercut [Launcher 000 
Kickflip/Death Spin Launcher 200 x 2 / 200 x 2, 25 x multi-hit 


*Hold W to activate Death Spin 
**Same damage as normal gunshots 
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| Hold Function: 
Shot and Ripple Lasei 


Hold Function Data 
Kaa 


Shot Hold @ upon executing an attack Variable 1 


Damage Combo Points 


Ripple Laser Hold $ upon executing an attack 60 1 


MRE) charge Duration 


Shot Laser 5-19 frames 40 
Zillion Laser 20-44 frames 
Bazillion Laser 45 frames 


*1 frame = 1/60 seoconds 


Shot 

These amazing Shots have the power to hold an enemy in place 
momentarily while you perform follow-up strikes. When using 
the Bazillions it is important to note Bayonetta’s firing poses and 
make tactical use of them. 1 13 /( 


Ripple Laser 

The Ripple Laser is a high intensity barrage of light pulses, 
which behave in a similar fashion to the rapid-fire shots of the 
Scarborough Fair set. Whether you are attacking or Evading, the 
Bazillions create a spectacular light show! 


Step Effect ipple Laser 
Perfect Parry Headbutt** 

Stiletto Hold @ for Shot 

Heel Slide Hold ® for Rapid Fire 


After Burner Kick (Rising) | Hold ® for Ripple Laser 
After Burer Kick (Diving) | None 


Tetsuzanko Wicked Punch*, Hold @ for Shot 

Heel Stomp Wicked Stomp*, Hold ® for Ripple Laser 
Witch Twist Wicked Uppercut*, Automatic Rapid Fire 
Umbran Portal Kick Wicked Stomp*, Automatic Rapid Fire 
Breakdance Automatic Rapid Fire 


*Requires 3 Magic Orbs 
**See Scarborough Fair Perfect Parry data for damage and scoring. 


Rodin Attacks 


Angelic Spear, Flail B, Battle Trumpet 
Angelic Spear, Flail A 

2-hit Angelic Spear to Claw Combo 

2-hit Angelic Spear to Bow-Sword Combo 
Spear Combo 

Spear Combo to Ground Shock 
Chainsaw Combo 

Great Axe 

Infemo 

Radial Beam 

Bow-Sword Spin 

Great Sword Rising Slash 


A magical and mysterious weapon, Rodin allows 
you complete control over all Angelic Weaponry. 
Via simple button combinations you will be able to 
call forth attacks from all of the Angel Arms in the 
game to utterly devastate the enemy. Even mighty 
opponents such as the Golem can be stunned in a 
single hit! 


Unlock Condition Defeat Rodin 
Production Version — 

Equip Type Misc* 
Weapon Type Striking 
Wicked Weaves No 


*Takes over both weapon slots. 


CET: 


All Attacks i0* 
‘Treated as Angel Arm, so Score Reduction Penalty does not apply. 


Damage 

500, 500, 1,000, 1,500* 

500, 200 x multi-hit 

500, 500, 500, 500 x 2, 800 

500, 500, 500, 200 x multi-hit, 200 x multi-hit, 1,000 
500, 500, 100 x multi 000 

500, 500, 100 x multi-hit, 1,000, 1,000 (4 directions) / 1,000 (8 directions) 
500 + 200 x 5, 500 + 200 x 5, 1,000 + 200 x 5 

800 x multihit, 1,500 

500 x multi-hit** 

1,000 x multi-hit 

200 x multi-hit 

1,000 


“Last 1,500 may hit twice depending on situation. ** Activate by holding the button to make the attack time longer. 


Note: All Rodin combo attacks can be performed on the 
ground or in the air. 


Hold Function Data 
E commana A 


Battle Trumpet Hold @ 1,500 
Bow-Sword Hold & 2,000° 


“Hold button to shoot in 3 directions. 


Battle Trumpet 
Holding @ at any point will transform the golden halo set into a 
Battle Trumpet and fire a single high-energy shot 


Bow-Sword 

The Bow-Sword can be summoned by simply holding ®. 
Once Bayonetta readies the weapon you can either repeatedly 
tap & to shoot a series of three single shot arrows, or hold % 
for a powerful triple-arrow attack >20 01. 


Rodin: Technique Effe P 


Special Technique | 1: 77 


Evade None 

Step Effect None 

Stiletto @ to activate (200 x multihit) 

Heel Slide Activates Great Sword (100) 
None 

After Bumer Kick (Diving) None 

Tetsuzanko Wicked Punch* 

Heel Stomp Wicked Stomp* 

Witch Twist Wicked Uppercut" 

Umbran Portal Kick Wicked Stomp* 

Breakdance None 


*Requires 3 Magic Orbs. 
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Weapons 


Angel Arms 


\N 
>) 


©) 


ANGEL ARMS 


Certain types of normal opponents will drop the angelic weapon they carried 
into battle when killed. Press = when standing over one of these Angel Arms 
to pick it up and give the Angels a taste of their own medicine! 


Ee ) 
Torture Attacks 


In most cases, applying a Torture Attack to kill an enemy will 
cause the enemy to drop its Angel Arm upon death. Quickly grab- 
bing this weapon and using it against the Angel's comrades will 
massively boost your score. In some cases (Beloved or Grace 

& Glory enemies, for example) killing the enemy with regular 
attacks is all that is required for an Angel Arm drop. 


on ) 


Angel Arms take over the @ and ® functions of Bayonetta’s at- 
tacks for as long as you are holding them. Normal attacks are not 


possible while holding an Angel Arm, but Special Techniques are 
completely unaffected. If you want to drop an Angel Arm, simply 
click the Left Stick and it will be dropped on the ground, where 
you can choose to pick it back up later. 


ee Q \ 


Angelic weaponry cannot withstand Bayonetta’s demonic 
powers for very long and will disintegrate after repeated use. 
The Angel Arm Endurance gauge is displayed on the left of the 
screen once you have an Angel Arm equipped. The number of 
uses per attack allowed is documented in the ‘Uses’ column of 
each weapon's attack chart. 


ANGELIC SPEAR / HALBERD 


i Combo Points 
1 | 500, 500, 100 x multi-hit, 1,000 | 50,50,10,10,10,100 
1 [200x multi-hit 20 


Spear Combo 890 
Pole Dance Press & then ® 
Spear/Halberd Combo 


Affinity Type A 
Affinity Type E 
Applaud Type B 


A single stylish combo sequence, power- 

ful enough to take out a lesser Angel with a 
single execution. This attack strikes so hard 
and with such intensity that once activated it 


| Erem Eauipmont Data 
A Aim Drop Condition 
Torture Attack/Kill Enemy 


Torture Attack/Kill Enemy 
Torture Attack/Kill Enemy 


is extremely unlikely the targeted enemy will 
be able to strike through it. 


Pole Dance 

This is what the Angelic Spear is all about! 
Press © then rapidly spin the Left Stick to 
perform a deadly Pole Dance. This attack 

can rack up huge combo scores. Aim to dive 
into the heart of a group of Angels, and upon 
activation the whole troop will be trapped 
within the vortex this attack creates and suffer 
a huge number of hits. 


UMPE 


Technique | Command Uses Combo Points 
Energy Shot @ 3 2,000 200 
Hyper Energy Shot + 1 4,000 200 
Energy Shot Hyper Energy Shot 


Affinity Type B Torture Attack 


Press @ and Bayonetta will fire a single blast 
of sonic energy, which is more than enough to 
see off any lesser angels in a single hit! 


You only get a single use of this technique, 

but due to the devastating attack power you'll 
soon see why! Press & and Bayonetta will 
fire an extremely intense blast of sonic energy, 
which will make a serious mess of any Angel. 


BERL Aim Drop Condition 
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Press & 


Uses Damage Combo Points 
1 200 x mult-hit [20 
1 1,000 x multihit 100 


Linear Beam 

The opening animation of this attack is very 
long, but the results are well worth it. Press @ 
and Bayonetta will fire a long-distance, intense 
beam of sonic energy, which can rip through a 
whole group of enemies at once. While firing 
you can slowly aim the beam with # and =, 


Torture Attack 


Affinity Type C 


Eee oe .0.00UC 


FLAIL 


Due to the intensity of the beam attack, this 
technique will quickly apply Stun status to any 
enemy caught in its path. 


Radial Beam 

This attack is best suited for use during Witch 
Time. Get right into the heart of a group of 
enemies and hit $. Bayonetta will spin the 
Battle Horn like a hula-hoop and fire a power- 
ful rotating beam attack. 


Overhead Swing g 
Overhead Smash bi 
Overhead Swing 


The attack power of this technique is amazing. 
The Flail hits with such intensity that once 
caught up in the swing, most enemies have 
no chance of escape. The attack range how- 


Wi 


Affinity Type D Torture Attack 


s o Tochnigue | Commend a 


[Atm Drop Condition 


2 
E 
< 
T 
—— g 
Damage Combo Points 
4 200 x multi-hit 20 
2 500, 2,500 50, 250 


ever is very small, so make sure you use this 
attack right in the heart of a group of Angels, » 
or against a huge enemy like the Beloved to 5 
score big. 


Overhead Smash 6 
A quick swing, followed by an insanely power- 
ful smash from above. This will make an n 
impression on even the toughest of foes! 


(L Technique [Command a Combo Points 

Bow-Sword Combo aaa 2 500, 200 x multi-hit, 200 | 50 (opening), 20 (flurry), 
x multi-hit, 1,000 100 (finish) 

Divine Judgement Press or hold & 6 (normal), 2 (fully charged) | 2,000 200 


Bow-Sword Combo 

The flexible nature of the Bow-Sword weapon 
allows for this spectacular flurry combo. Press 
@ three times in succession and Bayonetta 
will deliver a devastating flurry attack, followed 
by a massive spinning finish. 


Applaud Type A Torture Attack 


RE A AA Drop Condition 


Divine Judgement 

This is a superb technique for dealing heavy 
damage from a distance. Quickly tapping ® 
will fire up to six single arrows. This is espe- 
cially devastating when used against a large 
group of enemies. Holding ® to charge up the 
attack (signified by a purple glow) will launch 
three arrows at once, but the number of shots 
is reduced to just two. 


Red HotTip! As the attack power of the 
Divine Judgement is so over the top, it is 
well worth using the normal shots and go- 
ing for a larger number of hits. 
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Angel Arms 
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GR SWORD 


Technique | Command Uses Damage 


Great Sword Combo @@ 
Great Sword Rush t 


Great Sword Combo 

A slow-moving, but very powerful 3-hit com- 
bo. It's best to use this technique within Witch 
Time, as the individual strikes are so powerful 
that they force the enemy backwards. 


Torture Attack/Kill Enemy 
Torture Attack/Kill Enemy 


Ardor Type A 
Ardor Type B 


GREAT AXE / 


Combo Points 
1 1,000, 1,000, 2,500 | 100, 100, 250 
1 100, 2,000 200 
Great Sword Rush 


A single rushing attack, which will run through 
smaller enemies in a single hit. Against strong- 
er enemies it's far better to use the Great 
Sword Combo. The attack power of this attack 
doesn't really justify its single use limitation. 


WAR HAMMER 


ESIC Demace 


800 x multi-hit, 1,500 
200 x multichit 20 


Axe/Hammer Swing @ 
Axe/HammerThrow = & 3 


Combo Points 
80 (swing), 150 (slam) 


Axe/Hammer Swing 

Bayonetta will wildly swing the weapon 
around and strike all enemies within close 
range, before slamming down a single, power- 
ful overhead strike. This attack is amazing 


Beloved Type A* Kill Enemy 
Boloved Type B Kill Enemy 
Boloved Type C Kill Enemy 
Braves Kill Enemy 


*Angel Slayer mode only 


against the Beloved type Angels. Activate 
Witch Time and connect this attack at the en- 
emy’s head to score all hits of the swing, and 
an additional mass of hits as the final strike 
rips down the Angel's body. 


Axe Hammer Throw 

Press %& and Bayonetta will lob the weapon 
at the currently targeted enemy, where it will 
deal rapid damage as it drives into its body. 
The axe or hammer will return to Bayonetta 
after it's thrown the first time, but will disinte- 
grate after the second execution. 


EEE S 


FIRE CLAWS 
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mee Combo Points 
Grapple Claw Hold @ then release 500 50 

Claw Combo eee z 500, 500 x 2, 800 50,50,80 
Inferno Hold © then release 1 500 x multi-hit 50 

Grapple Claw Claw Combo 


Hold @ and Bayonetta will draw herself into a 
new stance as she charges the claws. Upon 
release, even distant enemies can be grappled 
and dragged over to your position. 


xo | 
DEE A ee corrir 

Torture Attack, Kill Enemy 

Torture Attack, Kill Enemy 


A slow, but powerful 3-hit combo. Due to its 
slow speed, this combo is best used within 
Witch Time. 


Inferno 

Here's the real star of the Fire Claws attack 
arsenal. Hold ‘& and Bayonetta will begin 
charging the claws. Upon release, she will 
whip up a flaming storm capable of wiping out 
a whole group of enemies. A quick press of 
W will perform a weaker version of this attack 
with quicker executing time, but it's far better 
to give it the full charge and go for the kill. 


LIGHTNING CLA 


Peis | Commer 
Grapple Claw o e 

Claw Combo 
Ground Shock 


Enemy Equipment Data = 
MEE Arm Drop Condition 
Glory Tortu 
Gracious 


Attack, Kill Enemy 


Torture Attack, Kill Enemy 


Uses Damage Combo Points 
6 500 50 
2 500, 500 x 2, 800 50,50,80 
1 1,000 100 


Ground Shock 

The Grapple Claw and Claw Combo attacks 
with the Lightning Claws are identical to the 
Fire Claw versions. Holding %, however, will 
charge the unique Ground Shock attack. Upon 
release, Bayonetta will unleash an electric 
shock, which will travel along the ground in 
all directions, bouncing off walls and other 
surfaces as it goes. 


CHAINSAW 


Chainsaw Combo 

An extremely slow, yet extremely powerful 
3-hit combo. The Chainsaw hits multiple times 
on each strike as it rips through the enemy's 
body. Due to the low speed it is best to em- 
ploy this attack during Witch Time 


Enemy Equipment Data 


‘Arm Drop Condition 


Harmony Torture Attack 


(Technique | Command aC a anne : 
Chainsaw Combo eee 1 500 + (200 x multi-hit), 500 + (200 x multi- 50 (strike), 20 E 

hit), 1,000 + (200 x multi-hit) (multi-hit) < 
Chainsaw Drive t 1 500 x multi-hit 50 v 


Chainsaw Drive 

A single powerful rushing attack to run a 
single opponent through. Despite only getting 
one shot at this technique, it is well worth 
using it due to its sheer power. When con- 
necting this attack in mid-air you should input 
the $ command one jump height above the 
enemy, as Bayonetta will fall as she delivers 
the strike. 


The last, and potentially most powerful, set of upgrades and abilities 
Bayonetta can access come from buying and equipping the Accessories 
found in the Gates of Hell. We'll cover everything you need to know about 


each Accessory in this section. 


uipping Accessori 


Once purchased, you can equip Accessories to one of two slots 
on the Equip screen. A third, lower slot is also available, but only 
the Immortal Marionette can be equipped here, Some Acces- 
sories will need to be unlocked by completing various conditions, 
but after unlocking them you'll still need to get them from the 


Gates of Hell. Any such conditions will be noted in the table for 
each Accessory. 


Once you've collected a few Accessories, you'll need to decide 
which two to equip. This will depend on the situation and the 
enemies you are fighting. Generally, however, one slot should 
always be filled with the Moon of Mahaa-Kalaa, due to its Parries 
being useful in almost all situations. 


Sergey’s Lover Data 


Price 100,000 Halos 
Activation Press and hold @+% with at least four Magic Orbs available. 
Magic Gauge Cost One magic Orb per second 

Effect Creates a pair of after-images to mimic Bayonetta’s attacks. 
Scoring 3x score and damage per physical strike, 


Sergey’s Lover is a small doll-like 
accessory worn on the right arm. Acti- 
vating this sacred item with @+% will 
summon a pair of after-images, which 
will perfectly mimic Bayonetta’s attack 
movements 01. Basically, while 
this ability is active, you are scoring 
an additional 2-hits for every physical 
strike you connect. The afterimages 
cannot mimic Wicked Weaves or gunfire, but at close range their 
physical striking capabilities are just as devastating as Bayonetta’s! 


Gauge Management 

Once activated, this ability will drain the Magic gauge at a rate 
of one Magic Orb per second. Note that while there is no initial 
activation cost for this ability, you need a minimum of four Magic 
Orbs available in the Magic gauge or activation is disallowed. The 
magic drain rate is quite high, but remember that scoring physi- 
cal attacks will replenish the Magic gauge as you strike. With 


Sergey’s Lover in play you will need to strike hard and fast to add 
Magic to the gauge while the Accessory depletes it. Keep up a 
constant barrage of attacks and you can actually keep this ability 
activated for an entire Verse. 


A fantastic strategy to employ with Sergey's Lover, is to combine 
this accessory with the Gaze of Despair. The Gaze of Despair will 
keep all enemies on the field in a constant Enraged state. The 
Magic gauge fill rate for striking an Enraged enemy is doubled, 
so with a heavy barrage of attacks you'll easily shift the balance 
between the depletion and fill rate. You can easily end up filling 
the gauge faster than it depletes! 


INFERNAL COMMUNICATOR 


Infernal Communicator Data 


Price 100,000 

Activation Press and hold @+% with at least four Magic Orbs available 
Magic Gauge Cost | One Magic Orb per 2 seconds of use 

Effect Manifests five homing projectiles 

Scoring Five Combo Points per Little Devil strike 


The Infernal Communicator will summon five miniature demons 
known as the “Little Devils’ which will hover about Bayonetta 
while dormant +0 02. Pressing either @ or % will command 
these creatures to launch themselves at the targeted enemy, 
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striking quickly like a swarm of bees, 
before returning to Bayonetta. Once 
the formation of Little Devils have 
struck a target, they will not be able to 
attack again until they return to their 
starting formation around Bayonetta’s 
body. Once they are back in place they 
will resume attacking when you next 
push the attack button. 


This isn't an essential Accessory by any means, as its uses are 

far more situational than some of the others available to you. The 
Little Devils aren't very powerful, and don't actually have much 
range once they leave Bayonetta’s side, but they can still be useful 
against enemies that are fast moving and dodge your attacks of- 
ten. When used against smaller enemies, the Little Devils will very 
easily Stagger them, making things much easier for you 


Pulley‘s Butterfly Data 
Price 100,000 


Activation 
Magic Gauge Cost 


Press and hold @+% with at least fi 


r Magic Orbs available 
One Magic Orb per 2 secon: 


hield 


Effect Activates a damage-nullifyi 
Pulley's Butterfly will summon a set 
of five magical Butterflies, which will 
= À absorb damage on Bayonetta’s behalf 
03. Each Butterfly can withstand 
100 points of damage. Any amount 
Se above this is passed through the 
remaining number of Butterflies. The 
last Butterfly remaining will absorb the 
entire damage value of an incom- 


ing attack. If, for example, you have a full set of five Butterflies in 
formation and are struck by an attack that deals 500 damage, then 
all five Butterflies will be destroyed. However, if you have a full set 
of five and get hit with an attack which does 400 damage, you will 
lose four Butterflies, and the one remaining will absorb the entire 
damage value of the next attack 


As you can see in this table, the damage value that each But- 
terfly can absorb is adjusted as you go up through the game's 
difficulty settings. 


Shield Cancel 

To quickly deactivate an instance of Pulley’s Butterfly, so that 
you can reactivate a fresh shield, press and hold @4®& until your 
current set vanishes. The process of deactivating and reactivat- 
ing your shield still takes a few seconds, so you'll need to move 
away from nearby enemies. 


Shield Adjustment Per Difficulty 


Butterfly # | Normal, Hard Climax 
1 100 200 300 
2 100 200 300 
3 100 200 300 
4 100 200 300 
5 Whole Attack Whole Attack Whole Attack 


100,000 
Automatically triggered upon taking a hit 


Activation 
Magic Gauge Cost 


Four Magic Orbs per activation 
Effect Automatically triggers Witch Time 


Selene’s Light will instantly trigger 
Witch Time the moment an attack 
strikes you. This will activate a brief 
instance of Witch Time at a cost of 
four Magic Orbs. As Witch Time is ac- 
tivated the very moment you take a hit 
from an enemy, you will be subjected 


to the damage and movement delay resulting from the hit connect- 
ing. This animation cannot be effectively cancelled by Evading, so 

if you sustain a particularly heavy attack that knocks Bayonetta off 
her feet, she will not be able to strike back immediately. 


Selene’s Light is best used as an emergency measure, rather than 
as an ability that you can exploit to gain the upper hand in battle. 
Since you sustain damage from the incoming strike, it's not an 
effective means of shielding yourself from harm. Should you be 
finding things overwhelming when first starting the game, then by 
all means equip this item. It will give you a moment to think after 
sustaining damage. 


Accessories 


Star of Dinéta Data l 


Price 100,000 

Activation Automatically activated while taunting the enemy 
Magic Gauge Cost None 

Effect Replenishes health 


Taunt Type Health Regeneration 
Short Taunt 100 health points 
Long Taunt* 400 health points 


‘Health regeneration rate is 100 health points per second. 


The Star of Dinéta is an extremely useful item when learning the 
game, or working out how to deal with an enemy's attacks. Simply 
taunt a targeted enemy and you will regain a small amount of 
health. There are two activation methods for this ability: 


A quick tap of Left bumper/T) button will activate a short Taunt 
and restore 100 points of health. 


Holding Left bumper/Li) button to 
activate the Long Taunt will restore up 
to 400 health points at a rate of 100 
health points per second. 


A great way of restoring health in rela- 
tive safely is to equip this accessory 
when you only have one Angel remain- 
ing on the field of the current battle. 
Keep hold of Left bumper/L button 
to activate the Long Taunt, and Evade when he attacks to enter 
Witch Time, where you can hold the button to Long Taunt once 
again. Keep this routine up and you can replenish your entire health 
gauge. Remember this technique when you start playing in Angel 
Slayer mode. During this huge endurance battle, health regenera- 
tion becomes vital! 


Red Hot Tip! When an enemy enters Enraged Mode, an 
activation animation will execute. Continue to hold Taunt 
during this animation to regenerate health in safety. 


Evil Harvest Rosary Da! 


Price 100,000 
Activation Evade within five frames of an enemy attack connecting. 
Magic Gauge Cost None 
Effect Manifests an explosive ball of energy. 

Scoring Five Combo Points per explosion connection. 

The phrase “reap what you sow” 

j perfectly sums up the Evil Harvest 
Rosary. This accessory will automati- 
cally activate upon Evading an enemy 
attack within the same window that 
would allow Witch Time to activate. 
When activated, the Evil Harvest 
Rosary will manifest a single, highly 
volatile energy ball, which will explode 
on contact with any enemy. +0 01 

l 

Tochnique|Command nn Damage 

Energy Ball Evade enemy attack within | 1,000 


five frames. 


The energy ball scores five Combo Points per hit, per enemy when 
it explodes. Larger enemies or enemies caught within the very 
centre of the blast will often endure multiple hits from the blast. 
This counterattack blast is very powerful; the explosion will stag- 
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ger or scatter all but the heaviest enemies and keep the Combo 
Multiplier active while you dodge incoming attacks. While the Evil 
Harvest Rosary is equipped, Witch Time will be disabled. What you 
gain in defence is off-set by what you lose in terms of big combo 
chances within Witch Time. 


Red Hot Note! Since you don’t have access to Witch Time 
on the Non Stop Climax difficulty setting, equipping this 
Accessory effectively comes with no penalty. This makes it a 
great substitute for Witch Time on that setting, by Stagger- 
ing enemies long enough to give you an opening to attack 
after Evading. 


GAZE OF DESPAIR 


ze of Despair Data 


Price 100,000 

Activation Constant effect 

Magic Gauge Cost None 

Effect Enrages all enemies on the field. 

Scoring Combo Points per attack increased by 50% 
Enemy Enemy physical attack power increased x2. 
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This ancient mask is extremely of- 
fensive to Angels! Simply equipping 
this item will automatically trigger all 
enemies on the field to enter a state of 
absolute fury. Enemies in an Enraged 
State will attack faster, more often and 
become stronger. Their bodies will 
become tougher and their weight will 
increase to make aerial combos much 
harder. 


This accessory is extremely useful against bosses. The increased 
Magic gauge recharge rate will enable you to make almost 

constant use of Bayonetta’s Special Techniques. The high Combo 
Points grade thresholds for boss battles can be easily attained by 
equipping this item. When playing Hard and Non-Stop Climax dif- 
ficulties, the speed of the boss’ attacks will also not increase any 
further, as the difficulty setting has already put this at maximum. 


Enemy Lure 

A superb feature the Gaze of Despair provides is the Enemy Lure 
effect. While Bayonetta has this mask equipped, all Angels will at- 
tack her and her alone. Even if there is another target on the field, 
such as when you have to protect little Cereza or during an Out-Of- 
Body battle Alfheim Portal, the enemy will not even look at them. 


EEE 


MOON OF MAHAA-KALAA 


200,000 
Constant effect 

Magic Gauge Cost None 

Effect Nullify incoming damage. 


The Moon of Mahaa-Kalaa is an extremely important accessory! 

Equipping this item totally changes the possibilities of your fighting 
style by enabling the Parry System. It 

lE is highly recommended that you buy 

i this Accessory as quickly as possible. 

| Try training yourself by repeating the 

\ Vestibule Chapter, earning halos as 
you do. Having this accessory at your 
disposal by the time you hit the major 
bosses will make your life a lot easier. 


Activation Tap the Left Stick directly towards an incoming attack within 
five frames of the attack connecting, 

Effect Nullfies damage. 

Magic Gauge Gain | One Magic Orb per Parry. 


Scoring None 


Shiva’s Impact (Parry) 

In order to parry and nullify the damage of an incoming attack, you 
simply have to meet the strike by tapping the Left Stick directly 
toward the incoming strike. The timing for the strike is the same as 
Witch Time activation; as long as you have pushed @ at the attack 
within five frames of the strike dealing damage, then the strike will 
be Parried and nullified CJ 02. This system allows for repeated 
Parry attempts, meaning that you can repeatedly tap [J directly 

at the attack as it approaches. Once the attack is within the five 
frame range, the Parry will be executed. The action of parrying is 
completely independent of Bayonetta’s animation. Regardless of 
where you are in terms of attack animation, as long as you get the 
timing and direction right you will Parry the incoming strike. Even in 
situations where you are completely open to attack, such as during 
the Final Evade pose, you can still Parry any incoming attack! 


During boss battles you will find that you'll need to employ long- 
distance Wicked Weave attacks quite often. Working Parries into 
your attack routine will quickly charge the Magic gauge, allowing 
you to make frequent use of techniques such as the Tetsuzanko to 
score hits from a distance. 


Stagger 

Against most non-boss enemies, the act of stopping one of their 
attacks dead with a Parry will leave the enemy Stunned for a mo- 
ment. Certain enemies, such as the Ardor, can defend against your 
attacks and interrupt your combo flow. But if you first Stagger the 
enemy, you will be presented with a perfect opportunity to coun- 
terattack with a powerful strike or begin a new combo sequence. 


Projectile Parrying 

Parrying a projectile attack will deflect the shot straight back at the 
sender, dealing damage while boosting the Combo Multiplier. This 
is a fantastic strategy to employ during the game's boss battles, 
as these huge creatures will often use projectiles from a distance. 
Repeatedly tapping the Left Stick towards them will easily deflect 
each blast and earn you a much bigger score. 


Shiva’s Revenge (Perfect Parry) 

Shiva's Impact, or the Perfect Parry as called in this guide, is a high- 
risk/high-reward technique. Learning this technique will allow you 
to devastate even the toughest enemies. The input command for a 
Perfect Parry is the same as the regular variety, but the timing has. 
to be absolutely spot-on! To achieve a Perfect Parry you must input 
the Parry command within the damage-dealing frames of an enemy 
attack. This will activate an extended instance of Witch Time (except 
on Non Stop Climax ), and execute an automatic counter-attack with 
the currently equipped weapon. +0 03 


Parry Data 
Tap the Left Stick directly towards an incoming attack during 
the damage frames of the attack connecting. 


Effect Activates an extended instance of Witch Time (up to 8.5 
seconds), an automatic counterattack and replenishes health 
gauge by the total damage nullified + 100 health points. 


Magic Gauge Gain | 3 Magic Orbs, 2 (execution) + 1 (counterattack) 
Scoring 


Five Combo Points per hit for enemies within range of 
the counterattack + weapon specific @ attack Combo 
Points award. 


man 


Accessories 


Accessories 


The counterattack differs between the various weapons of 
Bayonetta’s arsenal, but in all cases you can use Ẹ to completely 
cancel the automatic counterattack activated by scoring a Perfect 
Parry. Hold the Left Stick towards the enemy upon scoring the 
Parry and press @ to cancel the counterattack animation and 
Evade towards the target — from here you can begin the attack of 
your choice immediately. 


Scoring a Perfect Parry while playing Normal and Hard mode 
will activate an extended instance of Witch Time, regardless of 
whether or not Witch Time activation is possible via an Evade for 
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that particular attack. The initial Witch Time duration of the Perfect 
Parry is 3 seconds, and this can be extended to up to 8.5 seconds 
if you immediately attack with a fast and heavy barrage of physical 
strikes. Such a lengthy Witch Time duration will allow you to deal 
extremely heavy damage, even against difficult enemies like Gra- 
cious & Glorious or your rival Jeanne. 


Red Hot Note! As if the extended Witch Time isn’t enough, 
your health gauge is replenished by the total damage nul- 
lified by the Perfect Parry, plus an extra little bonus of 100 
health points! 


EOE 


ETERNAL TESTIMONY 


Etomal Testimony Data 


Price 500,000 Halos 


Activation Constant effect 
Magic Gauge Cost None 
Effect Automatically charges two Magic Orbs at the rate of one Orb 


every 1.66 seconds (100 frames). 


The Eternal Testimony will automatically charge two Magic Orbs 
of the Magic gauge. A neat little item which might come in handy 
when you are low on Magic and need to activate a special tech- 
nique. Having this Accessory equipped when fighting enemies 
where using repeated Weave Tetsuzankos is necessary, will mean 
that you can use the attack more often when your Magic is low. 


Bracelet of Time Data l 


Unlock Condition | Complete game in under 3 hours, then enter the Gates of Hell. 


Price 200,000 Halos 
Activation Press and hold Left bumper/T button. 
Magic Gauge Cost | One Magic Orb per 0.5 seconds use. 


Effect Manually activate Witch Time. Regular Witch Time via evade 
disabled, Taunt disabled. 


With this amazing Accessory 
you can activate Witch Time at 
your leisure! Simply press and 
hold Left bumper/T) button 
and Witch Time will activate, at 
a cost of one Magic Orb per 0.5 
seconds use. >20 01. While the 
Bracelet of Time is equipped, 
Witch Time will not activate via 
the usual method of Evading an 
enemy attack. The Perfect Parry 
Witch Time activation, however, 
is completely unaffected. It 

is possible to score a Perfect Parry to activate Witch Time, build 

up the Magic Gauge by attacking an enemy, and then hold Left 
bumper) button to seamlessly switch over to a Bracelet of Time 
Witch Time activation as the Perfect Parry instance is about to end. 


Red Hot Note! Even if the enemy is in Enraged State the 
Magic Gauge will not fill up as you dish out attacks, nor will 
Magic Recovery items have any effect during Witch Time that 
is activated via the Bracelet of Time. This would be a little too 
good to be true! 
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Since the Tetsuzanko gives you 
an Orb back upon connecting, 
this almost grants you an infi- 
nite supply of Weave attacks. 


Whilst this Accessory is not on 
the same level as the Moon of 
Mahaa-Kalaa, it can be useful to 
combine it with other Acces- 
sories that require Magic to 
activate. 


As Taunt is disabled when this Accessory is equipped, you may 
want to pair it up with the Gaze of Despair to increase the fill rate 
of the Magic gauge. When playing Non Stop Climax you will find 
this combination extremely useful. With the increased Magic 
gauge fill rate applied by the Gaze of Despair, you can manually ac- 
tivate Witch Time when fighting tough opponents after sufficiently 
building the Magic gauge via attacking. 


It's best to fill your Magic Gauge as much as possible before man- 
ually activating Witch Time. This will allow you to deal extremely 
heavy damage in complete safety. Plan your activations carefully. 
For example, when playing against bosses in Non Stop Climax, it's 
often worth replicating the Normal and Hard Witch Time activation 
locations, and attacking hard upon activation. 


Immortal Marionette Data 


Unlock Condition | Complete Easy Mode or below 


Price 100,000 Halos 

Activation Constant effect 

Magic Gauge Cost None 

Effect Activates Easy Auto mode, reduces Combo Points by half. 


Clearing the game's easy settings will allow you to carry the Easy 
Automatic play system over to the higher difficulties. The effective 
auto-pilot style of play Easy Auto provides comes at a cost: all 
Combo Points earned will be reduced by half. 


This Accessory occupies the lower slot in the Accessory Equip 
menu. As it occupies its own private slot, you are still able to 
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Climax Brace Data 


Unlock Condition | Obtain 101 Umbran Tears Of Blood and enter the Gates of Hell 


Price 500,000 
Activation Constant effect 

Magic Gauge Cost None 

Effect Activates Umbran Climax Mode 


The ultimate power, feared 
by both Angels and Demons 
alike, is the terrifying Climax 
Bracelet. Equipping this leg- 
endary item will push Bayo- 
netta into a constant Climax 
Mode. This level of power is 
usually only displayed during 
epic battles with the game's 
giant bosses. Each and every 
physical strike you deal will 
be accompanied by a Wicked 
Weave attack. As you can 
imagine, this level of power 


equip any two of the other 
Accessories you wish. While 
you may have the Easy Auto 
style of combos and attacks, 
the enemies will still attack 
and behave like those on the 
higher settings. So you're 
not guaranteeing yourself an 
easy time by equipping this 
Accessory. 


when used against the game's regular enemies is absolutely 
overwhelming >O 02. Due to the god-like power this Accessory 
gives the player, any scores earned while the Climax Brace is 
equipped will not be saved by the game or officially recorded in 
the Bayonetta online leaderboards. It can still be used, however, to 
help unlock some of the game's harder secrets. See the Secrets 
chapter for more on this. 


Accessories 
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Chapter 


Bayonetta is absolutely loaded with hidden items, unlockables, 
treasures, and a staggering array of references. In this chapter 
we will cover all unlockable items, and show you how to obiain 
each one. We'll also divulge the Easter Eggs, hidden tricks, and 
even cover many of the external references that pepper this 
amazing game. Read on to remove the veil and completely 
expose Bayonetta! 


ckables 
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UNLOCKABLES 


There are many unlockables for you to acquire in the game. From 
Achievements/Trophies, to weapons, to extra characters; they are all 


there. In this section we will detail every unlockable and how to get it. 
Read on to learn about the multitude of unlockables that you can use 
to enhance your gameplay. 


Unlockable J 


à á 
SPECIAL GAMEPLA' 


Requirement 


Clear all Chapters on Normal difficulty level. 
Clear all Chapters on Hard difficulty level 


Normal version of the handguns. Wicked Weave attacks are disabled with these. Two | Clear all Chapters on Normal difficulty level. 


Hard Mode Hard difficulty level of gameplay, 
Non Stop Climax Mode Very hard difficulty level of gameplay. 
Handguns 

pairs of guns, which can be equipped to hands and feet simultaneously. 
Sai Fung Nunchaku weapon, Can be equipped to hands only. 


Bazillions Laser gun weapon. Two pairs of guns, which can be equipped to hands 


and feet simultaneously. 


Pillow Talk Laser sword weapon. Can be equipped to hands only. 


Complete 100 Chapters (can be the same chapter over 
and over again). 


Clear all Chapters on Hard difficulty level. 


Clear all Chapters on Non Stop Climax difficulty level 


Rodin Golden Rings weapon which trigger Ange! Arm attacks. There are 4 rings, and equip- | Beat Rodin. 
ping these automatically fills both hand and foot slots for a weapon set 


Eternal Testimony 


Immortal Marionette 
accessory slot 
Bracelet OfTime 


equipped. 


Climax Brace 
aWicked Weave strike. 


Platinum Ticket 
Super Mirror (Bayonetta) 


Allows you to fight Rodin. 
Allows you to change Bayonetta’s costume. 


‘Super Mirror (Jeanne) Allows you to change Jeanne's costume 


King Of Little Devils ZERO Allows you to play as Zero through the game. You must start a new game to do so. 


Gives you two free orbs of Magic that constantly refil. 
Enables Automatic combat settings. Can only be equipped to the third 


Allows you to activate Witch Time by pressing the Taunt button. Taunts are disabled 
with this equipped. Witch Time can not be activated with evasion when this is 


Enables Boss Mode weapon condition so that all weapon attacks unleash 


Available in the Gates of Hell after obtaining 50 Umbran 
Tears Of Blood. 


Available in the Gates of Hell after clearing all Chapters on 
Very Easy or Easy difficulty level. 


Available in the Gates of Hell after clearing all Chapters on 
Normal difficulty level or higher in under three hours. 


Available in the Gates of Hell after obtaining 101 Umbran 
Tears Ot Blood, 


Obtain 10 million Halos in total (incl. Halos already spent). 


Available in the Gates of Hell after clearing all Chapters on 
Normal difficulty level. 


Available in the Gates of Hell after clearing all Chapters on 
Normal difficulty level with Jeanne. 


Clear all of Angel Slayer. 


Jeanne Allows you to play as Jeanne through the game. You must start a new game to do so. | Obtain Platinum Rank for all Chapters in Normal 


Gallery This is added as an option to the main Title Screen. The gallery has concept art, CG 


art, and music from the game. 


Angel Slayer Add the “Lost Chapter” to the Chapter Select menu. 


ee 


difficulty level. 
Clear all Chapters on any difficulty level 


Clear all Altheim Portals. 


THE GALLER 


When you clear the game on any difficulty level, the Gallery 
will be added to the Title Screen. The Gallery contains loads 
of artwork and music from the game. Here is what you'll find 
inside the Gallery. >O 01 


Concept Art 

@ Characters: sketches of the characters in the game. 

@ Objects: sketches of weapons and other objects. 

@ Backgrounds: sketches of environmental items. 

® View All: this is a slide show that displays all entries 
from the first three categories. 


Sound Jukebox 

There are seven albums (LPs) to choose from, and each LP has 
a unique song set. Use the controller's shoulder buttons to scroll 
right & left through the LPs and use the directional pad to scroll 
up & down through the various songs. 


3D Models 

© Bayonetta: CG models for Bayonetta showing her various 
costumes and weapons equipped. 

@ Jeanne: CG models for Jeanne showing her various 
costumes and weapons equipped. 

@ Supporting Cast: CG models for Luka, Cereza, Balder, 
Rodin, and Enzo. 
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Humans: CG models for various town people. 
Beast Within: CG models for the various beast forms 


+ 

+ 
of Bayonetta and Jeanne. 

@ Angels: CG models for all the in game basic enemies. 

# Bosses: CG models for all the in game Bosses. 

@ \nfernal Demons: CG models for all the Climax Kill demons. 


New Release 
Let's Dance Boys: This is the dance movie that plays at the end of 
the credits when you beat the game. 
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WEAPONS 


Bayonetta starts off with handguns, but that is a far cry from the full arsenal she can ob- 
tain. This section lists all of the weapons you can acquire and tells you how to get them. 


Bayonetta’s Arsenal 
Wesson | Dene Requirement 


“Scarborough Fair E 


Complete the Vestibule chapter. 


Enchanted handguns 


Onyx Roses Shotgun Angelic Hymn: Trois Marches Militaires. 1 piece, Chapter I, Verse 4. 
Shuraba Katana Angelic Hymn: Quasi Una Fantasia. 1 piece, Chapter Il, Verse 7 

Kulshedra Whip Angelic Hymn: Fantaisie-Impromptu. 2 pieces, Chapter IIl 

Durga Electric & Fire claws Angelic Hymn: Sonate in DK. 448. 3 pieces, Chapter V. 

Odette Ice skates Angelic Hymn: Les Patineurs Waltz op. 183. 3 pieces, Chapter VI. 

Lt. Col. Kilgore Bazooka Angelic Hymn: Messiah, HWW. 56. 3 pieces, Chapter IX. 

Handguns Normal handguns Complete Normal difficulty. 

Sai Fung Nunchaku Angelic Hymn: Walkirenritt. One piece, complete 100 Chapters. 

Bazillions Laser gun Angelic Hymn: Mars, the Bringer of War. One piece, complete Hard difficulty. 

Pillow Talk Laser sword Angelic Hymn: Jupiter, the Bringer of Jollity. One piece, complete Non Stop Climax difficulty. 


Rodin Golden rings Beat Rodin in the Platinum Ticket fight. 


HE GATES OF HELL _ 


Unlockables 


Rodin has a lot of merchandise for sale. In this section we will detail his entire inventory, its price 
and how to unlock the hidden items. The grand total required to purchase everything in the Gates 
of Hell (excluding the Lollipops and the Red Hot Shot) is a staggering 6,434,399 Halos. í 


Techniques 


| Halo Price | Requirement $ 


Alt Weapons | Halo Price | | Requirement Techniques 
Onyx Roses 69,800 | Acquire Onyx Roses in the game. Air Dodge 10,000 | Stock item 
Lt. Col. Kilgore 99,800 | Acquire Lt. Col. Kilgore in the game. Stiletto 20,000 | Stock item s 
Durga 129,800 _ Acquire Durga in the game. Heel Slide 20,000 | Stock item 
Total Tetsuzanko 30,000 | Stock item 
Heel Stomp 30,000 | Stock item 
TE Breakdance 15,000 | Stock item 
meai md f After Burner Kick 20,000 | Stock item. 
Accessory | Halo Prica | Eaeeimenient Witch Twist 15,000 | Stock item. 
Sergey’s Lover 100,000 _| Stock item. Umbran Portal Kick 15,000 | Stock item 
Infernal Communicator 100,000 | Stock item Bat Within 30,000 | Obtain Panther form in Chapter V. 
Pulloy’s Butterfly 100,000 | Stock item. Crow Within 20,000 | Obtain Panther form in Chapter V. 
Selene’s Light 100,000 | Stock item. Umbran Spear 20,000 _| Purchase Crow Within. 
Star of Dinéta 100,000 | Stock item. Total 
Evil Harvest Rosary 100,000 | Stock item. 
Gaze of Despa 100,000 | Stock item, 
Moon of Mahaa-Kalaa 200,000 | Stock item. Rodin's Treasures M 
Etemal Testimony 500,000 | Obtain 50 Umbran Tears of Blood Treasure | Halo Pri Requirement 
Bracelet of Time 200,000 | Clear Normal or higher in under three hours. ‘Umbran Elegance #01 200000 Obtain Kulsheare 
Climax Brace 500,000 | Obtain 101 Umbran Tears of Blood ‘Umbran Elegance #02 20.0000. Obtain Lt. Col. Kilgore 
Immortal Marionette 100,000 _ Clear Very Easy or Easy. Umbran Elegance #03 S Obtain Odette 
Wia Umbran Elegance #04 30,0000 | Obtain Sai Fung 
Umbran Elegance #05 30,0000 | Obtain Durga. 
ll Platinum Ticket 999,999 Obtain 10 million Halos in total 
— __——_______ (incl. Halos already spent). 
| Halo Price | Requirement ‘Super Mirror 100,000 Clear Normal and higher 
Green Herb Lollipop Stock item. difficulty levels. 
Maga Graan Pab LE S Couture Bullet (PE. Uniform) Purchase the Super Mirror. 
Bieoar hoss Lalieg Foam Couture Bullet (d'Arc) Purchase the Super Mirror. 
Mega Bloody Rose Lollipop 8.000 Stock item. Couture Bullet (Various) | Purchase the Super Mirror. 
Yellow Moon Lollipop 5,000 | Stock item. Costare Bullet [Otay j Purchase the Super Mirror, 
MegaYellow Moon Lollipop | 8,000 Stock item. Coumure Chalat (Umbra) Purchase the Super Mirror. 
Purple Magic Lollipop 3,000 | Stock item. Couture Batet (rant Purchase the Super Mitr. 
Mega Purple Magic Lolipop MAE I stock tem. Couture Bullet (Queen) Purchase the Super Mirror. 
Red Hot Shot 5,000 | Stock item. = 
Witch Heart 30,000 | Stock item: 5 in stock (150,000 for alll. 
Moon Pearl 30,000 ‘Stock item: 8 in stock (240,000 for ail). 
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COSTUMES 4 


There are two ways to alter Bayonetta’s appearance. One is by stacked, such as having Kulshedra equipped to hands and Odette 
equipping an Umbran Elegance with the appropriate weapon, and equipped to feet. That weapon set would allow you to stack the 
the other is to select a special costume from the Chapter Select effects of Umbran Elegance #01 & #03 
menus. During gameplay, you will acquire new weapons that 
unlock Umbran Elegances, a perform treasure in Rodin’s store. Changing costumes must be done via the Chapter Select 

menus before you start playing. Costumes override the Umbran 
If you equip an Umbran Elegance via the Item menu, and also Elegance thus nullifying the perfume'’s effect. When wearing a 
equip the corresponding weapon, Bayonetta’s appearance will costume, the hair effect of a Climax Kill is cancelled. This means 
subtly change. Equipping the Umbran Elegance can be done at Bayonetta will not lose her clothes during those kills 


any time while playing. The effect of Umbran Elegance can be 
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BAYONETTA’S COSTUMES 


Umbran Elegance #01 Umbran Elegance #02 Umbran Elegance #03 Umbran Elegance #04 Umbran Elegance #05 


Kulshedra Lt. Col. Kilgore Odette Sai Fung Durga (Lightning) 


Umbran Elegance #05 Couture Bullet (d'Arc) 


Durga (Fire) Umbran Komachi A | Umbran Komachi B | Umbran Komachi c d'Arc 


Couture Bullet (Umbra) Couture Bullet (PE. Uniform) Couture Bullet (Nun) 


Umbra PE. Uniform A | PE. Uniform B | E. Uniform C Tee 


Couture Bullet (Queen) 


Queen 


Couture Bullet (Old) Couture Bullet (Various) 


Old Various A [ Various B 


369 


] EANNE’S COSTUMES 


Umbran Komachi A [Umbran Komachi B [Umbran Komachi C Old Umbra 


Couture Bullet (PE. Uniform) Couture Bullet (Nun) Couture Bullet (Queen) 


PE. Uniform A | PE. Uniform B | PE. Uniform © Nun Queen 


Couture Bullet (Formal) Couture Bullet (Various) 


Formal A | Formal B (Cutie J) Various A | Various B | Various c 
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EANNE 


If you achieve a Platinum rank for all the Chapters in Normal diffi- 
culty, you will unlock Jeanne as a playable character. You needn't 
get platinum on a first pass through the game, but can simply 
replay each Chapter as often as needed until you get the desired 
rank. Once that rank is yours, make sure you Update your play 
history at the final ranking screen. In order to play as Jeanne, you 
must start a new game — you can not use your save files and 
Chapter Select from the game you played as Bayonetta 


Attribute Changes 

Jeanne's character comes with several tweaks which affect 
basic gameplay. You'll notice that Jeanne's weapons all have 
different names than those used by Bayonetta, as well as slightly 
different appearances. However, all of Jeanne’s weapons are 
equivalent to Bayonetta’s. 


@ Has a 1.5x modifier for Wicked Weave attacks. This means 
Jeanne inflicts 50% more damage with Wicked Weave attacks 
than Bayonetta. 

@ Has a 1.5x modifier for damage received. This means Jeanne 
receives 50% more damage from enemy attacks than Bayo- 
netta 

@ Jeanne can only activate Witch Time by a perfect evasion. This 
requires the evasion to commence at the precise moment the 
attack hits Jeanne. This is the same condition as required for 
Bayonetta’s Bat Within technique 


@ Jeanne can Evade an unlimited number of times in a row. 
Bayonetta is locked to only five evasions in a row. 

@ Jeanne has the Moth Within Technique (same as Bat Within for 
Bayonetta) from the start. It's not sold in the shop. 

@ Jeanne gains double combo points during Witch Time 


Jeanne's Weapon Cross-reference 
Jeanne Weep Dessiption 


All 4 One Scarborough Fair Enchanted handguns 


Garnet Roses Onyx Roses 

Angel Slayer Shuraba 

Vritra Kulshedra Whip 

Kali Durga Electric & Fire claws 
Karen Odette Ice sk 

Col. Slade Lt. Col. Kilgore Bazooka 

Tang Lung Sai Fung Nunchaku 

Bloody Moon Pillow Talk Laser sword 
Treasures 


Jeanne does not get to use the Umbran Elegances, so they will 
not appear in the Gates of Hell. You can unlock the Super Mirror 
for Jeanne by completing Normal difficulty with her. Like Bayo- 
netta, she has several costumes to choose from. All of them are 
nearly identical to the styles Bayonetta has, but with different 
colours. Jeanne can also unlock the Platinum Ticket if you obtain 
10 million Halos with her. 


Col. Slade Tang Lung 
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Bloody Moon 


Unlockables 
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RO: KING OF LITTLE DEVILS 


lf you complete all of Angel Slayer, then you will unlock Zero 
as a playable character. As with Jeanne, you must start a new 
game in order to play as Zero. Zero uses the same weapon set 
as Bayonetta. 


Attribute Changes 
Like Jeanne, Zero's attributes have been tweaked a bit, which 
will affect gameplay. 


@ Can only sustain two hits of damage. The first hit will always 
strip Zero's HP down to 1 no matter how many points he 
has. The second hit will kill him. However, you can gain 
health via items and the Star of Dinéta accessory (via a 
Taunt). Any health that you gain above 1 HP will be stripped 
when you are hit by an enemy. This will leave you with only 
1 HP again. A little trick to keep Zero alive when he is down 
to 1 HP is to Taunt with Star of Dinéta equipped. The Taunt 
nets you 100 HP for a total of 101. You can then take a hit 
stripping you back down to 1 HP. and from there, the next hit 
will kill you unless you Taunt again to gain another 100 HP 
Obviously, it's pointless to Taunt excessively or use several 
items for health since the first enemy strike will always strip 
all HP above 1 point. 

@ Zero moves faster than Bayonetta and Jeanne. 

@ Can summon “Little Devils” without the Infernal 
Communicator accessory. 

@ Gains 2x magic (compared to Bayonetta). 
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Zero does not 
change into Panther 
or Crow forms, but 
he can perform the 
same feats. This 
means that, once 
you have acquired 
the technique, 
you can press the 
button to activate 
Panther form and 
Zero will run as fast 
as the Panther, but 
he will not change 
his appearance. 
The same thing 
happens with Crow 
form — he can fly, but his appearance remains the same. 
Zero's Crow form is called “Phantom Within” and his version 
of Umbran Spear is called “Phantom Flash" 


Treasures 

Zero doesn't get to change his appearance at all. This means that 
the Gates of Hell will not sell Umbran Elegances or the Super 
Mirror when you play as Zero. The only Treasure sold in the shop 
is the Platinum Ticket. As with Bayonetta and Jeanne, you'll need 
to obtain 10 million Halos to unlock it. 


PLATINUM TICKET 


If you obtain 10 million Halos, Rodin will sell the Platinum Ticket 
in his shop for 999,999 Halos. Buying the ticket starts the ultimate 
Boss Fight against Rodin himself. The fight takes place on the Non 
Stop Climax difficulty, and there is no way to change that. It’s truly 
a challenging fight, but fortunately, if you lose, Rodin refunds your 
999,999 Halos! You should be aware that the 10 million Halo re- 
quirement to unlock the Platinum Ticket is cumulative and includes 
all Halos that you have spent. So if you have spent 6 million Halos 
in the Gates of Hell, you only need to acquire another 4 million 

to unlock the ticket. For a full strategy on fighting Rodin, please 
refer to the "Defeating Rodin” section found later in this chapter. 
2001 
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If you clear all 21 Alfheim Portals in the game, you'll unlock the 
Lost Chapter in the Chapter Select menu. This is the Angel Slayer 
chapter, which is a special battle arena of sorts. You are faced 
with a series of Alfheim style battlegrounds where you must 
defeat every enemy in order to progress to the next battle. There 
are five Verses, and each Verse has ten battles with the exception 
of the fifth Verse, which has 11, giving you a total of 51 battles to 
clear. >20 02 


For a full strategy on how to accomplish this ultimate challenge, 
please refer to the “Clearing Angel Slayer" section found later in 
this chapter. 


DEP ATING NODIIN 


Father Rodin is easily the hardest enemy in the entire game. If you've 
fought against him already and seen his incredible strength and lightning- 
fast reactions, you may think that the battle is outrageous. Fear not, 
however, as it is neither outrageous, nor unfair as long as you have the 


Red HotTip! Don’t forget that you 
don’t have to pay 999,999 Halos again 
as long as you choose “Continue” after 
the battle. 


right strategy. Here you'll find ones that are certain to make short work 
of Rodin. Note that these strategies are based on playing with a fully 


charged Magic gauge. 


e 


] BEHAVIOUR | 


Rodin will start off slowly, but he changes his attacking pattern in 
the second half of the battle (once about half of his blue energy 
gauge is depleted). Here are the differences: 


@ He uses a longer version of the Punch Rush Combo. 

@ His Thrust attack will become much quicker, and will 
gain a second strike after the first one. 

He will release two spheres when he uses the Soul 
Sphere attack, 

@ He gains a very quick Wicked Weave-like attack, and will 
often use it repeatedly in quick succession. 

@ He stops using the Meteorite attack 

@ He can now use his Death Grab attack. 


Shuraba’s @&@ 
Activate the But- 
terflies of Protection 
immediately, and then 
use Dodge Offset to quickly access a Wicked Slice attack with 
@®&@. You should reactivate your shield only when it's neces- 
sary, and try to keep your Magic for the second half of the battle, 
where keeping the shield active will be essential. If you need 

to reactivate your shield, do so after blasting Rodin away with 
your Wicked Slice. Aim to land your Wicked Slice just as Rodin is 
coming within range, so that you can keep him away as much as 
possible. You'll need to Evade Rodin’s attacks when the shield is 
not active, aiming to stay safe and using Dodge Offset to strike 
with the Wicked Slice once there's an opening. 


Shuraba Bazillions Pulley’s Butterfly 


Evil Harvest Rosary 


Pillow Talk 

Start the battle with Shuraba and activate your shield with Pul- 
ley’s Butterfly. Hit Rodin with a @%&@ Wicked Slice to blast him 
away as in the previous strategy. Once Rodin is knocked away, 
use the space to 
switch to Pillow 
Talk and charge its 
Laser lai Jutsu to 
Level 1..Continue charging the lai Jutsu to the highest Level by 
using Dodge Offset to store your current Level while Evading. 


Shuraba Bazillions Pulley’s Butterfly 
PillowTalk  Bazillions Evil Harvest Rosary 


Once fully charged, ensure your shield is activated and unleash 
the attack upon Rodin. You can take advantage of Rodin’s Mete- 
orite or Fireball attacks to ensure he won't evade your attack. You 
can then knock him away again with @%&@ and begin charging 
to repeat the process. 


It is extremely important to Evade the Death Grab attack. Once it 
connects, Rodin will execute a devastating combo sequence, and 
Bayonetta will be left with no Health and unable to withstand any 
type of hit. This attack is signalled by Rodin’s right hand beginning 
to flash, just before he raises it. Use Beast Within combined with 
Evades to get away and ensure that the attack misses. Evading 
the attack is not that difficult, due to its long preparation time, but 
Father Rodin will execute the attack much more quickly when his 
energy is reduced to about half of his yellow gauge, giving you 
less time to react. 


Shuraba Tetsuzankos 

This strategy is centred around using your entire Magic gauge 
for Shuraba Tetsuzankos. This attack has incredible range and 
will always blast Rodin away, giving you space to set up your 
next Tetsuzanko. When the battle begins, lock on to Rodin and 
attack him with a 
Tetsuzanko to blast 
him away. Lock on 
again as he’s making 
his way back to you, and hit him with another Tetsuzanko just as 
he comes into range. Repeat this process until your entire Magic 
gauge is depleted. When you blast Rodin away, keep shooting 
with ™& to keep your combo. Begin using Evades and Parrying 
with Moon of Mahaa-Kaala to regain your Magic, so that you can 
use more Tetsuzankos. 


Moon of Mahaa-Kalaa 
Evil Harvest Rosary 


Shuraba Durga (Fire) 


Long Range Lasers 
Do not activate your 
shield at the beginning, 
because you'll need 
your Magic in the second half of the battle. Use the Beast Within 
to get away from Rodin, and begin to deal damage with P %. 
Again, Rodin’s Meteorite attack presents a nice attacking chance. 
Watch the ground for where the Meteors will fall and shoot the 
Bazillions as often as you can while avoiding the Meteors. 


Shuraba Bazillions Pulley’s Butterfly 


Evil Harvest Rosary 


Activate your shield in the second half of the battle once Rodin 
gets serious, and continuously attack him with the Bazillions. You 
will lose only one Butterfly if you let Rodin’s Death Grab hit you, 

so if your shield is full you should ignore this attack and keep 
shooting to damage him. 


373 


Defeating Rodin 


Defeating Rodin 


Rodin is arguably the hardest fight in the game. However, there 
is a way you can tip the odds heavily in your favour. By using the 
right accessories and weapons, you can defeat Rodin in a matter 
of seconds. If you are struggling to defeat Rodin and unlock his 
special weapon, then try this approach. Be warned though, it 
makes the fight so easy that it's almost like cheating. 


First you will need the weapon Pillow Talk which means you have 
to clear Non Stop Climax mode. Next, you need the Accessory 
Climax Brace which means you'll have to collect all 101 Umbran 
Tears of Blood. Finally, you need the Accessory Sergey’s Lover. 


Start by playing Chapter |. In Verse 2, leave all but one enemy 
alive, and then repeatedly taunt him to gain a full Magic gauge 
+C 01. Once you have full Magic, go and trigger the cutscene 
where the Gates Of Hell is introduced. Next equip Pillow Talk, 
Climax Brace and Sergey’s Lover before entering the shop. Once 
you have everything equipped, enter the shop and start the fight. 


At the start of the fight, transform into the Panther and run cir 
cles around Rodin to avoid his attacks. At first he will just follow 
you, so get close at least once to trigger his first series of attacks 
and then continue running to avoid damage. When Rodin finally 
pauses, run behind him and quickly use Sergey’s Lover to acti- 
vate the Doppelgangers. Now, hit Rodin with a continuous string 
of &(@ attacks. This will be a strike followed by a charge strike. 
You must be fast when you do this, so do not try to charge Pillow 
Talk for very long at all — a simple half second charge is sufficient. 
When you hear Bayonetta scream “Die” during the strike, you'll 
know you did the charge properly. 


CLEANING 
ANNIGIEIL SLAVE 


Angel Slayer is one of the toughest challenges to be 
found in Bayonetta. Surviving through all of its 51 
Stages is no easy task. Here we will take you through 
every single Stage and provide strategies designed to 
make things as simple and safe as possible. With the 
advice provided here, you won't have to worry about 
not making it to the end. 
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That's it. Do this correctly, and Rodin will fall before you in less 
than 12 hits. The reason this works is because Climax Brace puts 
Pillow Talk in Boss Mode which means it is fully charged. The (@ 
Laser lai Jutsu attack charges Pillow Talk even further, making 

it more damaging. And the Doppelgangers strike alongside you, 
meaning your attack damage is tripled. 


Since this approach requires that Climax Brace be equipped, you 
will not be able to update your Play History, but you will beat 
Rodin and unlock the special weapon he gives you. Once that 
weapon is unlocked, it's yours to keep forever. When the fight is 
over, simply quit out of Chapter | to the Chapter Menu and then 
save your game. And there you have it; that is all you need do to 
unlock Rodin's weapon. 


E BASICS 


Angel Slayer is a survival mode, where you must face increasingly 
tougher sets of enemies, one after the other. There are 5 Verses 
in Angel Slayer, and each one contains 10 Stages. Difficulty will 
increase from Verse to Verse. Angel Slayer starts on the Normal 
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setting in Verse 1, and moves up to the Hard setting for Verses 
2 and 3. Verse 4 and 5 are set to the most difficult game mode, 
Non Stop Climax, where Witch Time is disabled. 


As a survival mode, Angel Slayer can take a lot of time, so you'll 
have to keep your concentration for an extended period. This is 
a formal challenge from Platinum Games, and as such, usage of 
healing or help items is prohibited, and you neither can save nor 
continue during this mode. It's possible to reach the Platinum 
rank for combo and time easily, but Stages can last for a long 
time, making a no damage finish extremely hard — so the Pure 
Platinum rank is a serious challenge here. 
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Enemy Appearances 

Throughout this guide to Angel Slayer, 
we will provide Enemy Appearance 
tables for each stage. These tables will Bow Applaud (2) 
show you at a glance exactly which en- Hom Affinity (2) 
emies you'll be facing. This example table Trumpet Affinity (7) 
shows how the enemies are split into 

the order of appearance. In this example, 

you'll be fighting one Bow Applaud and three Trumpet Affinities 
to begin with, and then two more Bow Applauds once you've 
killed the first enemies. 


Bow Applaud (1) 


GENERAL TIPS 


Here we'll provide some brief general strategies and tips that will 
apply to Angel Slayer. Remembering all of these will help you to 
get through in one piece. 


Regaining Health 

You will need to survive each Verse in Angel Slayer on a single 
health gauge, and no healing items can be used here. It is there- 
fore advisable to attempt Angel Slayer mode only after you've 
maximized your health gauge, to have the best chance of surviv- 
ing. You can, however, make use of the Star of Dineta accessory 
to manually regain some health +0 02. To do this, you'll need 
to Taunt enemies, which is best done when there's only a single 
enemy left alive. 


It's also worth remembering that killing an enemy with a Torture 
Attack will cause a healing item to be dropped. This will not re- 
plenish much of your energy, but there are few healing methods 
in AS, so it can be very important. 


Angel Arms 

As usual, the enemies here can be made to drop their Angel 
Arms. Some of these are very useful, though not always at the 
Stage where you pick the weapon up. So it's often a good idea 
to save a particular Angel Arm for a Stage where it can be put to 
better use. During the strategies for each Stage, we'll often sug- 
gest when to take an Angel Arm to later Stages. 


Weapon Combinations 

The recommended default weapon combination is Shuraba 
(arms) and Durga (legs). This combination provides very quick at- 
tacks with high damage output. Some Stages will require you to 
switch to more specialized weapons, such as Kilgore or Kulshe- 
dra, but you should always have Shuraba and Duraga as one of 
your weapon sets. Tetsuzanko is the single most useful attack 
during AS, and you'll want to use it with Shuraba for the extra 
range it adds. 


Magic 

Managing your Magic gauge is very important in order to be 
successful. You can equip the Moon of Mahaa-Kalaa to gain 
Magic by Parrying enemy attacks continuously. This is going to be 
necessary in Verse 4 and 5 when Witch Time is unavailable. The 
Gaze of Despair is also very useful to increase Magic, and also 
increases your combo points gained. You can also use multi-hit, 
low damage combos with a dual Duraga in Electric Mode setup 
to rake in some Magic, though the Spear Angel Arm will do an 
even better job. =) 03 


Accessories 

Use the Evil Harvest Rosary from Verse 4 onwards, since there 
is no Witch Time available then. Its attack is extremely useful 

to Stun enemies, but if you deal too much damage with it, you 
won't get a high combo rating. Pulley’s Butterfly is perfect for 
absorbing attacks from some of the difficult enemies, such as 
Joy and Jeanne. Finally, the Moon of Mahaa-Kalaa should always 
be equipped, as the ability to Parry is essential to not getting hit. 
27004 
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Clearing Angel Slayer 


Time 26:50 25:40 24:30 23:20 

Damage 3,000 2,000 1,000 o 

Combo 4,200 80,052 155,904 383,460 
-R 7 Pa 


Strategy 

The first stage of Angel Slayer is an 
easy introduction to this test of skilland Dear (2) 

endurance. The Dears and Decorations in Dear & Decorations (1) 
the first wave of enemies can be quickly =——----— 
killed off by Cowgirl Spinning them, so 

that they hit 


and kill the Kulshedra Durga (Fire) Moon of Mahaa-Kalaa 
Decorations Onyx Roses Scarborough Fair Gaze of Despair 
flying around 


the area > 01. Once all of the Decorations have been killed, 
use a Snare to pull in the Dear and finish it off with a close range 
weapon. When the Dear & Decorations appear, run up close and 
use a (@ attack with Onyx Roses to remove their shield instantly 
and then follow up with a couple more (@ attacks to finish off the 
last few enemies. 


Strategy 

‘Spear Affinity (2) This type of stage with lots of Affinities 
Flail Affinity (2) and Applauds is a quite typical enemy 
‘Spear Applaud (2) pattern in Angel Slayer, and you can use 
Spear Affinity (2) it to gain large amounts of combo points. 
Flail Affinity (2) Torture Attack one of the first Spear 
‘Trumpet Affinity (2) Affinities, and then Evade into Witch 
Spear Applaud (1) Time and use the ® attack with its Angel 


Arm. This should kill off a few of the 

other Affinities and greatly weaken the 
Applaud. As soon as it has finished use another Torture Attack on 
one of the Applauds, but leave the Spear on the ground for now. 
Finish off the last enemies in the first wave using some normal 
combos, and then when they are all dead pick up the Spear and 
head to the centre of the area. 
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Use a few shots with "® as the next wave spawns in to keep 
the multiplier going and then use the © attack with the Spear 
on the enemy group. Use a Torture Attack on one of the Trumpet 
Affinities when that attack is over, but leave the Trumpet on the 
ground for now. Continue Torture Attacking any enemies with the 
Spear and use the $ move with it to kill off the remainder of the 
enemies. If you kept your Multiplier going throughout this battle 
you should have easily exceeded the Platinum combo require- 
ments for the Verse already, so pick up the Trumpet and head to 


the next stage. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


Gaze of Despair 
ie Q 1 
Strategy 
In this stage, you don't really have to Decoration (20) 
earn a lot of combo points, so kill the Dear (3) 
enemies as quickly as possible. Drop Kinship (2) 


the Trumpet on the floor, and then try to 
immediately get on 
top of the Kinship. 
Stay close to the 
weak point and use 
high damage combos such as @@4X(%(%& and you shouldn't 
have to Evade any Homing Missiles after the initial barrage. When 
the two Kinships are down, take out the Dear & Decorations the 
same way as in Stage 1, and then pick up the Trumpet again and 
head to the next Stage. If you've lost any health at this point you 
should leave one of the Decorations alive and then Taunt it with 
the Star of Dinéta equipped to regain your health. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


Star of Dineta 
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Stage 04 

Strategy | Angels 

Horn Affinities make their first Angel Spear Affinity (2) 

Slayer appearance in this Stage; re- ‘Trumpet Affinity (4) 

member that its attack will hit also other Horm Affinity (1) 

nearby Angels. You can make use of this Spear Affinity (2) 

to fight safely, but it will greatly reduce ‘Trumpet Affinity (2) 

your combo points. Use three @ attacks Hom Affinity (1) 

with the Trumpet to kill off some of the Bow Applaud (2) 

Spear and Trumpet Affinities while the eee 

enemies are still 

spawning, and then Shuraba Durga (Fire) Moon of Mahaa-Kalaa 

use a Torture Attack SEDE 


on the Horn Affinity. 

Pick up the Horn and use its © attack to kill off the rest of this 
group of enemies >C 02. Torture Attack the next Horn Affinity 
when the second wave of enemies spawns, and then use the ® 
once again to kill off a couple of the Affinities. Next concentrate 
on killing the two Bow Applauds, but you shouldn't waste any 
more Magic on Torture Attacks, as one of the Bow Applauds will 
always drop its weapon. Once it does, leave it on the ground until 
everything is dead and then take it with you to the next Stage. 


04. 
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Stage 05 
Ea 
Harmony (3) All the enemies in this stage can be killed 
Decoration (10) off quickly and easily by using Cowgirl 
Dear (2) Spins, which will also keep you relatively 
safe. Try and make 
Moon of Mahaa-Kalaa Sure that you are 
Gaze of Despair always spinning 
‘one of the Har 
monies, as these will be able to inflict the most damage on the 
other enemies, and can also cause the most potential problems. 
It should only take two or three Cowgirl Spins to kill off most of 
the enemies, and any that are left can be easily finished off using 
Snares and close range weapons. Once they are all dead make 
sure to pick up the Bow Angel Arm before continuing. 
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Stage 06 


Strategy | Angels 

There are a lot of Affinities in this Stage, Beloved (2) 

but the attacks from the Beloveds will kill Spear Affinity (6) 

off most of them for you. Straight away Flail Affinity (5) 

run to the back of the area and start firing 

at the first Beloved with % attacks from the Bow Angel Arm until 
the weapon is empty, and then finish it off quickly by Evading into 
Witch Time and using a @@@(%(%(% combo. By this time the 
second Beloved should have arrived, so with luck it will also be 
taking damage from the Damned Souls, as well as any Affinities 
still in the area. 


Strategy 


Kulshedra Durga (Fire) 


Moon of Mahaa-Kalaa 
Star of Dinéta 


Shuraba Durga (Fire) 


The first Beloved 
you kill will always 
drop its Axe Angel Arm, but you should leave this on the ground 
and finish off the second Beloved (and any remaining Affinities) 
with another Bomb combo. If you kill off both of the Beloveds 
and there are still some Affinities alive you should take the oppor 
tunity to heal up again with the Star of Dinéta, before killing them 
off and heading to the next stage with the Axe Angel Arm. 


| Angels Strategy 
Grace (1) Evade one of the enemy's attacks into 
Glory (2) Witch Time. Then use a @ attack with the 


Axe on Grace to take down most of its 
health, before finishing it off with some Stilettos or Tetsuzankos. 
Killing Grace first like this will make it drop its Claw Angel Arm, 
which you should leave for now and take with you to the next 
Stage once you are done on this one. Wait for another chance to 
Evade into Witch Time and then use the second @ attack with 
the Axe on one of the Glories +0 03, and then use a few normal 
hits to finish it off. You should try and kill off the final Glory quickly 
by using a Damned Soul combo after entering Witch Time, and 
then head to the next Stage with the Claws. 


Moon of Mahaa-Kalaa 
Gaze of Despair 


Strategy | Angels 

You will not have to fight all three Joys Joy (3) 

at once; they will join the fight as you kill Spear Affinity (3) 

off Affinities, so try and make sure to kill Flail Affinity (4) 

one off as soon as it arrives so you are ‘Trumpet Affinity (4) 
never fighting more than one. Since the 

Affinity’s attacks are quite easy to see coming, they should be 
your main source for entering Witch Time, and once there you 
should concentrate on fighting a Joy if there is one present. You 
can kill the first Joy easily after entering Witch Time by using the 
W with Grace's Claw Angel Arm, and if you are lucky this attack 
should also kill a couple of the Affinities. 


Shuraba Durga (Fire) 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa Use Torture Attacks 

Gaze of Despair on the Spear Affini- 

ties so that you can 

use their Angel Arm to kill the other Affinities until the next Joy 
arrives. Once it does, Evade into Witch Time and kill it off quickly 
using a @@@(%&(®& combo. Continue fighting the Affinities until 
the next Joy appears, and then use the same tactic to kill it. 
When you are getting down to the last few enemies, try and kill 
one of the Trumpet Affinities with a Torture attack, so that you can 
bring its Angel Arm to the next Stage, and then kill off the rest in 
the usual way. 
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Clearing Angel Slayer 


Clearing Angel Slayer 
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Stage 09 f 
Strategy [Anoe 
This is by far the most difficult stage of Faimess (2) 
the first Verse, so you should be espe- Fearless (1) 
cially careful and be sure not to make T =- 
any mistakes. While 
Ua snomis ae Shuraba Durga (Fire) Moon of Mahaa-Kalaa 
spawning, run over Gaze of Despair 


to the left-hand side 

of the area alongside Fairness, and use two @ attacks with the 
Trumpet to weaken it before it can move. It will probably try and 
attack you after that, so be ready to Evade into Witch Time and 
then very quickly try and line up the enemies and use a %& with 
Trumpet on them. This attack will deal massive damage to the 
enemies, and you can potentially kill both Fairness’ and severely 
weaken the Fearless with this one move +0 01. If there is more 
than one enemy left you should finish off one of them quickly 
with a Torture Attack to make things easier. Then use a Damned 
Soul combo after entering Witch Time to finish off the final one. 


2 
Time 32:35 31:10 29:45 28:20 
Damage 6,000 4,000 2,000 (9 
Combo 4,600 104,052 203,504 501,860 
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Stage 01 


Strategy 
23 enemies might seem frightening, but Spear Affinity (3) 
all of them are weak Angels. You should Flail Affinity (2) 

be more than used to fighting these and Trumpet Affinity (2) 
they can easily be defeated using normal Decoration (5) 
Torture Attack and Angel Arm methods. Dear (2) 

With proper Multiplier management and 
Ange! Arm usage, you should able to 
meet the Platinum combo requirement 
by the time you finish this Stage. When 


‘Trumpet Affinity (5) 
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Dear & Decorations (2) 


Hom Affinity (2) 


Stage 10 
Strategy 

Jeanne Ivi 1 (1) This is the final Stage of Verse 1, and 
Enchant (3) your main opponent is Jeanne. You might 


think that would be quite hard, but on 


this stage Jeanne 
Moon of Mahaa-Kalaa wil] rarely attack, 


Star of Dinéta 


Shuraba Durga (Fire) 


especially if you 
keep your distance 
from:her. The Enchants that accompany her will, however, follow 
you around and try and attack you as normal, so they become an 
excellent way for you to enter Witch Time, and should be left alive 
until Jeanne is defeated. 


Run away from Jeanne at the start and wait for one of the 
Enchants to attack so that you can Evade into Witch Time. Then 
run up and use a Barrage combo on Jeanne while Witch Time is 
still active, and retreat away from her as soon as it ends +0 02. 
Repeating this process three or four times is all it should take to 
kill off Jeanne. Once she is dead, the Enchants can be killed off 
easily, and this is another good time to heal up with the Star of 
Dinéta before embarking onwards to the second Verse 
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Shuraba Durga (Fire) 


Moon of Mahaa-Kalaa 
Gaze of Despair 


the first Horn Affin- 
ity appears, make 
sure you Torture 
Attack it straight away so that it doesn't kill off any of the other 
enemies, and then use the Horn’s W attack to kill off some of the 
enemies +0 03. When the second one appears, Torture Attack it 
again straight away, but leave the Horn on the ground. Continue 
killing the rest of the enemies as usual and then pick the Horn up. 
once you are done and head to the next Stage. 
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Enchant (11) 


Strategy 

Run to the middle of the area once the 
Stage begins and use a W attack with 
the Horn to kill off the initial large group of Enchants, along with 
a few that will spawn in to replace the first ones killed. The last 
couple should be easy enough to kill with a few (@ attacks from 


Onyx Rose or 
Moon of Mahaa-Kalaa Duraga Bombs. 
Gaze of Despair 


Onyx Roses Durga (Fire) 
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Stage 03 Stage 05 : 
| Angels Strategy | Angels Strategy 

Harmony (3) Concentrate on killing off the Harmonies ‘Spear Applaud (1) This is another excellent Stage for scor 
Spear Affinity (5) first to avoid being attacked from the Bow Applaud (1) ing a large amount of combo points, 

Flail Affinity (2) air and ground at the same time; using _Hom Affinity (3) so try and keep the Multiplier active 
Harmony (3) a Cowgirl Spin is, as always, a good Trumpet Affinity (2) throughout to reap the benefits. Straight 
Trumpet Affinity (2) method of attacking them, since it will Flail Affinity (4) away use a Torture Attack on the Horn 
Flail Affinity (2) allow you to damage the enemies on the ‘Spear Affinity (4) Affinity so that it does not kill off any 
Spear Affinity (1) ground at the same time. When the first of the other enemies and then use the 


batch of Harmo- 

Moon of Mahaa-Kalaa nies is out of the 
Gaze of Despair way it should be 

easy to finish off 
the Affinities with a couple of Torture Attacks and Angel Arm at- 
tacks. The second wave of enemies can be killed off in the same 
way as the first, but try and make sure you Torture Attack one of 
the Trumpet Affinities, so that you can take the Angel Arm with 
you to the next stage. 


Kulshedra Durga (Fire) 


Ba g ) 
Stage 04 
Strategy 


Shoot at the first Inspired with "® 

to knock it down and then keep your 
distance and continue shooting, while 
Parrying back its Fireballs. This is a good 
way to build up some Magic should you need it, and will also 

kill the enemy quite quickly, while saving your Angel Arm. When 
the next two appear, shoot one of them down as usual and then 
use two @ attacks followed by a & attack with the Trumpet to 
kill it quickly >O 04. The final one can be killed off like the first if 
you wish, or for a slightly quicker option you can run in after you 
knock it down and use a Barrage combo. 


Inspired (1) 
Inspired (2) 


Shuraba Durga (Fire) 
Shuraba Lt. Col. Kilgore 


Moon of Mahaa-Kalaa 
Gaze of Despair 


W attack with its 
Moon of Mahaa-Kalaa Angel Arm. 


Star of Dinéta 


Shuraba Durga (Fire) 


Next, Torture Attack 
the second Horn Affinity as soon as it appears, and do the same 
thing again. Most of the enemies should have been killed at this 
point, so kill off the rest quickly or take advantage of situation and 
get some health back using the Star of Dinéta. The Bow Applaud 
will always drop its Angel Arm, so make sure you pick that up 
before you head to the next Stage. 


a X \ 
Strategy Et 
Grace & Glory are far more active now Grace (3) 
that you are on the Hard difficulty, and Glory (2) 
while you do have to play relatively cau- = = 
tiously, they will give you plenty of op- 
portunities to enter 
Moon of Mahaa-Kalaa 


WitchTime. Run up Shuraba Durga (Fire) 
to Grace once it has Shuraba Lt, Col, Kilgore 
spawned and, after 

entering Witch Time, fire off the W attacks with the Bow to kill 

it. Once it’s dead wait for the chance to enter Witch Time again, 
and then use the remaining two © attacks on one of the Glories, 
before finishing with a Torture Attack. 


Gaze of Despair 


Pick up Grace's Claw Angel Arm and try to get a couple of the re- 
maining enemies together. Then, after entering Witch Time again, 
use the © attack with this weapon. If you got the enemies close 
enough you should be able to kill off a couple of them with that 

‘one attack, and you can finish off the final one with a @@@(t(% 
combo after entering Witch Time. 
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Clearing Angel Slayer 
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Stage 09 E 


Strategy 

The Beloved can cause a few problems 
in this Stage, because the sheer size of Flail Affinity (2) 

it can make it awkward to keep the Af- Trumpet Affinity (2) 
finities in view, as the camera will always Spear Affinity (4) 
try and angel itself upwards towards the Tar 
Beloved. For that 
reason alone you 
should try and kill it 
off quickly. Start by 
Torture Attacking one of the Trumpet Affinities and then use two: 
@ attacks followed a © attack with its Angel Arm on the Beloved 
to severely weaken it > 01. When you use the ® attack, try 
and line it up so that you take out some of the other Affinities at 
the same time. 


Beloved (1) 


‘Shuraba Moon of Mahaa-Kalaa 


Gaze of Despair 


Durga (Fire) 


When that weapon is used up, Torture Attack another Trumpet 
or Flail Affinity (whichever is still alive), and then use their Angel 
Arm to finally kill the giant. Kill off the last couple of Affinities 
as normal and then pick up the Axe Angel Arm dropped by the 
Beloved and continue to the next Stage. 
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Stage 08 
Ardor (3) 
‘Trumpet Affinity (7) 


Strategy 

Wait for the Ardor to attack and then 
Evade into Witch Time and use the @ 
attack with the Axe from close range. 
That attack should Stun the Ardor, which will give you enough 
time to use the second @ attack on it once Witch Time has ran 
out. If that didn’t kill it, you should use a Torture Attack on one of 
the Trumpet Affinities and then use @ attacks with the Angel Arm 
to finish it off. 


Use any remaining shots with the weapon on some of the 

other Trumpet Affinities while the next Ardor spawns. Once it 
arrives, Evade one of its attacks into Witch Time and then use 

a @@@(&(& combo on it, then repeat until it is dead. Do the 
same for the third Ardor when it spawns, and then start to kill off 
the remaining Affinities, making sure to finish one with a Torture 
Attack so that you can bring the Angel Arm to the next stage. 


Shuraba Durga (Fire) 
Shuraba Lt. Col. Kilgore 


Moon of Mahaa-Kalaa 
Gaze of Despair 
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Strategy 
Since you cannot enter Witch Time from 


Glorious (1) 

‘Trumpet Affinity (2) any of Glorious’ attacks, you should rely 
Flail Affinity (1) on the Affinities to give you easy access 
‘Spear Affinity (1) to it, and only attack it when you have 


Witch Time active to avoid unnecessary 
risks. Once you are in Witch Time, use two @ and then a ®& at- 
tack with the Trumpet on Glorious to kill it quickly before it causes 
too many problems. Finish off the Affinities by using a Torture 
Attack on the Spear one, and then use that Angel Arm to kill off 
the rest. Try to end this stage on full health and Magic. So if you 
need to restore either of those, make sure you leave at least one 
enemy alive to make use of the Star of Dinéta. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


Star of Dinéta 


Strategy | Angels 
These two Jeannes are completely differ “Jeanne Ivi 2 (2) 
ent to the one you faced back in Verse 1; x 
they are very active 
and will attack a 

lot. Equip Pulley's 
Butterfly before you 
begin the stage and then activate the Butterflies of Protection 

as soon as you walk into the area. Use a @@@(%(%(% combo 
when you are near the enemies, but not too close that they could 
parry your attack and take you out of the combo. The Butterflies 
should give you ample protection to get the entire combo off and 
the Damned Souls will inflict heavy damage to both enemies. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


Pulley’s Butterfly 


If you see the number of Butterflies start to drop, you should run 
away from both Jeannes and spin the camera around so that it 
is not facing them. Turning the camera like this will prevent them 
from using any quick long-range Weave attacks, which should 
give you enough time to reactivate the Butterflies >O 02. Keep- 
ing using the Butterflies in conjunction with the Bomb combo 
and it shouldn't take long to kill off both enemies. Once one of 
them dies, however, you can switch to Parrying tactics against 
the final Jeanne to conserve some of your Magic. 


Torture Attack 


6,000 4,000 2,000 0 
4,200 80,052 155,904 383,460 
= X i 
Stage 01 
Strategy [Angels 


Although the enemies are Burning, this Buming Spear Affinity (10) 
is a relatively straightforward fight. Enter Buming Ardor (2) 

Witch Time and attack the enemies nor 

mally until you have 
built up enough 
Magic to use a 
Torture Attack on 
one of the Spear Affinities. Enter Witch Time again and use the 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


‘Star of Dinéta 


W with the Spear to start scoring heavily and weaken the Ardors. 


Keep repeating the Torture Attacks on the Spear Affinities and 
using their Angel Arm until all the enemies are killed off. If you 
keep the Multiplier going for this entire battle you should have 
once again already well exceeded the Platinum combo require- 
ment. With so many Spear & attacks you should also have fully 
replenished any Magic that you used up against Jeanne, but if 
you still need some health, make sure to leave one enemy alive 
so that you can replenish that as well. 
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Stage 03 E 


Strategy [Angels 

Use two @ attacks with the Trumpet on Brave (9) 

the first Brave that spawns and then wait 

for the second one to fully appear and 

line up a © attack 
to hit both of them. 
That final $ attack 
will easily finish 

off the first Brave and might even kill off the second one. If it 
survives, kill it quickly using a couple of Tetsuzankos or a @&@ 
combo. The first Brave should have dropped its Angel Arm when 
you killed it, so pick that up and then Evade one of the next en- 
emies attacks into Witch Time and use a @ attack with it at close 
range to kill one of the Braves. Repeat this for the next enemy 
you come across. 


Moon of Mahaa-Kalaa 
Gaze of Despair 


Shuraba Durga (Fire) 


If another one of the Braves has dropped its Angel Arm, you 
should use the @ attacks with that in Witch Time to kill off a cou- 
ple more enemies. If there is no Angel Arm, you should continue 
to use the @®&@ combo to kill them off until one does. Keep kill- 
ing the Braves in this manner and it shouldn't take long to defeat 
them all. The final one you despatch should also drop its Angel 
Arm, so make sure you bring that to the next stage. 


— ~c ; 
Strategy 
At the beginning of this stage you will Fearless (1) 
face Fearless and a group of Affinities. Fairness (1) 
You should try and focus all of your Spear Affinity (4) 
attention on Fearless, since killing any ‘Trumpet Affinity (3) 


Affinities will cause Fairness to spawn, FI 
which will complicate the fight. Use one 

of the Affinity’s at- 

tacks to enter Witch Shuraba Durga (Fire) 
Time and then use 

a gaatt 

combo on Fearless; if done correctly this one combo should kill 

it outright. Once it is dead, use the same method to kill Fairness 
once it has spawned >0 03. With all of the hard enemies out 

of the way it should be relatively simple to finish off the small 
group of Affinities. Try and kill one of the Trumpet Affinities with a 
Torture Attack and take its Angel Arm to the next Stage. 


ffinity (3) 


Moon of Mahaa-Kalaa 
Gaze of Despair 


| Angels Strategy 


Ardor (5) In this Stage you will have to fight three 
Ardors at the same time, with a fresh 
one spawning in 

Moon of Mahaa-Kalaa once each of the 
first two have 
been killed. Stay 
at the back of the area at the beginning, so that by the time the 
first group has got close to you they are all bunched up. Evade 
one of their attacks into Witch Time and then use a @ with the 
Axe to hit all three of them. Once that attack is over do the same 
thing again to use up the Angel Arm. +1 04 


Shuraba Durga (Fire) 


Shuraba Lt. Col. Kilgore Gaze of Despair 


You should have been able to kill or severely weaken most of that 
first group, so kill off any that are left with some Tetsuzankos, 
before the two fresh Ardors spawn in. These two enemies are 
best killed using @@@(&(%&(& combos while in Witch Time, as 
you should only need a single combo to kill each of them off. 
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Stage 05 Á 
Strategy | Angols mn 
This group of enemies is similar to one Fearless (2) 
you faced earlier, and can be extremely Fairness (3) 


difficult to handle if you do not fight care- 

fully. Try and stay as close to the enemies as you can so that they 
use their Claw Swipes, which are easier to Evade into Witch Time 
than their Bite attacks. Once in Witch Time, use Damned Souls 
combos to weaken a couple of the enemies at the same time. 
You will need to be 
careful as Witch 
Time is running out, 
however, as their 
attacks are extremely fast and can be hard to see coming with 

all of the explosions going on. As soon as you get the health low 
enough on one of them, finish it with a quick Tetsuzanko and then 
continue on, repeating the process until they are all dead 


i] 
E 06 


Braves (3) 

Spear Affinity (4) 
Trumpet Affinity (3) 
Flail Affinity (2) 


Moon of Mahaa-Kalaa 
Gaze of Despair 


Shuraba Durga (Fire) 


Strategy 

Since the first Brave will appear before 
any of the other enemies, you should 

try and kill it quickly while it is still on its 
own >20 01. Use a few shots with "® to 
keep the Multiplier going while you wait 
for the Affinities. 
and second Brave 
to spawn, and pick 
up the Axe Angel 
Arm that the Beloved dropped. Evade an attack into Witch Time 
and then use a @ attack with the Axe on the second Beloved, 
trying to hit a few Affinities at the same time. Use another @ Axe 
attack as soon as the first one is done to kill off the Brave and any 
Affinities in the area. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


Star of Dinéta 


382 


To kill the final Brave you should Torture Attack one of the Flail 
Affinities and then use two © attacks with that Angel Arm. Now 
you will be down to just Affinities, which you should be able 

to handle easily, but make sure you Torture Attack one of the 
Trumpet Affinities so that you can bring its Angel Arm to the next 
stage. This is also the last Stage for a while that gives you easy 
enemies to heal from using the Star of Dinéta, so make sure you 
are on full health before you proceed, 


Strategy | Angels 
Try to finish this stage as quickly as Joy (3) 
possible so that the Joys do not get a 

chance to create 
any clones. Use 
two @ attacks with 
the Trumpet on one 
of the Joys and then use a Tetsuzanko to kill it. Wait for one of 
the other two to attack and then Evade into Witch Time and use a 
W attack with the Trumpet to heavily damage both of them. Now 
it will just be a simple matter of either using Tetsuzankos to kill 
them both off or Evading into Witch Time and using a combo of 
your choice. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


Shuraba Lt. Col. Kilgore Gaze of Despair 


Vest 
18702859 
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Strategy 
Try not to inflict too much damage to Gracious & Glorious (1) 
Glory at the start of the fight, since it is Glory (1) 

your only way of entering Witch Time, 

which will make this fight a lot easier to handle. Enter Witch 
Time via one of Glory’s attacks, and then target Glorious and 

use a Damned Soul combo, before finishing it off with a Torture 
Attack. Pick up Glorious’ Angel Arm and then use Glory to enter 
Witch Time so that you can get close to Gracious and kill it 
quickly using the % attack. Now that Glory is all alone you should 
have no problems 
taking him out 
however you wish 
before continuing to 
the next stage. 


ii 
— N 


Moon of Mahaa-Kalaa 
Gaze of Despair 


Shuraba Durga (Fire) 


Strategy 
Get close to the Golem and Evade into Golem (1) 

Witch Time, and then Jump up to the = 
core and use an air @@@(%(& combo. Witch Time will end well 
before the combo does, but keep tapping the Ù button and you 
should be able to get enough hits in to stun the Golem before 

it can transform again > 02. Keep repeating this pattern and 
the Golem should very quickly end up either dead or Stunned, 
depending on your timing. If you manage to Stun it, Jump in and 
quickly attack the core with a powerful combo to finish it off. 


Shuraba Durga (Fire) 
Shuraba Lt. Col. Kilgore 


Moon of Mahaa-Kalaa 
Gaze of Despair 


Strategy 
You should have plenty of Magic built up 
at this point, so you should make heavy 
use of Pulley’s Butterfly again on this 
stage, since there is no reliable method 
to enter Witch Time. Once you have activated the Butterflies 
of Protection, target Gracious & Glorious with BR (Rie 
combos, as the large blast radius will allow you to hit multiple en- 
emies. Taking out both of them early will make the fight against 
Jeanne much easier. Try not to use Torture Attacks to finish off 
either Gracious or 
Moon of Mahaa-Kalaa Glorious, since your 
Pulley’s Butterfly Magic will be put 
to much better use 
with the Butterflies of Protection. If you kill Glorious first, you 
should try and use the © attack with its Angel Arm to inflict large 
amounts of damage. When it's down to just Jeanne you should 
have no problems finishing her off using your preferred combos 
with the protection from the Butterflies. 


Gracious & Glorious (1) 
Jeanne Ivi 2 (1) 


Shuraba Durga (Fire) 
Shuraba Lt. Col. Kilgore 


@ @ ð 2) 
Time 32:47 31:21 29:56 28:30 
Damage 6,000 4,000 2,000 o 
Combo 3,300 40,326 77352 188,430 


Strategy 
Since your Magic is probably running ‘Spear Affinity (3) 
quite low after the last battle, you should Spear Applaud (1) 
attack the Applaud with a couple of ‘Spear Affinity 
good Magic-building combos such as ‘Trumpet Affinity (2) 
GAANA with Duraga in Electric Mode Flail affinity (2) 

on your hands and feet. Once you have ‘Spear Applaud (1) 
enough Magic use a Torture Attack to kill 

it and then use the Spear’s © attack till kill off the first group of 
Affinities. As there is no Witch Time, you will need to be careful 
when using this move, as the enemies are far more likely to try 
and hit you out of it. 


Continue using Torture Attacks and Angel Arms to kill off the sec- 
ond group of enemies. If you are having problems landing attacks 
with the Angel Arms you could try equipping Kilgore on your feet 
and use a series of Step-Offs >O 03. The large blast from the 
rockets will be 
able to hit quite 
a few enemies at 
once, and as you 
are up in the air, you will remain relatively safe. This stage is also 
the perfect place to regain any health you may need, so make 
sure your health is full before continuing. 


Durga (Light- Durga (Light- 
ning) ning) 
Shuraba Lt. Col. Kilgore 


Moon of Mahaa-Kalaa 


Star of Dinéta 
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Clearing Angel Slayer 


Clearing Angel Slayer 
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Strategy | Angels 
This is an awkward Stage with lots of Harmony (4) 


flying enemies, so you should use a lot of Decoration (6) 
Kulshedra attacks to make things slightly Dear (2) 

easier. Cowgirl Spins are especially use- ‘Dear & Decorations (2) 
ful on the first wave of enemies, due to Harmony (3) 

the sheer amount of them. When the 

Dear & Decora- 
tions appear, 
switch to Onyx 
Rose and use a 
couple of (@ attacks to remove their shield and kill them quickly. 
Once they are dead, or even if just their shield is down, you 
should go back to using Cowgirl Spins on one of the Harmonies 
to kill off the rest of the enemies 


Kulshedra Durga (Fire) 
Onyx Roses Lt. Col. Kilgore 


Moon of Mahaa-Kalaa 
Evil Harvest Rosary 


Strategy 
One Enchant may be weak, but many 
Enchants attacking from all directions 
make things very 
Moon of MahaaKalaa annoying, as it is 
Gaze of Despair not easy to keep 
track all of their 
movements at the same time. Wait at the edge of the Stage at 
the beginning, and rotate camera so that it is facing outside of 
the area. This will prevent the Enchants using any of their long 
range attacks, so they will move up close to you. 


Enchant (15) 


Shuraba Durga (Fire) 


Wait for one of them to attack, and then Parry it with the Moon 
of Mahaa-Kaala to Stun it, and then press @+®& to Grab it and 
start spinning it around. This attack does incredible damage, and 
will kill any Enchant nearby in a single hit, so you can wipe out 
large amounts of them very quickly. Once the attack is over, sim- 
ply do the same thing again until you have defeated them all. 


| Angels Strategy 

Bow Applaud (1) Use a Torture Attack straight away on 
‘Trumpet Affinity (3) the Bow Applaud, and then use ® at- 
Bow Applaud (2) tacks with its Angel Arm to kill off the 
Hor Affinity (2) three Affinities that spawned with it 
‘Trumpet Affinity (7) 2C 01. When the next group of enemies 


spawns, use more ® attacks on the 


Affinities until the 
Moon of Mahae-Kalaa Bow has ran out, 


Star of Dinéta 


Shuraba Durga (Fire) 


and then Torture 
Attack one of the 
Horn Affinities. Make sure it's safe, and then use a W attack 
with the Horn to kill off a few more enemies. With the enemy 
numbers severely decreased, you should have no problems 
cleaning up the last few with whichever Angel Arm you care to 
use. Use the Star of Dinéta to heal if you need to, as the next 
couple of stages can be tricky; you may also want to bring a Horn 
or Trumpet with you to make things slightly easier. 


Strategy 

You should try and play very cautiously in Beloved (2) 

this Stage, as the enemies are capable Giant Beloved (1) 
of dealing massive damage, and the fol. —=———- 
lowing stage is also 

quite difficult. At- Shuraba Durga (Fire) 
tack one of the first Shuraba Lt. Col. Kilgore 
Beloveds with the 

Angel Arm that you brought with you, then try and finish them off 
quickly with a series of Tetsuzankos from a safe distance. One of 
them will drop their Angel Arm, so pick it up and then use two 
attacks with it on the Giant Beloved when it appears. After that, 
you should stick to air combos to finish off this last enemy, as 
they are much safer. Combos such as @@%&(@ that allow you to 
stay in the air for a long time, or an air Barrage combo, are ideal. 


Moon of Mahaa-Kalaa 
Gaze of Despair 


—, 


(4) 
Grace (1) 
Glory (2) 


Strategy 

To kill the lone Grace at the beginning 
you should Parry one of its attacks and 
then do a @+@ to launch it; while it is 
in the air do a @@@(H(&(%& combo 
>20 02. That one combo should do 
enough damage to easily kill it, and make it drop its Angel Arm. 
Pick up the Claws, and then when the next wave of enemies has 
spawned, use a Parry on one of the Glory’s attacks and launch it 
with another @+@; follow this up with a © attack with the Angel 
Arm to kill it. For the final pair of enemies you should use a cou- 
ple of Tetsuzankos 
to weaken them, 
and then use a 
Torture Attack to kill 
one off. Use a Parry to set up a launch again on the final one, and 
then use another Damned Soul combo to kill it. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


Gaze of Despair 


Strategy 

Burning Ardor (2) With a bit of careful play this can be an 

Burning Spear Affinity (8) excellent Stage to score combo points 

on. Torture Attack one of the Spear 

Affinities and 

Moon of Mahaa-Kalaa then pick up the 

Gaze of Despair Angel Arm and 

back away from 

the enemies slightly. Start the W attack while you are still well 

outside of the enemy’s attack range and let them walk into it. 

Be ready to Evade as soon as you see one of them attack. Keep 

repeating this process and you should be able to remain relatively 

safe and still score well 


‘Shuraba Durga (Fire) 
Lt. Col. Kilgore Lt. Col. Kilgore 


An alternative method is to equip Kilgore on your hands and 
conduct the whole fight at long range using its (@(@(@ combo; 
this method is slightly slower but can score nearly as well and is 
also a bit safer. Equipping Kilgore on your legs and using Step-Off 
attacks can also work well, but you will need to watch out for the 
Ardor’s Jumping attack as it is very fast. 


— No 
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Stage 08 
Strategy 
Kill the first Brave as soon as it appears Brave (3) 


with a few Tetsuzankos, and then pick UP “Spear Applaud (2) 
its Angel Arm. Use both W attacks with “Bow Applaud (2) 
it on the group of Applauds to weaken — 
them, and then make sure you kill one of 
the Bow Applauds 

with a Torture Attack  Shuraba Durga (Fire) 
so that you can take 

its Angel Arm to 

the next stage. Keep using Tetsuzanko or a @%@ combo on the 
rest of the enemies to kill them off safely from a distance, as you 
will want to make sure you go into the next stage with as much 
health as possible. 


Moon of Mahaa-Kalaa 
Evil Harvest Rosary 


Stage 09 


Strategy 
Kill the first Fearless quickly by firing off a 


Fearless (1) 
Faimess (1) barrage of © attacks with the Bow Angel 
Fearless (2) Arm. If you are quick enough you should 


be able to kill it before it can move. When 
the next three enemies spawn, try and focus on Fairness and 
use a lot of @®&@ or Tetsuzankos so that you can Evade quickly if 
needed. Once you have Fairness down to around half health, fin- 
ish it off with a Torture Attack to speed things up. Keep attacking 
one of the Fearless in the same way and then once you are down 
to the final one, back away and start Taunting to build up your 
health and Magic for the next stage >0 03. Once both are full, 
go back on the offence with more @®&@ to kill the final enemy. 


Shuraba Durga (Fire) 


Moon of Mahaa-Kalaa 
Star of Dinéta 


a hS p 
Stage 10 7 
Strategy = 
This Stage is very similar to the other “Joanne mia (1) 


Jeanne fights, so you should again rely “Joy (2) 
heavily on Pulley's Butterfly for the added 

safety, and the @@@(&(%(% combo 

for its large damage. Try and concentrate on the Joys first so that 
you can kill them before they create any Clones. Reactivating the 
Butterflies of Protection is much easier on this Stage than the 
last time you fought Jeanne, so provided your Damned Souls are 
connecting you should be able to finish this fight relatively Ye 


04. 
easily. 
Moon of Mahaa-Kalaa 


Pulley’s Butterfly 


Shuraba Durga (Fire) 
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Clearing Angel Slayer 
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RSE 05 


-~ 
@ (J @ 2) 
Time 55:12 52:48 50:24 48:00 
Damage 6,000 4,000 2,000 0 
Combo 2,400 16,800 31,200 74,400 
— e 
Stage 01 


Strategy [Aroel 

Equip Kilgore on your hands and use its Ardor (3) 

(€(@(@ combo on the first few enemies Spear Applaud (2) 

until you have built up your Magic, and Bow Applaud (2) 

then use a Torture Attack to kill the Bow 

Applaud. Leave the Angel Arm on the ground for now and con- 
tinue attacking with Kilgore, focusing especially on the Ardors. 
You should be able to kill off all of the enemies quite safely due 
to Kilgore's rockets staggering the enemies to such a degree. 
If you need to 
heal or replen- 
ish Magic, leave 
one of the 
enemies alive at the end and Taunt for as long as is needed. Then 
pick up the Bow and carry on. 


Lt. Col, Kilgore Lt. Col. Kilgore Moon of Mahaa-Kalaa 
Star of Dinéta 


oH 
Strategy [ Angels 
Attack the Golem straight away with ® Golem (1) 


attacks from the Bow. It doesn’t matter 

if you are hitting the core when it is 

exposed, or its outer shell when it is untransformed, since both 
are equally useful. Once the Bow has ran out, use Tetsuzankos 
while it is untransformed until the Golem becomes Stunned, and 
them Jump in and use a powerful air combo to kill it off quickly. 


2001 
Moon of Mahaa-Kalaa 


Evil Harvest Rosary 


‘Shuraba Durga (Fire) 
Lt. Col. Kilgore Lt. Col. Kilgore 
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Stage 03 
Strategy 
Ardor (3) Run up to the enemies as they are 
Hom Affinity (2) spawning and use a Torture Attack on 
Trumpet Affinity (5) one of the Trumpet Affinities, but leave 


the Angel Arm on the ground. Doing this 
is a safety precaution, in case the Horn Affinities kill all of the 
Trumpet Affinities during the fight. You will want a Trumpet for the 
next stage. Use another Torture Attack on one of the Horn Affini- 
ties, and then use the ® attack with the Angel Arm from a'safe 


distance. 


Shuraba Durga (Fire) Moon of Mahaa-Kalaa 


If you have enough Evil Harvest Rosary 


Magic, do the same 

thing again on the second Horn Affinity and most of the enemies 
should now be either dead or very close to it. Finish all but one of 
them off with normal attacks, and then replenish your Magic by 
Taunting the final one before killing it and taking the Trumpet to 
the next stage. 


Strategy 
Use two @ attacks with the Trumpet 
and then a couple of quick Tetsuzankos 


on one of the 
Moon of Mahaa-Kalaa Glories to kill 


Evil Harvest Rosary it quickly. Next 

use a © attack 
with it on Fearless >£ 02. Kill Fearless with a Torture Attack if it 
has been weakened enough, or use a Tetsuzanko first to get its 
health low enough and then do it. Now that there is just a single 
Glory left you can simply wait for it to attack and then use a Parry 
and launch it with @+@ while it is Staggered; follow up with 
QAAE oF a Barrage combo to kill it. 


Fearless (1) 
Glory (2) 


Shuraba Durga (Fire) 
Lt. Col. Kilgore Lt. Col. Kilgore 


Braves (7) 


Strategy 

This is a very similar fight to Verse 3, 
———————— Stage 3. Keep your distance and use the 
@®&@ combo to kill off the Braves quickly. The first one you kill 
will always drop its Angel Arm, so you should pick that up and try 
and line up a few of the other enemies and then use the W at- 
tacks with it. That attack can be especially helpful when they be- 
gin their transformation animation, as they will remain stationary. 
Leave one Axe on the ground, however, so that you can take it to 
the next stage. When you get down to the final Brave you should 
Taunt it until you have filled your Magic gauge before killing it, as 
the extra Magic will be useful on the next stage. 


Shuraba Durga (Fire) 


ET, No 
S 1 


Stage 06 E 
Buming Ardor (2) 
Fairness (1) 


Strategy 

Run up to Fairness and use two Torture 
Attacks on it straight away to kill it before 
it becomes a problem +0 03. Next, try 
and line up the Ardors and use two %~ 
attacks with 
the Axe Angel 
Arm to weaken 
them, and then 
finish them off either with Step-Off attacks or a (@(@(@ combo. 
Try and kill one of them off first so that you can take the chance 
to replenish your Magic again by Taunting the final enemy before 
killing it. 


Lt. Col. Kilgore Lt. Col. Kilgore Moon of Mahaa-Kalaa 
‘Star of Dineta 


—_ —e E 
| Stage 07 an 07 j 


Strategy | Angels 

Activate the Butterflies of Protection Joy (3) 

straight away and then get close to the 
enemies and start 

using 899 Shuraba Durga (Fire) 
(&(%&(& combos. 

Try and angel your 

combo so that the Damned Souls on the end hit as many of the 
Joys as you can, and remember to keep an eye on the amount of 
Butterflies so that you do not take damage. When they are run- 
ning low, transform into the Panther and run a safe distance away 
and then reactivate them and continue your combos. 


Moon of Mahaa-Kalaa 
Pulley’s Butterfly 
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Clearing Angel Slayer 


I \ 
Stage 08 
| Angels Strategy 


Burning Ardor (3) Now that you are getting down to the 
Burning Spear Affinity (5) final few stages, safety should be your 
——— number one priority, so make sure to 
play as cautiously as needed. Start attacking the large group with 
the normal (€(4(@ combo, and then when they begin to get 

too close, Jump and use a Step-Off attack to Stagger them long 
enough for you to escape. Keep repeating this attack pattern and 
you should be able to kill off the enemies relatively quickly with 
little risk. 


Lt. Col. Kilgore Lt. Col. Kilgore Moon of Mahaa-Kalaa 
Evil Harvest Rosary 


Strategy 
Activate the Butterflies of Protection and Gracious (1) 


then run up to one of the Glorious and Glorious (2) 

use a GHA tt combo to weaken 

it, and then kill it Shuraba Durga (Fire) Moon of Mahaa-Kalaa 
straight away with a Pulley’s Butterfh 


Torture Attack. Pick 
up the Claw Angel Arm and Parry an attack from the other Glori- 
ous and then launch it with @+@. 


Wait for it to fall slightly and use the © attack with the Claws. 
That attack should almost kill the enemy, so use a few normal 
hits to finish it off afterwards. This enemy should also drop its 
Angel Arm. but leave it for now and take it to the next stage. 


Now that there is only Gracious left, you should switch your 
Duraga to Electric Mode and get as far away from the enemy as 
you can. Take advantage of the fact that it will often do its Ground 
Shock attack when you are far away, and start Taunting to replen- 
ish your Magic +0 01. If needed you could also equip the Star of 
Dinéta to regain you health. Once everything is full, simply use 

a Parry to create an opening and launch it, then follow up with a 
strong combo to kill it. 


= 


Strategy 
This would be a merciless enemy set Jeanne Ivi 3 (3) 

and extremely hard to beat if you were =~ 

to fight normally. 

Handle it just like Shuraba Durga (Fire) Moon of Mahaa-Kalaa 
all of the previous Pulley’s Butterfly 


Jeanne battles, by 

activating the Butterflies of Protection first. This time try and hit 
a couple of them with the ®& attack from the Claw Angel Arm 
first. After that, switch back to using the @@@(%(%(% combo, 
reactivating the Butterflies as needed to kill them off. The most 
important thing in this fight is not to take any damage, since you 
will need all of your health for the final battle ahead. 


=" "R SE 
Final Stage 


Strategy 

Bayonetta with Rosemary (1) This is the final stage of Angel Slayer, 
—_———== and you must face your doppelganger 
to find out who is a true Umbran Witch. As you would expect, 
this enemy is highly aggressive and has very high attack power. 
On top of this she also has the same excellent evasion abilities 
as you. Try to fight recklessly and she will soon cut you down; a 
cool and calm approach is the best way to handle the situation, 
Her general attack 
pattern is very 
similar to Jeanne, 
but with higher 
damage. You must be sure to Evade the finishing moves on any 
of her Shuraba combos, or her multiple Wicked Weave attacks. 


Onyx Roses Durga (Fire) Moon of Mahaa-Kalaa 


Pulley’s Butterfly 


At the start of the fight, if you still have any Magic left over from 
the previous stage, you should activate the Butterflies of Protec- 
tion. Run in and start using a (@(@(@(%(%&(%& combo; if you con- 
nect fully with a (@ attack it should Stagger her long enough for 
the next attack to connect, which will cut down on your Magic 
costs in the long run. 


Any time you need to replenish your Magic, get close to her and 
keep buffering multiple G taps to Parry her attacks safely, much 
like the Jeanne battles from other Chapters +0 02. After each 
Parry you should be able to land a quick (@ attack or two to get 
some extra Magic and deal some easy damage. Once you have 
enough Magic built up, activate the Butterflies again and go back 
to using the big damage combos. The doppelganger has a lot 

of health, so this will be a battle of attrition, but as long as you 
remain safe she will eventually fall. 
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ACHIE’ N ND TROPHIES 


There are 50 Achievement/Trophies to unlock in Bayonetta. In this of Blood” You can view which ones you have unlocked at any 
section, we will tell you what they are and how to unlock them time from the Main Title Screen (before starting or continuing a 
all. In Bayonetta, Achievement/Trophies are called “Umbran Tears game) or from the Rarities file in the game. 


Normal Play 


These Achievement/Trophies will be unlocked automatically by completing the game once on Normal Difficulty. 


sesson Psst 


1 APrimer InThe Magical Arts Complete the Vestibule, 10 Bronze 
2 Fortitudo, Bringer Of Flame Defeat Fortitudo on any difficulty. 15 Bronze 2 
a 
3 Temperantia, Manipulator Of Wind Defeat Temperantia on any difficulty, 15 Bronze ° 
4 lustitia, Giver Of Life Defeat lustitia on any difficulty. 15 Bronze 5 
5 Sapientia, Controller Of The Seas Defeat Sapientia on any difficulty. 15 Bronze m 
6 Master Of The Heavens Defeat Father Balder on any difficulty 15 Bronze 5 
7 Taste Of The Witching Hour Complete all Chapters on any difficulty. 30 Bronze 5 
8 Chapters 1-4 (Normal) Complete Chapters 1 to 4 on Normal difficulty 20 Bronze Ž 
9 Chapters 5- 7 (Normal) Complete Chapters 5 to 7 on Normal difficulty 20 Bronze z 
10 Chapters 8- 1 (Normal) Complete Chapters 8 to 11 on Normal difficulty 20 Bronze 
11 Chapters 12- 13 (Normal) Complete Chapters 12 and 13 on Normal difficulty. 20 Bronze it 
12 Chapters 14 - Epilogue (Normal) Complete Chapters 14through to the Epilogue on Normal difficulty 20 Bronze 
13 UmbraWiteh Complete all Chapters on Normal difficulty. 20 Silver 3 


You'll have to play through the game completely on Hard Dif- do is select the Chapters you want to play. It's easiest to simply 
ficulty to unlock these. In order to access Hard difficulty, you select the Vestibule, and run straight through the game, but it is 
must complete the game once on Normal. However, be aware not required. All you need do is complete every Chapter and re- 
that you do not need to start a new game. Instead, simply load ceive a rank (as displayed in your Play History) and you will have 
your completed Normal game file, then use the Chapter Select completed Hard difficulty. 


menus to change the Difficulty level to Hard. Now all you need 


D re <<< — ason ike 


14 NewTestament: Ch. 1- 4 (Hard) Complete Chapters 1 to 4 on Hard difficulty 20 Bronze 
15. NewTestament: Ch. 5 - 7 (Hard) Complete Chapters 5 to 7 on Hard difficulty. 20 Bronze 
16 NewTestament: Ch. 8 ~ 11 (Hard) Complete Chapters 8 to 11 on Hard difficulty. 20 Bronze 
17 NewTestament: Ch. 12- 13 (Hard) Complete Chapters 12 and 13 on Hard difficulty. 20 Bronze 
18- NewTestament: Close The Book Complete Chapters 14 through to the Epilogue on Hard difficulty. 20 Bronze 
19 Umbra Elder Complete all Chapters on Hard difficulty 40 Silver 


To unlock this one, you'll have to complete the game on Non Stop History) to complete this difficulty level. You can complete the 
Climax (Very Hard) difficulty. As with Hard, all you need do is com- Chapters in any order you like. 
plete every Chapter and receive a rank (as displayed in your Play 


Wore tony G 
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20 Legendary Dark Witch Complete all Chapters on Climax difficulty. 100 Gold 
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nts and Trophies 


Achievem 


Concentrated Effort 


These Achievement/Trophies will take a bit of special play to unlock. In some cases, depending on your play style, you'll unlock these 
simply through regular play. In other cases, you'll have to go a bit out of the way in order to unlock them. 


360 Score PS3 Trophy 

2 1 Mean Witch. Execute A Torture Attack. Bronze 

22 Feels Good, Doesn't It? Execute 50 Torture Attacks. 20 Bronze 

23 YouWantTo Touch Me? Engage Witch Time successfully 10 times, 10 Bronze 

24 NiceTry Engage Witch Time successfully 10 times consecutively. 20 Silver 
You'll need to be in an enemy encounter, and during that encounter, you have to and activate Witch Time but simply Evade the sixth attack, your count will be reset 
activate Witch Time by successfully Evading ten enemy attacks in a row. If you get back to zero, and you'll have to start all over again, You can easily accomplish this 
hit doing this, that is ok, but if you try to Evade an enemy attack and fail to activate Achievernen/Trophy at any pair of Witch Statues. The earliest being in Verse 2 of 
Witch Time, then you will break your count. That is, if you Evade five attacks ina row Chapter | where you have to cross the water using Witch Time. +0 01 

25 PLATINUM! Eam 10 Platinum Medals. Must be earned in 10 different battles 20 Bronze 
You have to achieve a Platinum ranking on 10 different Verses to unlock this one. Simply replay your favourite Chapters and obtain Platinum Ranks for at least 10 
Verses and this one is yours 

26 Double, Double, Toil And Trouble Create 20 Concoctions 10 Bronze 
The requirement here is to create 20 Concoctions. The lowest priced Concoction to max. at about the same time, When you have 70 of each item during gameplay, 
is the small Lollipop, and it requires 10 items. The largest quantity of any particular you then have enough to make 20 Concoctions (assuming you only make the small 
item you can carry is 99. To fulfil this Achievement/Trophy, you'll need 200 items Lollipops}. You can make items as you go or if you prefer to make them all at once, 
in total, If you don't use items regularly as you play, you'll quickly amass the max. simply wait till you have 70 of each item and then begin making small lollipops until 
number of concoction items you can carry. You typically pick up Concoction items you unlock this Achievernent/Trophy. 
at roughly the same rate for all three, so you'll gradually fill all three item quantities 

77 ead Not So Softly Kil an enemy by jumping on top of them 10 Bronze 
You'll have to kill an enemy by jumping on them in order to unlock this one. This is that the weapon on your foot fires. Do this as often as needed to kill the Decoration 
actually easier than it sounds. Simply equip the Shotgun or Kilgore to your feet, and and you'll unlock this one. 
then replay the Vestibule. When the Decorations show up, jump on one of them so 

28 Nice and Relaxed Avert 10 enemy attacks with the Moon of Mahaa-Kalaa equipped. 5 Bronze 
The requirement here is to avert (Parry) a total of 10 enemy attacks using the Moon accomplish this is to replay the Vestibule and kill the first two Affinity Angels that 
of Mahaa-Kalaa accessory. This costs 100,000 Halos, so you'll have to save up to show up. Now, concentrate on the third remaining Affinity and parry his attacks. 
buy it before you can attempt this one. When you are ready, the easiest way to Once you have parried a total of 10, this Achievement/Trophy is yours. 

29 Touch And it Will Hurt Counter 10 enemy attacks with the Moon of Mahaa-Kalaa equipped. g Bronze 
This is similar to “Nice and Relaxed’ The only difference is that you have to Coun- attack significantly damages the enemy, so they will die as you work your way 
ter a total of 10 enemy attacks. This requires tighter timing than a regular parry, through this one. By replaying the Vestibule, you only need worry about countering 
meaning you'll have to parry the attack at the precise moment you take damage Affinity attacks, so you'll quickly leam their patterns and able to accomplish this 
from the enemy. It's a bit tricky at first, but with a little practice, youll quickly get in no time. 
the hang of it. Replay the Vestibule, but leave all Affinity Angels alive. The counter 

Counter three enemy attacks consecutively with the Moon of 

30 Touch And It Will REALLY Hurt arah 25 Siver 
This is very much like “Touch and It Will Hurt” except this time you have to counter der way. But do not Evade or simply parry the attack as this will reset your count. If 
three enemy attacks in a row. If you miss an attack, your count will be reset. You you address the attack at all, you must counter it, otherwise simply run so that you 
don't have to counter every attack, and can instead run from any attack that is un- do not interact with the attack 

i Taunt and defeat five or more angered enemies while taking no 

S1 || Sama Nara; Lidia Bey damage. Gaze of Despair may be equipped. = ore 
You'll need to taunt five enemies to enrage them, and then kill them while they are those two properly, three Decorations will show up. Taunt each one, and then kill 
enraged. To make it even more challenging, you must not take any damage as you them. It only takes a single strike from Shurabs to kill a Decoration making this task 
do this, This means you have to make five consecutive kills while remaining damage a bit easier. +0 02 
free. The best place to do this one is the Vestibule. The Vestibule starts with a wave 
of three Affinity Angels, and then a second wave of four Angels. An easy way to Note: You can use a Yellow Moon Lollipop when going for this Achievement/ 
do this is to kill the first three Angels outright. When the second wave appears, kill Trophy. The yellow Lollipop makes you invincible, so you take no damage as 
two Affinity Angels so that only two are left. Now taunt each one in turn, and then long as it is activo. 
kill it while it is enraged (making sure to not take damage). Once you have killed 

32 Wicked Weaver Execute a Wicked Weave attack while using Dodge Offset 10 Bronze 


For this you'll need to execute a Wicked Weave while utilizing the Dodge Offset 
system. The easiest attack to use for this is the @®&@ attack. Simply hit @ as 
usual, then hit ®, but immediately Evade before the kick can execute. Next, hit @ 
to finish the combo and the Wicked Weave will trigger and earn you this Achieve- 
ment/Trophy. You can attempt this any time after acquiring Scarborough Fair (the 


Normal Handguns you start the game with disable Wicked Weaves). 


Red Hot Tip: You can actually accomplish this (and the following) Achieve- 
ment/Trophy during the opening scenes of a new game. 


390 


360 Score PS3 Trophy 

33 Wicked Weave Master Execute 20 Wicked Weave attacks while using Dodge Offset. 20 Silver 

This is identical to Wicked Weaver, but you are required to do it a total of 20 times. It's cumulative, so you needn't do them all in a row. 
Kill 20 enemies using only laiJutsu with Shuraba 

34 | The Deepest Cut (lat Jutsu performed by holding @®.) 2 Bronza 
For this one you need to kill a total of 20 enemies using only lai-Jutsu with Shuraba. from the enemy, charge the sword, and then use evasions to get close or change to 
This is the charged attack activated by holding down @ with Shuraba equipped. You the Panther and run to the enemy. Once you are close, simply release @ to strike. 
gain Shuraba in Chapter and can begin working on this one as soon as the sword Naturally. replaying the Vestibule is a good choice to accomplish this one. >C 03 
is yours. Be aware that you can Evade and change to Panther form while holding the 
charge on Shuraba, So to make this a bit easier, you can position yourself far away 

7 While never setting foot on the ground, grab enemies 10 times 

35 Higher And Higher kadarda 20 Bronze 
You need to use Kulshedra while in the air and pull 10 enemies to you without ever Angels that appear. Simply perform a double-ump into the air, and then pull an 
touching the ground. This has to be done consecutively, meaning you'll need to stay enemy to you. This resets your jump count allowing you to perform another jump, 
airborne and perform 10 enemy pulls in a row without touching the ground. You'll so right after the pull, jump again and then immediately pull another enemy to you 
complete this one automatically if you clear the Alfheim Portal in Verse 2 of Chapter Keep repeating this process of pulling the enemy and then jumping 10 times in a 
Ill. You can also replay the Vestibule and accomplish this on the first three Affinity row to unlock this one. You can obtain Kulshedra in Chapter Ill. +0 04 

36 The lce Witch Freeze 20 enemies while wearing Odette. 20 Bronze 
This requires that you use Odette to freeze a total of 20 enemies. You can acquire only Odette, you need to deal out 750 points of damage to the enemy in order 
Odette in Chapter VI. The count for this is cumulative, so you don't have to do. to freeze it. Each regular kick is worth 120 points, and the multitap kicks are 45 
them all in a row. Replaying the Vestibule is a great option for this one. Decorations points each. If you're using only regular kicks, then it takes seven in total to freeze 
can't be frozen since they don't have enough health to stand up to the beating the enemy. >O 05 
Odette dishes out, but every other enemy in the Vestibule can be frozen. Using 

37 Seeker Of Magic Purchase three new techniques. 10 Bronze 
You have to buy three techniques from the Gates of Hell to unlock this one. The best ones to buy first are Air Dodge (10,000), Stiletto (20,000), and Heel Slide (20,000) 
So, save up 50,000 Halos and then head to the Gates of Hell 

38 Commander Of Magic Purchase all techniques. 20 Silver 
To unlock this one, you have to buy all of the Techniques that are for sale in the and Crow Within Techniques, and buying Crow Within unlocks the final Technique 
Gates of Hell. The soonest you can do this is after completing Chapter V. You gain of Umbran Spear. Buying all of the techniques will cost you 245,000 Halos. 
the Panther Within ability in Chapter V. Gaining this ability unlocks the Bat Within 

39 Record Collector ‘Obtain three complete Angelic Hymn Gold LPs 10 Bronze 
The requirement here is to obtain three complete Angelic Hymns. The soonest you 4. In Chapter II, you'll obtain Shuraba in Verse 7 And in Chapter III, you'll find the 
can accomplish this is in Chapter Ill. In Chapter | you'll obtain Onyx Roses in Verse two pieces for Kulshedra in Verses 4 & 10. 

40 Record Fanatic ‘Obtain seven complete Angelic Hymn Gold LPs. 20 Siver 
You are required to collect seven Angelic Hymns to unlock this AchievemenVTrophy. Completing 100 Chapters will unlock the Angelic Hymn for Sai Fung, the Nunchaku 
There are six hidden in the game, the last one being in Chapter IX. This means you'll weapon. This means you need to play a single Chapter, or any combination of Chap- 
have to do something special for the seventh one. One way is beat the game on ters through to the end 100 times in order to get this Hymn, So it is possible to 
Normal, and then beat the game on Hard. Beating the game on Hard grants you the unlock this Achievement/Trophy after completing Chapter IX, but it can be a tedious 
Angelic Hymn for Bazillions which will make seven total (assuming you found all six route if you choose to chase the Sai Fung Hymn. +20 06 
that are hidden in the game). Another approach that is a bit quicker and easier, albert 
tedious, isto replay the Vestibule chapter (or any chapter of your choice) 100 times. 

4] Treasure Collector Discover half of all the Umbra Witches’ final resting places. 10 Bronze 


You'll need to discover half of the Umbra Witches’ final resting places for this one. 
‘The resting places are the Witch Chests that you break open to find Broken Witch 
Hearts and other items. Simply follow the Scenario Guide listed earlier in this guide 


and make sure to open every chest you find and you'll easily unlock this Achieve- 
ment/Trophy. 
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i Fung 


Possessed by the soul of the fastest 
bird demon in all of Inferno, Sal 
Fung, these nunchaku spin at 
blazing speed, unleashing attacks 
So fast that even a god would be 
Unable to catch a glimpse. 
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360 Score PS3 Trophy 
42 Treasure Fanatic Discover all of the Umbra Witches’ final resting places. 20 Silver 
This is like Treasure Collector but you have to find and open 100% of the Witch Chests in the game. Again, follow the Scenario Guide listed earlier in this guide to find 
every chest. 
43 The Path ToThe Heavens Discover all Alfheim portals. 30 Bronze 


You need to discover all the Alfheim Portals to unlock this. This means you need to this to all of the portals and you'll unlock this Achievement/Trophy. To find all of the 
find where thay are and then enter them. You don't have to beat the Alfheim Portal, portals, please refer to the Scenario Guide chapter of this guide. 
just enter it, then turn around and exit it. This will count as being discovered. Do 


44 Angel May Cry Complete half of all Altheim Portals. 20 Silver 


Here you are required to complete half of the Alfheim Portals. Please refer to the Scenario Guide to find the Portals. For help in easily completing each one, 
please refer to the Pure Platinum Combat Guide chapter of this guide. 


45 Angel Slayer Complete all Alfheim Portals. 
This is like Angel May Cry but here you are required to complete all of the Alfheim Portals. 
46 Truth In Its Purest Form Collect all of Antonio's Notebooks. 30 Silver 


You'll need to find all of Antonio's Notebooks to unlock this one. There are 28 in all to find, and the last ones are obtained in Chapter 15. Please refer to the Scenario 
Guide chapter of this guide to find out where all the Notebooks are located, 


Gold 


This Achievement/Trophy requires that you kill all the Angels in Verse 6 of Chapter 


enemy mercilessly. If you're having problems with this one, then equip the Gaze 


g Destroy all of the tentacles that drop down together during a single 

2 47 Naughty Tentacles chee ol 20 Bronze 

e After beating the Kinships in Verse 6 of Chapter 9, you face a long fall to a distant can attack it with your weapons. The weapon of choice here is Kulshedra due to 
È platform below. As you fall, you will bump into tentacles that can be destroyed. If its long reach. Regular gunfire will also work, and @ attacks are good when you 
T you destroy every single tentacle on your way down, you'll unlock this trophy. As have gun weapons equipped to your hands. While you can simply fall through the 
5 you are falling, you can press and hold "® to slow your descent to nearly a stop. weak spot to destroy it, it's best to use gunfire to align yourself for regular weapon 
g This will allow you to align yourself with the weak spot of the tentacle so thatyou attacks to ensure you don't miss any of the tentacles. >O 01 

E 

F] 

€ Defend Cereza during the out of body experience, ensuring she 

8 43 AMother’s Love MS e Tae, 20 Bronze 

$ 

< 


6, while ensuring Cereza takes no damage. The best approach is to rely on hard 
hitting attacks like the Durga Damned Souls, Barrage Switching with Kilgore and 
Torture Attacks. Try to stay away from where Cereza is located, and attack the 


Fire The Afterbumers 


Of Despair accessory. This keeps the enemy in an enraged state which means they 
will more aggressively track you while ignoring Cereza. 


Earn Platinum Medals during Verse 1 and Verse 2 of Chapter 14. 20 Bronze 


To unlock this one, you'l have to achieve Platinum ranks in both Verse 1 and Verse a few times to get a feel for the enemy patterns and where they spawn from. Also, 
2 of Chapter 14. It's best to attempt this one after you have played through the equip Eternal Testimony so that you always have two Magic orbs available for free 
game once and have a full Magic gauge (three bars). I's also a good idea to practice missiles. The next section discusses this achievement in detail 


50 Just In The Nick Of Time Dodge the runaway streetcar during Chapter 2. 5 Bronze 


o In Verse 4 of Chapter 2, just before you are introduced to the Enchant Angels, a runaway trolley car comes skidding down the street towards you. Use a well timed 


evasion to get past that and you'll unlock this one, 


First and foremost, you need to avoid taking damage at all costs. 
This will make things a lot easier. Second, you need to hit as 
many of the smaller enemies as possible. It's ok to miss a few, 
but try to hit as many as you can. Third, save your missiles for 
the Inspired and Boss Angels. Fourth, try not to Evade unless 
absolutely necessary. The evasion animation is slow and the 
recovery period before you can fire again is significant meaning 
you'll miss more enemies. The more enemies you miss, the less 
Magic you get, and the more often they will fire back at you. 


When you face an Inspired, Evade its fireball attack to activate 
Witch Time. Then, use your missiles to utterly destroy the In- 
spired and get a huge boost in your combo score. Don't be stingy 
with your missiles at this point; fire as many as it takes to kill the 
beast in one go. 


Once you finish off an Inspired, be quick to shoot the next De- 
coration that appears so you can keep your Combo Multiplier 
active. But you'll have to be fast. Also, shooting the towers in 
the middle of the water will keep your Combo Multiplier alive 
as well, so shoot them when you can. 


When you face the Courage Boss, move in a circular pattern to 
avoid the green orb attacks, and then Evade its fireball attack to 
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activate Witch Time. With Witch Time active, unload on the Angel 
with all of your missiles for a big combo boost. +0 02 


When you are up against the Temperance Boss, only use your 
missiles when he spreads his hands in preparation for the beam 
attack. If you fire missiles at any other time, they will typically 
miss or hit his hands and not cause damage. Evade his beam 
attack to activate Witch Time and then use regular gunfire to hit 
him in the face, but again, don't use missiles at that time as they 
won't get past his hands meaning they will not count as a hit for 
your combo score. 


When Temperance calls in the first wave of Decorations, get 
down low and aim directly below him and dead centre with his 
body. The first wave of incoming Decorations always converge 
dead centre and just below Temperance, so be waiting for them 
with rapid fire to easily destroy them all. 


The requirements you are looking to meet are as follows: obtain- 
ing Platinum in both Combo and Damage with Gold in Time will 
give you an overall Platinum rank. If you also obtain Platinum in 
time, then you'll get a Pure Platinum rank (but only regular Plati- 
num is required for this Achievement/Trophy). 


Ultimately, the key to unlocking this Achievement/Trophy is to 

not take damage. Not taking damage is paramount since being 
damage free greatly improves your rank, and each bit of damage 
you take strips you of four orbs of Magic meaning you will have 
less missiles. Secondly, you need to hit as many smaller enemies 
as possible (to build up Magic). Lastly, use missiles on the larger 
bosses to rack up big combos. Do this methodically, and you'll 
unlock this one. >20 03 


Verse 2 


Combo 8,360 — Platinum 13,130 ~ Platinum 
Time 06:40 - Gold / 05:00 ~ Platinum | 09:07 ~ Gold / 06:50 ~ Platinum 
Damage 0- Platinum 0 — Platinum 


Based on Normal Difficulty level 


30603 @ 
3:50.38 @ 


Poe Pum “@ 
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In many games, a personal challenge to the player is to see just how fast 
you can get through the game from start to finish. This is called a Speed 
Run. In Bayonetta, not only is a Speed Run a nice challenge to present to 
yourself, but it is also tied to a special unlockable accessory: the Bracelet 
Of Time. In order to unlock that accessory, you must complete the game 
on Normal difficulty (or higher) in under three hours. 


so 


Pausing Chapter Time — 


The first thing you need to understand is how time is measured 


in Bayonetta. There are actually three clocks in the game, the 
Chapter Clock, the Verse clock and the Save File clock. The Save 
File clock tracks every total second that you play the game. The 
instant you turn the game on, that clock begins running. The 
Verse clock is used to rank you for each individual Verses. 


To unlock the Bracelet Of Time, you are only judged on the 
Chapter clock. In the Chapter Sub-Menu, you will find the option 
of “Play History” (after you have completed the game once). On 
the Play History screen you will see each difficulty level you have 
unlocked, and slots for each Chapter. If you select one of those 
slots, you will pull up detailed information on your play perform- 
ance for that Chapter. 


The “All” slot displays a brief synopsis of all Chapters, and 

shows your total time spent playing the game on that difficulty 
level. It is this time (as displayed in the All slot) that you must 
get to under 3 hours. You can accomplish this by replaying each 
Chapter to get a faster time and then selecting Update at the end 
of the Chapter to update your play history with the new time. 


Now that we have covered when time starts (the beginning of a 
Chapter) and when it stops (the clearing of a Chapter), there is one 
more thing to go over, and that is pausing the Chapter clock. There 
are several instances during a Chapter where the clock pauses. 


Menus Accessing any of the game's menus will pause the clock 


Any time a new enemy is introduced, the clock stops as 
that animation plays out. 


Cutscenes The clock stops for all cutscenes; so feel free to enjoy 
them as you play. 


Angelic Hymn Any time you pick up an Angelic Hymn, the clock is paused. 
Antonio's Notebook _ Picking up one of Antonio's Notebooks will pause the clock, 
Crows When you capture a Crow, time is paused as long as the 


Crow display is on screen. 

Broken Witch Hearts | Upon finding a Broken Witch Heart, time will pause as long 
as the heart is displayed on screen 

Broken Moon Pearls | Time will remain paused as long as the Broken Moon Pearl 

you have found is displayed on screen. 

When performing a special Climax Kill on an enemy, 

time will pause for the duration of the event. 

Gates of Hell Shop Entering the Gates of Hell pauses time. 

Loading Screen Time is paused during the loading screen. If you hit the 
Game Menu button while on the loading screen, you will 
activate Practice Mode which also pauses time. 


Climax Kills 
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Speed Run 


Beside the events listed in the Pausing Time chart, time is also 
briefly paused during the animation where Bayonetta blows a 
kiss to break the Angelic seal at the end of a Verse. While this an- 
imation plays, time will pause, but it immediately begins running 
again once the Verse results are shown on screen. Naturally, this 
means you shouldn't hang around looking at your Verse results 
for too long! 


Red HotTip! Time does not stop during a Torture At- 
tack! You'll need to consider this during battles since 
Torture Attack animations can be quite long. It is 
often faster to kill the enemy with regular attacks. 


Before beginning a Speed Run, you should be well prepared with 
all of the right equipment to make things as easy as possible. 
Here we will give you a tried-and-true list of suggested weapons 
sets, accessories and so on. Using the configuration we list here 
will help you to easily handle the most difficult of situations and 
get through the Chapters as quickly as possible. 


Speed Run Load out L 

Weapons: Set A Shuraba Durga 

Weapons: Set B Kulshedra Lt. Col. Kilgore 

Accessories Moon of Mahaa-Kalaa Eternal Testimony 
Air Dodge Bat Within 

Techniques Heel Slide Crow Within 
Tetsuzanko Umbran Spear 

Weapons: Set A 


Shuraba is a very powerful and fast weapon, and a natural choice 
for a speed run. Equipping Durga to your feet serves several pur 
poses. Durga in Fire Mode will allow you to walk on fire without 
taking damage, even in Panther form. When in Lightning Mode, 
you can walk on electrified water without taking damage, as well 
as walk through ground based electrical attacks, such as those 
used by Glory. 


Another advantage are the damned souls you can place with Fire 
Mode Durga. Also, for enemies draped in fire, you can immedi- 
ately hit them with Fire mode kicks and damned souls without 
having to activate Witch Time. Finally, having Durga equipped 

to your feet is the first step to an extremely powerful technique 
known as Barrage Switching, which is fully covered in the Com- 
bat Guide. 


Weapons: Set B 

Kulshedra is indispensable in dealing with the Harmony Angel. 
And of course, having Lt. Col. Kilgore equipped to your feet is the 
second step to successful Barrage Switching. 


Accessories 

The Moon of Mahaa-Kalaa allows you to parry enemy attacks. 
Eternal Testimony gives you two free Magic orbs. If you don’t 
Parry enemy attacks often and prefer another accessory, then opt 
for Selene’s Light. Selene’s Light will automatically trigger Witch 
Time for you when you take damage. >20 01 


Techniques 

These are the minimum techniques we suggest. You should at 
least have these and know how to use them before beginning a 
Speed Run. 
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Using Items 

Using items impacts your rank and can lower your score. How- 
ever, on a Speed Run, rank is unimportant — all that matters is 
the fastest time possible. While it is possible to get a time below 
three hours without using items at all, you may still want to 
consider it. 


The two items of most importance are the Yellow Moon Lollipop 
and the Bloody Rose Lollipop. The Yellow grants you invincibility 
while the Bloody Rose doubles your attack strength. If you plan 
on using items, then you should make as many as you can, and 
then equip them to the Directional Pad. There are some Verses 
that will not allow you to open the Game Menu and access your 
items, so it’s important that you equip them to the Directional 
Pad ahead of time. 


Moving Fast 

In a Speed Run, moving fast is the name of the game. The fast- 
est possible method of travel in the game is in Panther form. In 
Panther form, you move 2.35 times faster than a regular run. 


Speed Comparis 


Method 
Running 
Crow* 
Odette 
Repeated Stiletto with Shuraba 
Panther 


*Crow form only lasts for 7 seconds. 


Umbran Spear 

Once you purchase the Umbran Spear technique, you'll gain 
access to this special manoeuvre. To perform it, simply double 
tap the Lock-On button while in regular Bayonetta form (you do 
not have to be in Crow form). This will cause Bayonetta to lock- 
on to the nearest enemy, instantly change to Crow form, and 
then fly at incredible speed directly to the targeted enemy. This 
technique is extremely handy when moving from one enemy to 
another, or should you get pushed away from an enemy while 
you are attacking it. 


You need one Magic orb to perform this technique, so if you 

are out of Magic, then you can't do it. This is why we highly 
recommend you to equip the Eternal Testimony accessory during 
a Speed Run. The two free Magic orbs Eternal Testimony allots 
you, ensure that you'll always be able to perform the Umbran 
Spear whenever you need it. 


Damned Souls 
Using Weapon Set A of Shuraba on hands and Fire Mode Durga 
on feet, your most powerful attack is the @@Q@(e(&(&. 


The kicks of this attack, when held, will place powerful Damned 
Souls that can damage and destroy your enemies. Each Bomb you 
place is progressively more powerful than the last, so you'll want 
to place all three when possible. =) 02 


Beast Combo 

Here's a rather powerful technique that is fairly easy to ac- 
complish. The idea of the Beast Combo, is to build up several 
attacks into one combo and then unleash all of that power on the 
enemy at once. To do this, start by transforming into the Crow 
and then hit Ù to activate the Cyclone Feathers. Now, drop back 
down to regular Bayonetta and perform a @@@(@ combo with 
Shuraba. Make sure you hold the 4th @ to fully charge it. Once it 
is charged, keep holding ® and do not let it go. >O 03 


It requires one Magic orb to activate the Crow Feathers, and it 
also requires one Magic orb to trigger the Catfight Claw on an 
enemy. This is yet another reason we strongly suggest equipping 
the Eternal Testimony accessory. The two free orbs that acces- 
sory gives, makes sure you will always have enough Magic to 
perform these special manoeuvres. 


Speed Run 


During the Speed Run, there are many enemy encounters that you 
will not be able to run away from. In these cases, you simply have 
to pound your enemy into submission before you can move on. 


General Encounters 

In general, you will always do well by triggering Witch Time 
and then using Durga Damned Souls or Barrage Switching. As 
a general rule of thumb, use Durga Damned Souls on packs of 
enemies, and Barrage Switching on single enemies. Also, use 
Umbran Spear methodically to stay close to your enemies. 


If you are having problems with any particular enemy encounter, 
please refer to the Angels chapter and Pure Platinum Battle 
Guide of this book for full details on taking out your enemies. In 
the Speed Run guide, an entry of “Required fight, general en- 
counter” will mean to use Damned Souls and Barrage Switching 
for a fast end to the fight. 


724636954 
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Kinship 

You won't see these Angelic ships often, but their rocket attacks 
can be problematic. To take the Kinship out quickly, wait for the 
rockets to get close, then Evade to activate Witch Time. Jump 
onto the ship, and with Weapon Set A active, attack the rear 
housing with a 19% (%(%. The Durga Damned Souls will 
reduce the Kinship to rubble in seconds. On Normal, the Kinship 
is finished with the second Damned Soul. >20 01 


Occult Device: Golem 

To take out the Golem in record time, walk close and stand in 
front of it. This will trigger its clap attack. Wait for it, and then 
Evade properly to activate Witch Time. With that done, imme- 
diately use the Umbran Spear (double tap the Lock-on button) 
to warp to the Golem’s exposed weak spot. Follow the Umbran 
Spear with an immediate Barrage Switch combo or even a mid- 
air Durga Damned Soul. Repeat this pattern as often as needed 
and the Golem will go down fast. 


Grace & Glory / Gracious & Glorious 

More often than not, these Angels appear in areas without a 
leading cutscene. When you know you are about to encounter a 
pair of these, build a Beast Combo and then run to where they 
will spawn. Unleash the Beast Combo and follow that with an 
immediate Torture Attack to quickly finish one of these Angels 
off. With the first one down, it's much easier to concentrate on 
the remaining Angel and use Durga Damned Souls or Barrage 
Switching. 


Harmony 

These flying Angels can be problematic because they are hard to 
reach with regular attacks. The fastest way to take them out is to 
jump into the air and use Kulshedra to Snare a Harmony and then 
use the Cowgirl Spin to quickly destroy any other Harmonies in 
the area, before killing the last Snared Harmony with a Shuraba 
combo. 


Ardor 

This Angel attacks fast and often making it relatively efficient to 
simply wait for their attack and then Evade into Witch Time. With 
Witch Time active, Barrage attacks or Durga Damned Souls will 
quickly tear the Ardors to pieces. 


Alternatively, you can use Umbran Spear to get behind the Ardor 
and then repeatedly use Heel Slide on him. Hitting an Ardor 
repeatedly from the back with Heel Slide can Stunlock it so that it 
can't move or retaliate. Keep using Heel Slide from the rear until 
the Ardor is dazed, then go for a Barrage Switch combo to easily 
finish him off. 


Beloved and Braves 

These large enemies are extremely weak to the Wicked Weave 
version of the Tetsuzanko attack, which is best performed with 
Shuraba. If you don't mind using up your Magic, then repeated 
use of Tetsuzanko is the fastest way to take them out. 


Inspired 

For a fast win, used repeated gunfire (press "® rapidly) to knock 
the Inspired from the air, then use Umbran Spear to get close. 
Quick use of Durga Damned Souls will finish the Inspired in 
record time. 


Jeanne 

Jeanne is truly a worthy foe and can certainly prove problematic. 
If ever you were going to use an item, it should be against her. 
Using a Yellow Moon and Bloody Rose makes taking Jeanne 
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anie 


out with Durga Damned Souls fairly simple. In a few encounters 
(such as Chapter II) you'll need to equip the Yellow Moon and 
Bloody Rose to the Directional Pad before you start the fight 
since you are denied access to the Game Menus (and thus 
your items) while fighting Jeanne. If, however, you have already 
equipped the items to the Directional Pad, you can use them 
once the fight starts by pressing and holding the appropriate 
direction on the Directional Pad. 


Boss Fights 

Some chapters are dedicated to just a Boss Fight. Often, your 
original time is good enough. If you want to improve your time 
for a Boss Fight Chapter, please refer to the Angels chapter of 
this guide for a detailed strategy. Since speed is more important 
than rank here, consider using a Yellow Moon and Bloody Rose 
Lollipop to speed things up. 


rse | Strategy 

1 ‘As you are working your way through this Verse, do not use Torture 
| Attacks. Instead save all of your Magic for Verse 2. 

2 Come to this Verse with three full Magic bars from Verse 1 and 


immediately do all three Torture Attacks, 


Chapter I 
The Angel's Metropolis 


o | Strategy 


Skip the fight and run for it. 

Skip this Verse by ignoring the Witch Statues. Do not interact with 
them. Instead, transform into the Panther to double jump over the 
water, or use Crow Form to fly over it, 9) 02 


3 Altheim Portal, skip it. 

4 Required fight, general encounter 

5 Hidden Battle, skip it. 

6 Required fight, general encounter. 

7 Stay on the stairs and dodge (or Parry) the Fireballs Fortitudo shoots at 
you to trigger Witch Time, With Witch Time active, immediately unleash 
Wicked Weave attacks, such as Tetsuzanko, on Fortitudo. Alternatively, 
with the Moon of Mahaa-Kalaa equipped, parry the Angel's fireballs 
back at him for enormous damage and a huge combo count. >O 03 

8 Required fight, general encounter 

aa \ 


Chapter II 
Vigrid, City of Déjà vu 


1 Use the Jeanne strategy here. 


2 ‘As soon as the introduction of Dear & Decorations is over, jump into 
the air and click the Left Stick to cancel Witch Walk. This will cause you 
to fall towards the chasm below. As you are falling, change into the 
Crow and then fly over to the exit door to immediately end this Verse. 
2004 


Required fight, general encounter. 
Required fight, general encounter. 
Alfheim Portal, skip it. 
Alfheim Portal, skip it. 
Required fight, general encounter. 
Alfheim Portal, skip it. 


Kill the Applauds quickly. Once they are dead, transform into the 
Panther and double jump over the chasm. You can also transform 
into the Crow and fly over it. 20 05 


Required fight, general encounter. 


St z 
Chapter III 


The Burning Ground 


1 The enemies here are Burning, meaning you can't hit them with regular 
weapons (other than Fire mode Durga or long range attacks) unless 
you are in Witch Time. For this fight, it's best to equip Fire Mode Durga 
to both hands and feet and rely heavily on Damned Souls from both @ 
and © attacks. 


Build up a full Magic gauge in this area. This means not getting hit (so 
be evasive) and not using Torture Attacks. To be safe, you can use 
Kulshedra’s Cowgirl Spin, Evading when an enemy is about to attack. 


2 | Altheim Portal, skip it. 
3 Skip the fight and run for it. 
4 Bring a full Magic gauge here from Verse 1. Use Umbran Spear to get 


close to Fairness and start a Torture Attack. Once the first Torture Attack 
is done, immediately initiate a second Torture Attack to finish this beast. 


2006 
5 Altheim Portal, skip it. 
6 Skip the fight here and ignore the Angels that appear. On the first 


rocky bridge that connects the buildings across the lava river, iia 
stand in the middle and face the second bridge. Fly over to the 

second bridge in Crow form. Land on the second bridge then fly over 

to the bus. Be quick with well timed jumps after the cutscene so that 

you can get back on the building before you fall into the lava. Now, 
transform into the Panther and run up to the top of the building. >0 07 


7 Required fight, general encounter. 
8 Skip the fight and run for it. 
9 Required fight, general encounter. 


10 | Verse 10: Alfheim Portal 
Skip the Alfheim Portal in this area. After coming through the 
large portal gate, look to the right and you'll see a small floating 
island. Jump out towards it and then transform into Crow form 
and fly over to the floating island, Now run up to the hourglass 
and pick it up. Doing this allows you to bypass the Witch Statues 
and having to activate Witch Time. 


“n Alfheim Portal, skip it. 
12 | Skip the fight and run for it 
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Speed Run 


The Cardinal Virtue of Gort 


Boss Fight only 


Skip the fight and run for it 
Use Grace & Glory strategy here 
Alfheim Portal, skip it 


Run past all the Angels when possible. Only one fight is required and 
that is with Fairness & Fearless, 


When you get near the end of the fall, pull down on the Left Stick so 
that you hit the wall as low as possible to save alittle time. Use the 
Grace & Glory strategy at the start, and then the Harmony strategy to 
finish up. 20 01 


Use the Ardor strategy here. 
Skip the fight and run for it. 

Alfheim Portal, skip it 

Use the Grace & Glory strategy here. 
Alfheim Portal, skip it. 

Use the Inspired strategy here. 

Skip the fight and run for it. 

Hidden Battle, skip it. 


‘Once Jeanne has been dealt with, move forwards but do not turn into 
the Panther. Instead run forwards and jump as Bayonetta to first block. 
From there, move forwards and then change into Crow form and fly 
over to the final block. This allows you to skip the text that appears 
when you transform into the Panther at this point. +0 02 


The Gates of Paradise 


aawono 


Required fight, general encounter. 
Use the Inspired strategy here. 

Required fight, general encounter. 

Alfheim Portal, skip it. 

You'll face Grace & Glory at the top of the stairs. Once you are done 
with them, move forwards and ignore the next batch of Angels that 
appear. Instead move past them and then jump over the gap in the 
bridge while in Panther form. 20 03 

Required fight, general encounter. 

There are Angels here, but ignore them. Instead, once you are in this 
area, stop and charge Shuraba's lai Jutsu to Level 2 (press and hold @) 
Once it is fully charged, transform into the Panther and run to the gate. 
Hit the gate with your strike and then transform into the Panther once 
more and run into the tunnel. 20 04 


Stay in Panther form and continue to run quickly up the tunnel. Stop 

at the trash bins and cars to throw them at the Beloved and then 
transform back into the Panther and keep running. 

Here you face Fairness & Fearless. At the start of the encounter run 
past them and get next to the Beloved ahead. The idea is to lure Fair 
ness & Fearless into the Beloved's area with you. Shortly after entering 
the Beloved's area, he will attack you with meteor strikes. Simply run 
about the area to avoid being hit, and let the meteors kill Fairness & 
Fearless for you, Once they are dead, attack the Beloved with Durga 
Damned Souls for a fast win. +0 05 


Required fight, general encounter. 


Chapter VII 
The Cardinal Virtue of Tempe 


Boss Fight only 
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Chapter VIII 


‘0000 
ert} 


Route 666 


1 Required fight, general encounter. For a fast victory, use Wicked Weave 
attacks such as @%&@ to knock the Angels off the cars and 
into the street. If they hit the street, they are gone forever. +0 06 

2 Required fight, general encounter. It's advisable to move the fight 
to the side of the road to avoid the cars. For a faster win, a yellow 
Lollipop is a good choice if you're so inclined 

3 There's not much to do to cut time here. The fastest way through is 
to just drive full throttle by pushing up on the Left Stick and ignore 
everything else. 


4 Same as Verse 3. 
5 Required fight, general encounter. To make things bit easier, jump into 
Ta the air and begin building your Barrage attacks while airborne. Using 
_— ~ a yellow Lollipop here is a great idea if you're inclined to use items. 
‘0000 2007 


Chapter IX 


Paradiso: A Remembrance ofan 


Required fight, general encounter. 
Alfheim Portal, skip it. 

Required fight, general encounter. W 
Skip the fight and run for it 


Required fight, general encounter. You'll have to avoid being hit by a 
falling Occult Device during the fights here. A great place to fight is at j 
the rear of the area to the left of the statue that you must use the key 

on. Also, the raised area where one of the chests resides is a great i] 
spot. Once you have used the key, transform into the Crow and fly over 

to the next area. 20 08 o 
Use the Kinship strategy here. 


6 
7 Alfheim Portal, skip it. 
8 
9 


Speed Run 


a eawna 


Skip the fight and run for it. 
Hidden Battle, skip it. 
10 (Use the Golem strategy here. 
11 | Altheim Portal, skip it. 


Chapter X 


Paradiso: A Sea of Stars 


1 Required fight, general encounter. 

2 In this area, ignore all of the enemies and simply break the four magical 
walls to make the gears form. When all the gears are in place, continue 
to ignore the enemies and go to the crank. While you are using the 
crank to rotate the island, the enemies will pause and can't attack you. 
2009 

3 Altheim Portal, skip it. 

Use the Harmony strategy here. 

5 The enemy encounter here is best handled with Barrage Switch 

OUT 268 combos. When you face Temperance at the end, immediately launch 

os. a Barrage Switch combo. It can easily reach him even at a distance, 
As making this a very short fight. 20 10 
6 Required fight, general encounter. 
ens * 7 Skip the fight and run for it. 
8 
9 


a 


Use the Grace & Glory strategy here. 
Alfheim Portal, skip it. 

10 | Hidden Battle, skip it. 

n [Required fight, general encounter. 
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Speed Run 


Chapter XI 


The Cardinal Virtue of Justice 


Chapter XIV 
Isla Del Sol 


1A 


1B 


Use the Ardor strategy here. 
Boss Fight 


Chapter XII 


The Broken Sky 


Chapter XIII 


Ignore the Angels here and quickly run to the end of the area where 
the exit door is located, Targeting the door with your attacks to break 

it open can be tricky if the Angels get near you. If you have problems 
hitting the door to break it open, plant a Durga Damned Soul near the 
door and that will do the job for you. +0 01 


Use the Grace & Glory strategy here. 
Hidden Battle, skip it 

Alfheim Portal, skip it 

Hidden Battle, skip it 

Hidden Battle, skip it 

Alfheim Portal, skip it 

Use the Jeanne strategy here. 
Required fight, general encounter. 
Use the Harmony strategy here. 


The Cardinal Virtue of Prudence: 


Boss Fight only 
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There's not much you can do to speed things up here. Since you 

don't care about rank during a Speed Run, you needn't bother re 
with shooting any of the enemies, except for the required 041 
Inspired and Boss encounters. Otherwise, just fly through the 


areas end dodge enemy fire to avoid damage. 
Same as Verse 1 
Use the Jeanne strategy here. 


Chapter XV 


A Tower to Trutl 


1 


avons 


Hidden Battle, skip it. 


| Use the Ardor strategy here. 


Build a Beast Combo as you approach this encounter and unleash it 
‘on the Angels once they appear. Continue the fight by using Barrage 
attacks and Durga Damned Souls. 


Hidden Battle, skip it. 
Same as Verse 3, 
Same as Verse 3 
Same as Verse 3 


Here you have to use the anti-aircraft gun to destroy Temperantia. 
Aim for his face, and simply ignore any missiles that he fires at you. 


Alfheim Portal, skip it. 
Same as Verse 3. 

Hidden Battie, skip it. 

Skip the fight and run for it. 

Use the Golem strategy here. 
Required fight, general encounter. 


Epilogue: Requiem 


Not much to do here to save time other than keep the Stick pushed 
forward for full throttle. Drive in a corkscrew around the rocket to avoid 
‘enemy fire, while also keeping "® pressed down for continuous fire. 


Same as Verse 1 

Same as Verse 1 

Skip the fight and run for it. 
Alfheim Portal. skip it. 


| Boss Fight. 


Destroy the statue quickly. 

There are three fights in the credits that are best handled with Barrage 
Switch combos and Durga Damned Souls. However, you could just lay 
the controller down and let the Credits roll, since the amount of time it 
takes the credits to roll is the same whether you fight or not. 


Congratulations, you've just sped through the game and should have 
an overall time (as displayed in your Play History) of well under three 
hours which means you have unlocked the Bracelet Of Time. To claim 
this new accessory, enter the Gates of Hell and you'll get a notification 
that the accessory is available for purchase. 


Once you have the Bracelet of Time, you can use it to further reduce 
your time on some Chapters if you're so inclined. Whenever you 

are faced with a magical wall that you need to activate Witch Time 

to get past, you can use the Bracelet of Time instead of using the 
Witch Statues. Simply attack the wall, and as soon as it breaks, hold 
the Taunt button to activate Witch Time and then immediately run 

and Evade through the wall before it can reform. If you have Eternal 
Testimony equipped, you'll always have two free orbs of Magic which 
will buy you just enough time to get past any magical wall in the game. 
This can shorten your time considerably in Chapter V as it allows you 
to completely skip Verse 9. 


ODDS & ENDS 


If you look in the Gallery under Concept Art and then Objects, you'll find a table of the 
Angelic alphabet and the Demonic alphabet. These symbols are actually used throughout 
the game to spell various things. In the cities, you'll see Angelic writing on signs denot- 
ing a Hotel, Restaurant, Café and more. For things that are related to Bayonetta, you'll 
see Demonic writing spelling out various things as well. Here are just a few examples of 
the many things you can uncover using the Angelic and Demonic alphabet tables. 


é Bayonetta’s red 
hair ribbon says 
“Bayonetta” over 
and over again. 


At the end of 
Chapter XV, the 
large gate portal 
has script that 
reads “God revives 
me from among 
the dead” 


r The Eternal Grave & f 
~ that drops during a pe 
Torture Attack says 
“RIP! 


The outer ring of 
an Altheim Portal 
reads “Heaven's 
radiance outshines 
all’ 


Ham, egg, chip 


UMSS Sw Combecs, chips 


The outer ring on 

the Gates of Hell if 
entrance says “I 

draw my strength 

from the dark- 

ness" 


TIT 


One of the shops y 
in the city is titled 
“Lyra’s Café" 


WB<OH | Sausage, egg 
MIGE YFrA/ Sram. chips 


B EAD B. Burger, chips 


MOBS I spam, cag, chips 
emma 


tb The large trash 
“Z bins scattered 
throughout the 
city say “Dust 


Box" 


=" 


‘e.8So Beans 
POLO IGM Tom 


Yoka OG Frit 
Er 
28, Y} Tea, Coffee 


Outside of 

Lyra's Café is a 
chalkboard menu 
that can be deci- 
phered. 


SOYA SE Bacon, egg, chips 
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RELIGIOUS REFERENCES 


Bayonetta is obviously rife with religious references. Not only 
is Christianity referenced, but also Norse mythology, Greek 
mythology, Indian mythology and more: 


Malphas: In demonology (such as King Solomon's Goetia), 
Malphas is a Prince of Hell with 40 legions of demons under 
his command. He is depicted as a Crow. 


© Vigrid in Norse mythology is the great plain where Ragnarok 
J (the end of the world) will be fought. 


Scolopendra: Scolopendra is the Genus (biological classification) 
for large centipedes. 


¢ In Chapter V, Verse 6, the tower you enter is called “J6rmungandr's 
Sair Jormungenc wes a great serpent h Norse Mythology. 


tt Jeanne's whip weapon is called Vritra which is a serpent in Indian 
Hinduism. Bayonetta's whip, Kulshedra is a dragon-like creature 
from Albanian folklore. Bayonetta's Durga and Jeanne's Kali are 
both named after Indian Hindu Goddesses. 


A quick look at the Infernal Demons gives you a peek at the myriad 


of religious (and secular) references that can be found throughout 
the game. The game is loaded with far more than we list here. 
Make it a fun challenge to yourself to see how many other reli- 
gious references you can identify. 


~ 
A 
N 


Queen Sheba: Sheba was a kingdom mentioned in Jewish 
scriptures and the Qur'an. The “Queen of Sheba” makes her first 
appearance in 1 Kings 10 in the Bible, which describes her as 
travelling to Jerusalem to behold the fame of King Solomon. 


Gomorrah: A city mentioned in the Bible that was destroyed by 
God for being wicked and corrupt. 


¢ y~ Madama Butterfly: Madama Butterfly (Madame Butterfly) is 
~ an opera by Giacomo Puccini, based in part on the short story 
“Madame Butterfly” (1898) by John Luther Long. 


Hekatoncheir: This is an alternative spelling of Hecatonchires 
("Hundred-Handed Ones”). They were three giants in Greek 
mythology. They were said to possess incredible strength and 
ferocity, and were the guards of the gates of Tartarus. It's also 
interesting to note that, as spelled verbatim in Bayonetta, 
Hekatoncheir was a Boss in a PC game called "Warning 
Forever” that was created by Hikoza T. Ohkubo. 


Phantasmaraneae: This is actually two words. “Phantasm” and 
“Araneae” Phantasm means spirit or ghost. Araneae is the Order 
(biological classification) of Arachnids that includes Spiders. 


eee eee. 


ENTERTAINMENT REFERENCES 


Throughout the game, there are many little references to other 
games and forms of entertainment. In this section we will list 


several of the ones that we have found. This short list is nowhere 


near complete, but it does showcase the most obvious refer 
ences and should give you an idea of how much more is in the 
game. How many more can you find? 


é ‘© Rodin says “Whad'ya buying” This is a reference to the Merchant 
J ina famous survivalaction game. 


rm, Rodin says he will not put a chainsaw on Bayonetta’s arm. 
~ (€) This is a reference to Jack in “MadWorld” 


In Verse 2 of Chapter 
XIV, a warning written 
with the Angelic alphabet 
flashes on-screen as you 
approach the final Boss. 
That warning reads as “A 
Huge Ange! Temperance 
Is Approaching Fast!" 
This is another reference to a famous shooting game released 
in 1986. 


> p The gameplay of the first two Verses of Chapter XIV is a tribute 
~ \ to the 1985 game released by SEGA called “Space Harrier” and 
“After Burner’ 


=p In the first two Verses 

_, ~ of Chapter XIV, warnings 
written with the Angelic 
alphabet flash on-screen. 
These warnings says "An 
Intruder Has Penetrated 
Your Force Field!! “This is 
a reference to a famous 
shooting game released in 1986. 
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The driving stages of Chapter VIII are a tribute to the 1986 game 
published by SEGA called "Out Run” 


r 


During certain attacks, Bayonetta says “flock off" This is a 


~ ? reference to the first part of a famous 3-D action game series. 


ECF 


~ G drops during a Torture At- 


The 16 ton weight that 


tack is a reference to the 
Heavy Bomb weapon in 

the 1985 game by SEGA 
called “Fantasy Zone” 


r 1 In the cutscene leading to Verse 1 of Chapter XIV, Bayonetta says 


“Welcome to my Fantasy Zone’ and then says “Get Ready" 
Fantasy Zone is the name of the world you play in during the game 
Space Harrier. Fantasy Zone is also the name of a game made by 
SEGA. Finally, the message of “Get Ready!" is how each stage of 
the game Space Harrier started. 


> J) During the Vestibule 


4 The description for Bracelet of Time mentions Eva and the “Leg- 


~ \L' opening cutscene, a > 7 endary Dark Night” These are references to Dante's Mother and to 
eternal grave for “Joe” Sparda (Dante's father), all of which is from one of Kamiya’s earlier 
is shown, The eternal masterpieces. You'll also notice that the name of the achievement 
grave shows a baseball “Legendary Dark Witch” is a reference to Sparda as well. 
bat and the words “Red 
Hot Home Run Hitter” > When running in Panther 
This is a reference to a © J or Lynx forms, you leave 


“beautiful” action game, its hero's baseball cap, and his attack the 
“Red Hot Kick” 


> C The names of two achievements “Nice Try” and “You Want To 


~ 4 Touch Me?” are a reference to a “beautifi 


" action game. These 
are actual lines that the Boss “Another Joe" says while fighting. 


YY 


The Red Hot Shot that revives you if you die during the game is 
a reference to an action hero's move called Red Hot Kick as well 
as the spin-off for the PSP of above mentioned “beautiful” action 
game. 


a trail of skull flowers. 
This is a tribute to an 

action adventure game 

which was published in 

2006 by Capcom and 

was directed by Hideki 

Kamiya — the same director as Bayonetta. 


g Luka’s Father is named “Antonio Redgrave" Tony Redgrave was 
C Dante's pseudonym in an action game series starring a famous 
demon hunter. 


Fé IN Chapter II, at the start > 4 J The name of the laser gun Bazillion is a reference to the Zillion gun 
E C of Verse 6, a cutscene © [used in the Japanese anime series called “Zillion” Incidentally, 
plays in which Bayonetta SEGA modelled its “Light Phaser” light gun that worked with the 
says "Dancing a go go SEGA Master System after the Zillion gun 
baby” This is paying 
homage to an action > The development team 


game hero when he says 
“Henshin a go go baby’? 


ym In the Vestibule cutscene Enzo talks about the person they are 

~ supposedly burying and calls him Eggman. This is a reference to 
the character Dr. Eggman that appears in the video game series 
by SEGA called "Sonic The Hedgehog” 


» Atthe end of the game 

© you get a Congratulations. 
screen. There is a lot go- 
ing on in that scene. One 
of the things you may 
immediately recognize is 
‘that the Golem is mak- 


U of Bayonetta is called 
Team Little Angels, and 
the development team of 
another 3-D action game 
was called Team Little 
Devil. Hideki Kamiya, the 
director of Bayonetta, 
was also the director of said action game. Also, the rosemary that 
you can see on this screenshot looks similar to a specific company 
logo... 


ing the handsign from 
the above mentioned action game hero. By the way, Golem is an 
obvious reference to the demon Yami, the final boss from one of 
Kamiya’s previous games, featuring a white wolf. Yami was also a 
sphere capable of transforming into various forms. 


There's a lot to buy from the Gates of Hell, and that takes Halos, 
and lots of them. Here we'll divulge a few secret tips on how to 
gather Halos quickly. This requires replaying certain sections of 
the game with special accessories equipped 


Early Halos 

This one is fairly simple. At the start of Chapter |, you are in the 
train station. If you get onto the balcony area above you and 
break every bench up there, you'll trigger the train to leave the 
station. As the train is leaving, jump onto its rooftop and ride it 
into the tunnel. Once you have gone as far as you can go, you'll 
warp back to where you started and will have acquired 10,000 
Halos. 


$ 


C The weapon Lt. Col. Kilgore is named after Lieutenant Colonel 
Kilgore, a character from the movie “Apocalypse Now" Jeanne's 
version, Col. Slade, is named after a character in the Al Pacino 
movie, “Scent of a Woman’ 

The Achievement “Double, Double, Toil and Trouble” is named 
after a line from Shakespeare's play “Macbeth” 


40 Odds & Ends 


Once you have got your Halos, you can quit to the Chapter Select 

menu and then start Chapter | over again. This allows you to ride 

the train over and over while also keeping all those Halos. It's a 

rather handy trick on a new game for early purchase of Tech- 

niques. >20 01 403 
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Chapter VII Boss Fight k 
This requires the accessories Selene’s Light and Gaze of Despair. f CHAPTERS! 
You'll also need Durga on both hand and feet, and it should be ae 
set to Lightning mode. With those preparations in place, replay 
the Chapter VII Boss fight. During a Boss Fight, “Boss Mode” is 
enabled so that all attacks trigger a Wicked Weave strike. Light- 


2 


i 17799994@ 
ning Mode Durga is the fastest striking weapon in your arsenal 00:04:39.68@ 
meaning you'll be unleashing a maelstrom of Wicked Weaves on 1550@ 
this Boss. 


Wicked Weave strikes are worth high combo points, and the 
Gaze of Despair boosts their value even more by enraging the 
Boss. Selene's Light will activate Witch Time automatically when 


you take damage, and when Witch Time is active, your combo 
score is boosted even further. Obviously, the idea here is to 

hit the Boss with as many attacks as possible, and to actually 
let yourself get hit so that Witch Time activates. Simply use 

the @ }@ combo over and over again, and don't bother to 
Evade (you want to get hit so that Witch Time activates). Do this 
correctly, and once the fight is over, you'll have a combo score 
of well over 10 million which equates to an easy 1 million Halos 
(10% of your combo count). >O 01 


You can actually start doing this the first time you come to this 
fight on a new game. However, at that time you're not likely to 
have the needed accessories or a second set of Durga Claws.. 


That is fine. You can still rack up plenty of halos with just Light- 


ning Mode Durga on hands, and then use those halos to buy the 
needed accessories and Alternative Durga. On a new game, you 
can amass enough halos for the accessories and Alternative Du- 
tga in two passes through this Boss fight by using only Lighting 
Mode Durga on hands. Then you can properly kit yourself out for 
a few runs through with everything in place to really begin Halo 
farming! 


It should be noted that if you do this early in the game before you 
have a maximum health gauge, you are liable to run low on health 
and could even die during the last stages of the fight. Since you 
are Halo farming and don't care about rank, it's ok to use some 
health items to keep yourself alive if you like. However, should 


you die during the fight, you'll simply start over at the last check- 
point you reached with full health, and best of all, your combo 
count will be remembered meaning you'll still get all those Halos. 


Late Game Farming 

This requires the accessories Climax Brace and Gaze of Despair. 
The Climax Brace activates “Umbran Climax” which transforms 
every strike of your weapons into a Wicked Weave strike. Wicked 
Weave strikes are worth big combo points, and the Gaze of De- 
spair enrages the enemy which boosts the combo score value of 
each strike. If you also activate Witch Time during a fight, you'll get 
an even greater boost to the combo score value of every strike. 


With those two accessories equipped, replay the Vestibule from 


735541938 


start to finish. You'll amass huge combo scores and tons of Halos 
during the fights. When all is said and done, you can easily gain 
two million Halos or more just playing through the Vestibule — 
just make sure you prolong Verse 2 as long as possible. +0 02 


You can't update your Play History With Climax Brace equipped, 
but you do get to keep all those Halos! Just make sure to save at 
the Chapter Select screen once you have finished the Vestibule 
to ensure that your halos are saved. 
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Big Bang Bonus 

During the final Climax Kill of the game against Jubileus, if you 
press the button fast enough, you'll exceed the max input and 
trigger a “Big Bang Bonus” of 10,000 Halos. 


Perfect Shooting 

If you manage to shoot every single enemy without missing one 
in Verses 1 & 2 of Chapter XIV, and you suffer no damage, you'll 
be awarded a 1 million Halo bonus. When you achieve it, the 
game makes a subtle jingle noise and then updates your score 
giving you the 1 Million Halos. Other than that, there are no 
onscreen indications that you did it. If you go after this one, listen 
carefully and keep an eye on your score to see the bonus roll in. 


Changing The Music 

There are a few Verses in which you can change the background 
music (BGM). In order to do so, you simply need to press particu- 
lar buttons at the right time. Here is how to do it. 


Hold the “Change Weapon” button 
Chapter VIII: before the motorcycle scene Hold the "Change Weapon” button 
Chapter VIII: before the motorcycle scene Hold the "Taunt” button 


Chapter VIII: before the motorcycle scene Hold the “Change Weapon” + 
the “Taunt” buttons 


Hold the “Change Weapon” button 


Chapter VIII: before the car scene 


Chapter VIII: before the Braves appear 
in Verse 5 


Chapter XIV: before Verse 1 starts Hold the “Change Weapon” button 


Bonus Lollipop 

During the Vestibule scene, Rodin runs out of guns and throws a 
Lollipop to Bayonetta. You can actually change which Lollipop he 
throws to her! Furthermore, if you do this little trick, you'll gain 
the use of that Lollipop when you start playing the cemetery area 
after the cutscene finishes. And best of all, it does not count as 
an item in your final rank. 


To make this happen, you need to hold down one of the face 
buttons on the controller before Rodin grabs and throws the Lol- 
lipop. It's best to begin holding down the button when Bayonetta 
yells “Guns” to Rodin the second or third time. Continue holding 
down the button until Bayonetta catches the Lollipop to make 
sure you trigger this special event. Watch the cutscene carefully, 
and you'll see that the colour and shape of the Lollipop actually 
changes in real-time in the cutscene! +20 03 


Once it has been triggered, you can skip out of the cutscene to 
the cemetery fight and the effects of the Lollipop are yours. The 
best choices for this are the yellow Lollipop for invincibility, or 
the red Lollipop for double attack strength. The green and purple 
lollipops give you health (but you start with 100% anyway) and 
Magic (which isn’t terribly handy in the cemetery fight). 


Map — 


Receive Xbox 360 


Green Lollipop (Health) 
Red Lollipop (2x Attack) 
Purple Lollipop (Magic) 
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Yellow Lollipop (Invincibility) 


Sai Fung Symbols 

When using Sai Fung, you'll notice that it throws out various 
Japanese symbols. There are eight symbols in all that can be 
displayed during a regular or a charge attack. The symbols are 
the eight “Ba gua” diagrams used in Taoist cosmology, >O 04 


Juu Nen Hi Yai Da Yo! 

Akira Yuki of the Virtua Fighter series uses this line while fight- 
ing. It roughly translates to “You're ten years too early” To get 
Bayonetta to say it, you need to get a Pure Platinum ranking 

on a Verse, and you must kill the last enemy of that Verse with 
the Tetsuzanko attack (a technique you can buy in the Gates of 
Hell). Any weapon can be equipped, but you must finish the last 
enemy with Tetsuzanko. 


Magic Language 

The language you hear spoken by Angels, Bayonetta, and Jeanne 
during combat (such as Bayonetta’s Torture Attacks, Climax At- 
tacks, etc) is Enochian which is supposedly an angelic language 
dating back to the 16th century. 


Bayonatta’s special winning phrase 

Finish a Verse with a Tetsuzanko attack to make Bayonetta say: 
“Juu Nen Hi Yai Da Yo!” You must connect the physical element 
of the attack to activate this special winning phrase. She must 
damage the enemy with her body, the Wicked Weave element of 
the attack does not count. 


Bullet Art 

Besides being highly skilled in combat with their firearms, Bayo- 
netta, Jeanne, and Zero have an artistic side to them. If you face 
a suitable horizontal surface such as a blank wall and press and 
hold =% to fire your handgun, each character will express them- 
selves with a lead signature. Watch their gunfire closely, and the 
bullet holes in the wall will slowly reveal the picture. You'll need 
to be a moderate distance from the wall to see this clearly. 


® Bayonetta: Draw a capital “B” and a heart symbol. 
® Jeanne: Draws a capital “J” and a diamond symbol. 
® Zero: Draws a capital “Z” and a skull symbol. 


Hidden Enemy 

There is a hidden enemy in Chapter XV. You can find it at the top 
of the tower, just before you use the crank to activate the magic 
platforms. Walk about the top of the tower where the sides are 
open. It's random, but eventually a Courage dragon head will 
appear in the sky and quickly shoot a fireball at you before disap- 
pearing again! +0 05 
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Bayonetta’s Taunts 


Ca Requirement 
o1 I've got a fever, and the only cure is | Perform Long Taunt 
02 | Let's dance! Equip Lt. Col. Kilgore 
04 Bring it! Equip Shuraba or Pillow Talk 
05 You want to touch me!? uip Se 

Your halc mine! Equip Kulshedra 


Bayonetta and Jeanne really love to get under the skin of their 
Angelic foes, and nothing infuriates the Angels more than being 
taunted by these sexy witches. There are two types of Taunts 
you can use; a Short Taunt, and a Long Taunt. The Short Taunt 

is accomplished by tapping the Taunt button, while holding that 
button down for 1 second will initiate the Long Taunt 

Bayonetta and Jeanne each have unique dialogue for their 


Bayonetta 


Jeanne 


Requirement 


Umbra | Perform Long Taunt 


Equip All 4 One, Garnet Roses, Handguns 
Tang Lung or Bazillions 

03 | Bitch please Equip Angel Slayer 

04 Bitch please Equip Kali (same audio as Taunt 3 with 
differ animation) 
Equip Vritra 
Equip Col. Slade 


08 Bring it 


with different animation! 


Taunts. The bit of dialogue you hear for a Short Taunt from each 
character is dependent on the weapon equipped to their hands 
(the foot weapon has no bearing on a Taunt), The Long Taunt 

is always the same no matter the weapon you have equipped. 
Jeanne even has a special hidden taunt that is dependent on the 
costume she is wearing 
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While making this guide, we had the chance to go to 
Japan and visit PlatinumGames in their Osaka offices. 
Bayonetta’s Director Hideki Kamiya and Producer 
Yusuke Hashimoto spent more than 2 hours answering 
our many questions. They reveal the design process 
that led to Bayonetta’s character being created, and 
describe the influnces and choices that resulted in the 
unique characters and scenarios from the final game. 
We also asked them for details about how they de- 
signed the game's combat system, and for insight into 
how its toughest battles are balanced. 


We made sure to discuss the game's many references 
and homages with the two creators, and the inten- 
tions behind many of them are explained here. Finally, 
there's talk of what a possible sequel to Bayonetta 
might be like, and they reveal their all-time favourite 
games. Throughout this section we have also chosen 
the most interesting pieces of concept artwork from 
the game to display in full detail. See for yourself on 
the following pages. 

We'd like to thank Kamiya-san and Hashimoto-san 
for their time, and for answering all of our questions. 


Future Press: Could you introduce 

yourselves please? 

Hideki Kamiys: My name is Kamiya... 
| was responsible for directing this 
game. 

Yusuke Hashimoto: And I'm the 
Producer... Hashimoto. 


First of all... How did you come up with 

the idea of making Angels the villains 

and Demons the heroes of this game? 

What were the stepping stones to that 

design? 

HK When | first planned to make a 3D 
game, | came to the idea of making a 
female as the main character. In Devil 
May Cry and Viewtiful Joe | put male 
main characters in the front row. After 
these games, | was satisfied how | rep- 
resented male characters. This time 
| wanted to make a woman the main 
character, so that | could do something 
both strange and interesting. The 
theme “woman” sounded very attrac- 
tive to me. And the battles being per- 
formed by women... well, a battle with 
normal human beings has its limita- 
tions. | wanted to create an incredible 
battle without limitations. That's why | 
thought about settings like Superman. 
It's just my personal taste —| wanted to 
base the setting on: “She uses powers 
from the dark side” And a woman 
with dark powers is equal to a witch, 
so that was the birth of the witch idea. 
And this witch is going to fight with... 
superhuman Powers. Then | talked 
to my staff about who could be her 
enemy. They came up with Angels! 
Angels fighting isn’t something we 
have seen much of. And their exist- 
ence is very imperial; therefore they 
would be extremely powerful, for 
sure. The main character has the dark 
power... the negative power, and the 
other side has... how can | put it?... 
the power of virtue. It’s the opposite 
of what is normally presented as the 
image of good and evil. That sounded 
interesting to me. That is the reason 
behind this game design. 


So the angelic side has a human shape, 

but with a different face and so on. 

< Yeah, that’s right. Hashimoto- 
kun should talk about that. For the 
time being, he was in charge for the 
special effects. Originally, the idea for 
Bayonetta came from him... we were 
working together in the DMC team for 
eight or nine... almost ten years. We 
both had to give up DMC after finish- 
ing the first game and so couldn't 
make a sequel to it. Then, when we 
were chatting after PlatinumGames 
started up, he told me, “I would like 
to see a 3D action game from you, 
Kamiya-san” “| hadn't thought about 
making a game like that. A long time 


Yusuke Hashimoto 


has passed since DMC, but we still 
have a lot of staff who are expert in 
that. So | thought, if | could work with 
these people and include all the ideas 
| had gathered in those eight years, 
then we could make a great game. 
So Bayonetta began from that. We 
had been chatting when we created... 
or were on the way to creating the 
team... which only consisted of a 
few members at the start. We hadn't 
decided who was responsible for what 
job and there was no specific designer. 
Then he started as effect designer. 
But he could also draw. So when we 
were talking about the Angels, | told 
him to draw something he liked, so 
that | could make a project book. Well, 
it wasn’t quite “I told him to draw”... 
it just happened like that, Hashimoto 
drew. 

YH Right. 

=E Because he was the only one who 
could draw. And the pictures he gave 
me were cool. So | wanted him to 
expand this image. 

~ H Yes. At this time... we thought the 
Angels should have a celestial exist- 
ence, but the Angels were also an 
enemy in the game. So they had to be 
menacing. The most important point 
for me was to show a simple divinity, 
which is complex at the same time. 
Nothing | have seen anywhere else, 
except a divinity... causes fear by its 
mere existence. 


You didn’t have anything particular in 
mind to create a scary, but divine, thing 
just from your imagination? 

~ Designing things which humans 
believe are divine is tricky... the look 
may differ, but there are also common 
points. So | took these parts as refer- 
ence. That's how | came up with the 
design of the Angel. 

The basic idea was the eternal im- 
age. Angel's halo, a white image with 
golden accessories. A light image like 
that. This goes for the devil and An- 
gels too. No one has ever seen them. 
Therefore it’s just an image. And when 
| saw his drawing, | thought, “Well, if 
someone told me “This is an angel? 

I'd believe them.” Somehow, not like a 
human and giving a surprising impres- 
sion. It also gives you a feeling of awe. 


A M 


It has an element of this. It's mysteri- 
ous... SO one can say its ghastliness 
was perfect as an “existence” to fight 
against. It has a presence. 


Hideki Kamiya 


So, did you start by creating Bayonetta 
as the main character and then the 
Angels as the enemies? 

HK Yes, that’s right. We created the 
concept of “Bayonetta the witch” in 
the early phases, but we had to travel 
a long way before we finished her 
design. But to tell you more about 
the Angels... the Angel design was 
decided almost immediately. 

YH He wanted me to just draw, just for 
drawing’s sake. So | drew a lot, really. 

HE The Angel's look was finished first, 
even before we started to design the 
game. 


So, was the design of the enemy the 

first completed element of this game? 

~= Yes. Not wishing to sing my team’s 
praises, but when | saw his draw- 
ing, | thought, “That's great!” | didn’t 
want to say anything at that stage, so 
| asked him to draw by instinct, just 
draw as many pictures as he could. 
Then we put his drawings into the 
game. | told him things like, “This 
enemy should be bigger. Let's make 
it a boss enemy” A bit later on we 
changed their design because of 
the game. Things like, “| want this 
enemy to perform a punch, please 
add claws.” So we added a few things 
afterwards. But getting his original 
drawings into the game - that was the 
basic flow. 


So this project began with you two? 

Yes, the trigger came from us two. 

Yes, the trigger. As | said before, he 
said to me, while we stood talking, “I'd 
like to see an action game from you” 
| was inspired by his statement and 
so | made a project book. At the same 
time, PlatinumGames asked me, “How 
about a 3-D action game?” That was a 
lucky coincidence. So, in that way, he 
was the trigger of it all. And during the 
early phases, where we only had a few 
members... well, working on ideas 
during this phase is very joyful. He 
was one of the most important people 
at this time. 
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How many people were working on 

Bayonetta during the final phase? 

YH By the end... 50 or 60 core mem- 
bers. 


You said that a long time elapsed be- 
tween the initial concept of Bayonetta’s 
character and the final design. What 
was she like at the beginning? 

HEK Hmm... our designer had trouble 
understanding my concept at the 
beginning. Our designer is called 
Shimazaki. | felt sure that she would 
be the only one who would be able to 
create Bayonetta’s character design. Of 
course, she can take a unique idea and 
create a design that works. Most of 
all, she is a designer who pays a great 
deal of attention to detail, particu- 
larly from the woman's perspective. 
Something men don't have. Sure, this 
is a 3-D battle action game, but | didn’t 
want typical male imagery: a battle- 
capable woman in battle suit. Since 


— 


we had a woman as our main charac- 
ter, | wanted to create a fashionable 
design. We needed a person who was 
interested in fashion in their private 
lives as well and who would be able to 
reflect this in the design. She was the 
only person | thought could do this, 
and | wanted her to create the design 
at any cost. The power of colour fash- 
ion - and this is a game with battle 
elements - meant the clothes had to 
be black, the colour of witches. Com- 
bining these elements was quite dif- 
ficult for her. | didn’t create a detailed 
brief. | just gave her an abstract image, 
similar to what I have just said. Then | 
looked at what she gave me and said, 
“No, this is not what | meant.” This 
was repeated many times. 


Bayonetta has a perfect body. This is 
rare, and also rare in a real model. Did 
you create this image at the beginning? 
Yes. But | didn’t show her a real 
person and say, “Like this image.” So, 
in the final version, we cannot say that 
Bayonetta is similar to someone. 


Bayonetta is a very womanly character, 

something we have never seen before. 

HE The typical female main character 
has big boobs and shows her skin - a 
male image of women, designed to 
win men’s favour. This type of design 
happens all the time. Women’s beauty 
is not like that. This is what | always 
told her. And I think she got that. | 
said, please avoid any poor taste. 
Eroticism is something that every man 
can imagine easily. | wanted to create 
a character who wouldn't be offensive 
to women. Her back is quite bare. This 
was her idea. This method of showing 
skin has a woman's touch. An open 
back is an elegant way to show skin 
like a dress. Also, in game view, the 
player often sees her from behind. 
And when the player sees her back, 
it makes the heart beat faster. This 
type of presentation is very feminine. 
| guess these elements are the key to 
successful design in Bayonetta. 


the action couldn't be seen clearly. 

So we thought: What can we do with 
her hair? This was the most important 
point. 

Our modelling staff and the designer 
Shimazaki told me that this hair 
wasn't going to work. Then we had 
some compromise ideas, like a bizarre 
hairstyle or braid. But | didn’t want 
things like that. For me, a compromise 
idea was like no hair. Nevertheless, | 
still wanted to attach importance to 
her hair. Then we went through vari- 
ous character designs and became 
deadlocked. So we decided to go back 
to square one. The first design com- 
municated itself very clearly to me. We 
tried to make a main character from 
this basic design. After many trials and 
selections, the original design had be- 
come distorted. However, it was that 
very first design that had excited me. 
So | went back to it. And this design 
was Bayonetta in a full black suit with 


What if | use this design? Hair follow- 
ing her body shape... or better still, | 
thought, what if everything was made 


of her hair. 


When and how did you come up with 

the idea of hair being her weapon? 

~= There was a mixed set-up, until 
we finalized her actual design. When 
I chose a woman as main character 
that, of course, made her a witch, 
so her image, her colour, had to be 
black. And | attached importance to 
her black hair. Action movements look 
best when you have moving objects. It 
makes playing with the controller fun. 
Dante has a fluttering coat; Joe has 
a fluttering scarf. These are elements 
that make a player’s movements look 
great. So | wanted to use a similar 
prop this time. | thought of long hair, 
‘cause she is a woman and | wanted to 
attach importance to that. And talking 
about the colour, good and evil are 
inverted here. So | wanted to empha- 
size the dark image and, because she 
is a witch, black is her colour. First 
of all, we simply created a character 
with long, black hair on the screen. 
During the first phase, her upper 
body was covered with hair from her 
head. The player could perform any 
action as much as he wanted, but 
her hair covered the movement and 


long hair. | guess that was her drawing 
choreography - Bayonetta’s hair does 
not fall down straight; it entangles 
itself with her arms. This was pretty 
interesting and we started working on 
it. But then | thought: This is it, this is 
what is interesting. And | imagined: 
What if | use this design? Hair follow- 
ing her body shape... or better still, | 
thought, what if everything was made 
of her hair, so she can use her magic 
powers to form it like clothes to fit to 
her body. This concept had a witch-like 
element and was convenient, because 
of the way her hair would behave, It 
settled everything nicely. Then | asked 
her to draw the design again with 
these concepts. 

The result: a new design was born, 
with her hair united with her arms and 
hanging down around her arms. We 
could keep the long-haired image and 
at the same time we had elements 
which made her actions look better. 
We did, however, also want witch-like 
movements: like summoning huge 
arms and legs from devildom in order 
to hit or trample an enemy. She is a 
witch, after all. So we tried to pull this 


idea into shape. On the one hand, there 
was this elegant image of a woman; on 
the other hand, a monster would ap- 
pear suddenly. These images were too 
distant and did not work together well. 
But if she could transform her hair 
into clothes, she would also be able to 
use hair as medium to summon arms 
and legs from devildom. That was a 
relationship that could be made to 
work. And then we combined these 
elements. If she uses hair to summon 
monsters... 
«She will have to use her hair, which 
also covers her body. So, her skin is 
shown... We started expanding on 
this. All the men in our team were 
excited. So developing this idea went 
quickly. 

YH That was the fastest development 
time ever. (laughs) 

HE The idea to peel off her clothes 
came incredibly fast. 

YH That was finished before | noticed. 


Some hair is left covering her intimate 

parts though, isn’t it? 

=E She leaves hair covering these 
areas. 


Were they there during the develop- 

ment phase as well? 

=E Well, | think we actually took every- 
thing off during the development 
phase. But in-game as well, she loses 
all her clothes during a great summon. 


But hidden with spiral-shaped hair. 

Yes, these do veil her. Hide her from 
the camera, The attacked Angel can 
see things at final moment, but that 
Angel will be beaten up really badly 
instead. 


There is an unlockable costume called 
“Sportswear & Boomer” It’s a bit erotic 
and quite kinky. Who made the decision 
to put this costume in the game? 
~The director. That's what he wanted. 
_ My sexual propensity. 


I doubt whether EU players will under- 

stand this costume. 

= | guess it will make no sense to 
anybody. 


Japanese players will react immedi- 

ately. 

_ I talked with my staff about the fact 
that this costume would not be under- 
stood. But Japanese Animé is getting 
very popular nowadays. So they will 
hopefully accept this as Japanese 
traditional uniform. 


But bloomers haven't been worn for 
years. 
HE So | understand. 


And you came to the cheerleader idea 

within this development flow too? 

HK Cheerleaders. We came up with 
many ideas and chose some of them. 
We were thinking what would work for 
North America and thought about... 
things like high school. We have one 
localization specialist here. | told him 
that he should come with an idea. He 
came back with a cheerleader and 
American school costume. We chose 
the cheerleader from these ideas, be- 
cause it was very easy to understand. 


Did you send out a questionnaire to the 
company? Like: “This is the idea, what 
do you think of it?” 

HK No questionnaires. 

YH We do chat about ideas. But the final 
decision depends on his dogmatic, 
biased view (laughs). 

HEK Dogmatic and biased (laughs). But 
this does make a better product. A ma- 
jority decision system kills good ideas. 


Foa 


-That sort of method will only pro- 
duce a stereotypical product. 

We thought there must be a business 

suit costume, because of her glasses. 

_ There were so many ideas | wanted 
to bring into the game, but due to 
things like development time, we had 
to give up on some of them. Doctor, 
Chinese dress, high school teacher, 
policewoman...we had so many ideas. 
And of course, nurse. 

-~ Yes, many, many ideas. This was 
only possible because we had a 
woman as main character. If we create 
costumes for men... the image is still 
the same. I think a costume change 
is only really fun when you have a 
female character. 

_ For example, who wants to see 
Dante in boy's sportswear? A stylish 
woman wears a sports uniform from 
primary school or junior high school. 
| think this is romantic. Only women 
can cause such hot romantic feelings. 

_ Marked with a name tag. 


School class 5-3 Bayonetta. 
HE From “5 nen 3 kumi mahou gumi” 


Just as we thought. 

HEK Most of the generation (of video- 
game players) nowadays won't under- 
stand what that is. 

YH | don't understand either. 

HK Really? | really wanted to join the 
class 5-3. | watched the TV series “5 
nen 3 kumi mahou gumi” when | was 
in 3rd form. 


Did you want the magic items? 

HE Absolutely. So, when | came into the 
5th form, | wanted to be a member of 
class 5-3. But | was put into class 5-4 
and | thought “Damn!” 

YH So you express this feeling now 
(laughs)? 

HK Yes, now (laughs). When | had a 
blood-type test in the school... well, at 
that time when I was in the 1st form, 
a baseball player called Ou was very 


| think a costume 
change is only really 
fun when you have a 
female character. 


successful...| absolutely wanted the 
blood type O. And the result came 
back as O. Yeah! 


Let's talk about Bayonetta a little more. 
She looks like she’s around 30 years 
old... how old is she really? 

To tell you the truth, we don’t have 
any profile details on Bayonetta, not 
her age, nothing. The same thing with 
Dante. No one knows if Dante is his 
last name or how old he is. Maybe it’s 
his first or family name. | think this 
makes for a mysterious attraction. In 
games like Resident Evil, it's better to 
have a profile like “Leon S. Kennedy, 
age... or finished the police school in 
year something” etc. But in a game 
with a fantasy element, it's much more 
romantic when we don’t reveal such 
details. | didn’t make a profile for Dan- 
te... or for Joe. Joe is just Joe. This 
time, in the case of Bayonetta, there is 
no age, or measurements, or anything 
like that. To create her design and to 
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make her 3-D model for development, 
| just gave them the brief: Please 
make an adult female, end of her 20s 
to 30s. For Dante, | said 30... he may 
have reached 30, or not. Just like that. 
I think 20s... that is only a child. A 

bit more adult look is cooler. But the 
problem was to present his profile. A 
hero in his 30s sounds a bit strange. 
Dante had an untidy beard in the first 
design that Tsuchibayashi drew. But 
we removed this in modelling phase. 


tions as if he’s touching glasses and 
adjusting their position). A gesture. 
It’s typical, but | wanted to try this 
stereotyped element out. There are 
so many sub-characters with such 
this, but no main character. | thought 
that people might have a feeling of 
resistance towards main characters 
with this design. So | decided to ask 
my staff. | gathered them all in this 
room. | asked, “I would like to work 
with this idea. What do you think?” 


for her. She can do anything with her 
hair... She can also stow everything 
away into her hair. There are scenes 
where she picks something out of 

her hair. She hides everything there. 
She draws chainsaws from there. Like 
Babaaam! Therefore she could pick 
up anything she wants. | believe...... 
when she goes into the bath, she takes 
everything out of her hair and then 
washes it. When she leaves the bath, 
she puts it all back and wears her 


| thought that people might have a feeling of resistance 
towards main characters with this design. So | decided to 


ask my staff. 


So he was a bit fresher looking. His 
real age is unclear, but if you ask me, 
he is a man in his 30's. Bayonetta is 
about the same age. 


So end of her 20s to 30s? 

HE The convenient thing with Bayo- 
netta is that she is a witch. You see in 
the game things like “500 years” and 
so on. 


At least 500 years old. 

HE Similar to Demon Kogure, the Japa- 
nese celebrity. She's 500 something 
years old. She transcends her age. 


Is there a normal growth phase be- 
tween Bayonetta and Cereza? 
HE I think so. 


So they're growing step by step. 

~| Step by step. | thi: . Dante... | 
don’t know how it is for Dante, but 
Bayonetta has now reached her peak... 
both in her appearance and physical 
skills. She stays in peak condition from 
now on. With magic power. 


You say, with magic. As a witch, she 

does not have to wear glasses, so what 

is the significance of Bayonetta wearing 
them? 

__ Ah... We didn’t start with the sce- 
nario element, but with her appear- 
ance. When her design was almost 
completed... that is to say when the 
drawing with hair over her arms was 
done, we decided to work with it. 

At this point, | said, “Let's give her 
glasses” Glasses are... a necessary 
item for a sexy lady. To do move- 
ments like this (Kamiya then mo- 


The answer was split. Almost half 
said good, the other half said bad. 
No one said neither nor, At that point 
| knew: this character gives a strong 
impression. And such a character 

will be a success for sure. Before | 
talked with them, | thought, “I will 
change the design if most of them are 
against this. Because it's too difficult,” 
but with this result | was sure that 
she would be good and said, “Go.” 
Some stubborn people said f*****g 
things like “take off her glasses’ but | 
brushed them off. | said, “Do not take 
her weapon.” | didn’t want glasses 

to just be an image item. Her glasses 
have a bit to do with the story line. 
She has an obsession with glasses... 
or rather | should say, | have (laughs). 
She won't show her face without 
glasses during the game. | started 

to imagine the reasons behind this 
obsession. In our scenario, she had 
an unhappy childhood. And she wore 
a stern-looking mask. So she had 
some traumatic things happen to her, 
which have caused her to not want to 
show her real face. That is the reason 
behind her wearing glasses. She 
feels a bit safer when she can cover 
her face with something... she does 
it unconsciously. It has something to 
do with her mental weakness. | think 
it's quite okay for her to have such 

a weakness......although | don’t talk 
about this in the storyline at all. 


Her glasses are not made by her hair? 

_ What do you think? 

| think they aren't. 

_ Okay, then I say no (laughs). 
There is one setting which | made 


glasses again. That's what she does in 
my imagination. Glasses are... since 
she is a woman, they are one of her 
many accessories. 

YH Yes, she has a lot of things to 
beautify herself. | want players to use 
their imagination. That's a major point. 
Also this is just one element. If we say 
something about that, this setting will 
be “real’ not a fantasy world. That's 
why we don’t want to say concrete 
things. 

~| I don't have a fixed notion about this. 
But | do have rough settings ideas, so 
that | can share the same image with all 
my staff. But | have not created an of- 
ficial document about them, due to the 
aforementioned reason. | talk for hour 
upon hour about my imagination, but 
that is just my imagination, | want play- 
ers to see game event scenes and think 
about these elements for themselves. 


Our staff were also excited about her 
appearance. She wore a mask 500 years 
ago, so she doesn’t have to wear these 
glasses, and so on. 

_ The in-game story happens... in one 
single day? 

YH Yes. 

_ This story takes place in the space 
of one day. We could therefore only 
present Bayonetta on that day. She 
does own a lot of glasses and could 
change them regularly. Just like any 
girl all dressed up to go into town. 


With everything stored in her hair. 

= Yes. She does change her hairstyle, 
fashion and make-up daily. She is 
totally different to me, who leaves 
everything at work. | could leave my 


apartment within ten minutes of wak- 
ing up. No woman could do this. 


She puts her make-up on? 
HK Sure she does. 


By herself, or using her magic powers? 

HE She could use magic - that’s also 
just my imagination. But it is fun to 
put make-up on. She does have fun, | 
guess. 


Like a woman. 

HE That is the privilege of women. Men 
can have fun by buying a finished toy, 
but also by model-making. So make- 
up must be fun as well. 


with permission of voice actors. And 
he used the mouth movement for 
each pronunciation as a reference. 
And facial expression... Takashima did 
all facial expressions by himself. And 

I think... although | haven't asked him, 
he had a lot of fun doing this work. | 
got that feeling when | talked to him. 
First we finished test videos with all 
actions, voices and camera move- 
ments, but without facial animations. 
Then, last of all, he added all the ani- 
mations to fit to these videos. Not just 
speech, but also facial expressions 
were his exclusive territory. | didn’t 
really get involved. What | did tell him 
was that Europe and the United States 


They must cast the official ancient spells 
using fixed ritual poses. They need to use 
this combination or risk the demon they are 
trying to summon not appearing. 


So, because of that, all characters have 

glasses? 

HE Well, that has no meaning. 

YH Great that you noticed it though. 
Only a few people have spotted that. 

HH Yeah. | don’t know when that start- 
ed... Bayonetta wears glasses. And 
we began to put glasses on her rival 
character. Then I told Shimazaki, “Let's 
give all the characters glasses. Let's do 
it, even though it is nonsense” That's 
the reason behind the actual design. 
Luca seems to be the only charac- 
ter without glasses, but he puts his 
glasses on his collar. 

~ Balder wears glasses like that. 

== Balder wears a mask resembling a 
monocle. So all main characters wear 
glasses. 


We have been talking about make up. 

Now I want to ask about her facial 

appearance. The facial animations are 

fantastic. Can you explain the process 

involved in making an animation? 

= The facial animator creates the 
animation. We have an expert in facial 
animation, Takashima. He works com- 
pletely obsessively. 

= It's usual to capture facial anima- 
tions from video when developing for 
high-end consoles. But this time, we 
insisted on manual development. He 
checked videos of talking voice actors 
for reference. There were also scripts 
for all characters. He did the complete 
facial animations manually based on 
these elements. 

_ We made a video of the recording 


have a culture in which they express 
things with body and facial gestures, 
contrary to Japanese culture. That 

is something we are not familiar 

with; therefore he had to do detailed 
research. He did much more than we 
had asked. He displayed Bayonetta’s... 
and all other characters’ character- 
istics via their facial expressions. He 
also came to me with fun ideas, like, 
“| have let this character do this face in 
this scene.” That was really convinc- 
ing. When there was a long break after 
someone had finished talking, he put 
in facial expressions and the whole 
scene became much more interest- 
ing. This break was not designed, but 
he put various ideas into the gap and 
thus made scenes much deeper. 


Apart from the facial expressions, Bayo- 
netta strikes many poses in the game. 
She performs a pose after specific tech- 
niques and the player hears a camera 
sound. Who came up with this idea? 

_ Whose idea was it... (laughs)? | 
guess it was mine. | wanted her to 
perform a pose, because she is a 
woman. This game has so many ele- 
ments which were put in “because she 
is a woman" This is the key differ- 
ence between DMC and Bayonetta. 
For example, the lock-on cursor is 
lip-shaped, or the double jumping 
effect has a butterfly form. We couldn't 
do that with a male character, because 
that would be disgusting. It's only pos- 
sible because she is a woman. For me, 
it is one of the elements that express 


her individuality. Dante’s battle style is 
very male and rude, but in a positive 
way. Bayonetta takes notice of fashion 
— something that doesn’t interest men. 
Aman could go into the office without 
washing his face. It’s not possible for 
women. Their sensitivity is... in my 
opinion, just like Bayonetta’s style. 

A lock-on icon can be anything, but | 
used a chic lips icon. And when she 

is damaged, she starts bleeding, of 
course, She can even turn this blood 
into rose form with magic. This re- 
flects her sensitivity to being beautiful, 
even when she is attacked. This is 
something that Bayonetta insists on 
doing. Insists on doing, because she is 
a woman. That is my image. This is all 
nonsense. Does she have to pose after 
specific move? No, she does not. But 
she does it subconsciously. 


These poses came from artwork or 

something like that? 

=H Mainly, Bayonetta’s motion anima- 
tor, Kai and |. We decided on these 
poses while we were indulging in a 
bit of man talk, Oh, and another point. 
Poses were created by the dancer who 
was the motion-capture model. She 
studied body movement as part of her 
dance background. 
So | asked her to perform various 
poses, and she took up a lot of these. 
When | asked her to please perform 
something for three seconds, she did 
an action move and then did a pose at 
the end. And when | said, a bit longer, 
about ten seconds, she performed 
various things for ten seconds and 
then stopped with a pose. We con- 
tinued like that until she had run out 
of ideas. We used these in the game. 
Anyway, | said that these poses have 
no meaning. But the movement for 
summoning a monster has a meaning. 
In my imagination, at least. Presum- 
ably, these movements are part of the 
witches’ magic techniques. They must 
cast the official ancient spells using 
fixed ritual poses. They need to use 
this combination or risk the demon 
they are trying to summon not appear- 
ing. | suppose (laughs). | imagine all 
witches are trained in some special 
training ground. Like 1 - 2 - 3, pose! 
(laughs) 

| would love to see that. (laughs) 

_ Everyone doing the same thing. 50 
witches standing there training. Like, 
“Hey you, not this move! The angle 
must be like this! Or you won't be 
able to summon!” One stutter and the 
spell would be no good. The monster 
would bite the summoner to death. So 
everything... 


Jeanne is very proud of the fact that she did the official witch training. 
Therefore her Witch Time will only be activated if she is in an extremely 


dangerous situation. 


...must be perfect. 

HK If it’s not perfect... well, from this 
point of view we could summon them 
anyway, if we could trace their spells 
and movement perfectly. But we can't, 
so | guess we have to make something 
wrong, like 0.1 degree wrong angle or 
pose. But Bayonetta is really great be- 
cause she can perform this any time. 
She performs perfectly whatever her 
state. Just for the record, Bayonetta 
did not get any official witch training, 
because of her terrible mixed blood 
line. So whilst everyone else is train- 
ing here, she took a peek and trained 
on her own. (laughs) 


Self taught and a striver? 

=E Self taught and a striver. We are 
getting a bit side-tracked though. Can I 
talk about using Jeanne as a playable 
character? 

YH Yes. 

| There is a rival character called 
Jeanne. You can use her as player 
character when you fulfil specific 
conditions. Her performance is almost 
the same as Bayonetta’s. But there are 
three differences. First, she cannot ac- 
tivate Witch Time by normal evading. 
And the second thing is... uh... 


No evasion limit? 

| Right. There is no limit to the 
number of Evades she can do. And the 
third thing is... and not many players 
have noticed this, that her side-step 
motion is different. In my imagination, 
all three differences carry meaning. 
Witch Time is a skill that activates su- 
per-fast movement by putting oneself 
into danger with razor-thin evading. 
So, Jeanne is very proud of the fact 
that she did the official witch training. 
Therefore her Witch Time will only 
be activated if she is in an extremely 
dangerous situation. She is someone 
who drives herself to extremes. There 
is no limit to the number of evasions. 
Bayonetta wants to perform a pose 
after evading, due to her character. 
But this is not important for Jeanne 
(laughs). To hell with it. 

~= Ws her character. 

== Yeah. 

~H Jeanne is very serious. 

+= Very serious. So when she is fight- 
ing together with Bayonetta and sees 


how she performs a pose... she thinks 
“Tss... oh, man, Bayonetta...” 

YH It’s a bit tough to go with her. 
(laughs) 

HK Yes (laughs). Jeanne is like “Jonathan 
Joester” and Bayonetta is “Josef 
Joester” who jokes around, from 
the famous Japanese comic “Jojo's 
Bizarre Adventure” “Jojo no Kimyou na 
Bouken” in Japanese. Now, about the 
difference of the evading motion. Bayo- 
netta is rolling on the ground. She can 
do this because her clothes are made 
of hair, so it doesn’t bother her at all. 
Her clothes are magic-coated and very 
stable. Jeanne wears her own clothes. 
Store-bought clothes from the fictional 
label “D'Arc” She does not want to 
dirty her clothes. Therefore she evades 
without touching the ground. 


So that’s the reason. 
HE In my imagination. Her clothes are 
quite expensive. 


She works hard to buy them? 

HE | think so. In my hidden setting, she 
is a high school teacher. She dresses 
as nicely as she can given her income. 

~ H This setting isn’t written anywhere? 

~| Well, the thing with the high school 
teacher is in-game. 

Heard the first time. 

<- (laughs) Incognito as a mild-man- 
nered high school teacher, Jeanne. 

~ That is in-game. 

Yes, | put the term ‘high school 
teacher’ in there. (laughs) 


You mentioned the Joester family. You 
love Jojo's Bizarre Adventure? 
=H Yes, | love Jojo. 


So did the posing idea and rushed- 
punching Witch Weave battle against 
Jeanne also come from this manga? 
_ Posing doesn’t have much to do 
with Jojo. In the broader sense, Jojo's 
Poses come from fashion designers’ 
poses. From this point of view, it has 
the same origin. And the battle against 
Jeanne is from... well, maybe, it origi- 
nated from Jojo, but there is a game 
named God Hand, made by us. And 
that had the punching battle. | had fun 
playing this game. So | thought, | will 
take this element (laughs). Since we 
are one and the same developer, the 


member of staff responsible for en- 
emy development is the same as God 
Hand, Inoue - called Don-san. 

He is the enemy programmer for 
important products. | worked with 
him on Devil May Cry as well. | hadn't 
worked with him for a while. He did 
the programming, and when | was 
talking to him... ...he came to the 
Bayonetta team right after finishing 
God Hand and told me that he wanted 
to do a battle like in God Hand. So I 
replied, “Why not? Let's do the same 
thing” | thought this was quite funny. 
But not a normal punching rush, be- 
cause we have the Wicked Weave. We 
should make it dynamic. 


And the God home run? From the 

opening scene? 

HEK God home run... No. That idea 
came from director Shimomura, who 
did the opening scene. He wrote on 
storyboard, “full swing and bang” As 
Sadaharu Ou, our famous Japanese 
baseball player would say: When bat- 
ting, do a left-sided one-leg hit. 


There are so many parodies and hom- 

ages in this game. Who came up with 

those ideas? 

11 | would say me (laughs). You found 
some? | put such elements in wher- 
ever | can. 


Our guide has a list of all parodies and 

homages. 

Really? Wow. 

So this is the meeting to check you 
get the right answers, eh? (laughs) 


Our staff have captured these costumes 
and asked me, “What's written there?” 
So I've had to explain that it is class 5-3 
Bayonetta. 

_ But it’s Be-Yo-Ne-Shi-Ta. It's her own 
writing, but Bayonetta could not differ- 
entiate between “Tsu” and “Shi” 

~ In Katakana Y and » are very simi- 
lar and many people make mistakes 
when writing these letters. Bayonetta 
too. 

_ And also this shows her character. 
She writes a very powerful BeYo and 
Ne, then she sees that there is not 
enough room for the other letters. 
Therefore the other letters are very 
small. 
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She misses the spacing really. Jeanne 
wrote her name in Hiragana. Quite 
clumsy, but her name fits into the space. 


This also shows her serious nature. 

HE This makes their characters very 
clear. Jeanne started to learn Hiragana 
letters. First Hiragana, then Katakana. 
Bayonetta is different. Hiragana-Ka- 
takana — doesn’t matter to her. She lets 
someone Japanese write “Bayonetta” 
for her. She looks at it and writes 
Be-Yo-Ne and then... oops! No space 
- that would be just the kind of thing 
she'd say. 


Were there any ideas you wanted to 
use but were not feasible due to devel- 
opment time constraints? 

YH He put ina lot. 

HK | guess so. Sega wanted me to 
remove the Sega logo, | wasn’t happy 
about that so | removed all logos from 
the game. 

HE In the opening cutscene, there are 
gravestones with name credits. It 
starts with Team Little Angels, then 
PlatinumGames. 

YH Next one was Sega, then Platinum- 
Games. 

HE No, no, no, no, no. Sega, then 
Platinum... no. | think it was Sega, 
PlatinumGames. 

That's it. 

HE Okay. But now it is Team Little 
Angels. Team Little Angels, Platinum- 
Games, then name, name, name. 
This scene shows five gravestones. 
But someone from Sega said “Please 
don’t carve our company name into 
the gravestone.” | thought, okay, if 
that’s your attitude | won't show your 
logo in the game. So | removed all 
the SEGA logos. So we had an empty 
gravestone, That's why we quickly put 
the logo of Team Little Angels on it. 
That was the story behind that. 

~= We had to order this logo. (laughs) 

_ When | developed DMC, the team 
was called “Team Little Devils” 

So, “Let's take Angels this time” 

Right, Angels. | haven’t asked my 
staff to... no, better still: | never told 
my staff that we are the “Team Little 
Devils’ When | was creating the 
staff credits with one of the team — 
Shigechi, | said: “The credits look a 
bit bare. Let's create a team logo.” We 
took the silhouette of a girl and put a 
tail, horn and wings on her, well, no 
horns actually. Tail and wings, and 
wrote “Team Little Devils’ And when 
a member of staff was checking the 
game for bugs, he asked me, “What is 
this Team Little Devils?” (laughs) 

I'm hearing this for the first time. 
(laughs) 


HE The first time (laughs)? This time, 
it's the same. We now had an empty 
space. So what should we do? Re- 
ducing the number of gravestones 
to four was no good, because four 
would be too few. | wanted to show 
bamm, bamm, bamm, bamm, bamm! 
| thought “What can we write on the 
gravestone... ? “Then we hit on the 
idea of a logo. 

Well, there was another episode with 
Sega. The Japanese costume of Bayo- 
netta. Bayonetta is in pink, Jeanne in 

a purple-blue. And there was a white 
one in the middle. That was a mark 

of respect to one game... | wanted to 
make a costume like Amaterasu. God's 
emblem on white clothes. They weren't 
happy about that, but | did not put Am- 
aterasu in the game. It’s just Okami... 

YH A pattern. 

HE It's nothing more than a pattern. 
But they said “No” A big company is 
stubborn and can't take a joke. 


But they didn't object to Beast Within? 
Because of the flower traces while run- 
ning? 

HEK Had nothing against that. 

YH That was okay. It’s only a bit difficult 
if we try to directly show a similar 
character. 

HE [know the border to the forbidden 
things. And | try to get as close to that 
border as | can. 


There are so many parodies in the 

game. Is there any reference that you 

think nobody will ever find? The best 

you've ever done... a hidden one. 

=K Hidden one... | checked the inter- 
net and someone found it. You know 
Cutie J? 


No. 

-~ If you unlock Jeanne and buy items 
for a costume change, you will see 
Cutie J —a fiction hero who sud- 
denly appears. Jeanne puts on an 
outfit wearing a mask. Then you'll 
see “Incognito as a mild-mannered 
high school teacher, Jeanne,” as the 
caption. First you wear this costume 
and equip the laser blade-like weapon. 
If you then taunt, Jeanne will do the 
changing pose of Joe. Because she is 
a hero. 


We hadn't noticed that. So you wanted 

to show Joe as everyone's hero? 

Aah. Well, it could be someone 
other than Joe. Just a typical Japa- 
nese-style hero. And when we talk 
about heroes, for me, it’s this gesture. 
Recently, Joe has been taking part in 
Capcom's games. Joe versus... Tat- 
sunoko? Oops, no. Tatsunoko versus 


Capcom (laughs). Not Joe versus. That 
would be a very narrow-view game. 
Capcom versus... Tatsunoko versus 
Capcom. Joe is entering this game. 
But when | see Joe's picture, he never 
does this gesture. Why is he so peace- 
ful since he left me? 

YH He doesn’t show his tongue or his 
gesture. These were the most impor- 
tant gestures for this character, and 
they have been removed. 

HK Those were part of Joe's identity. 


So this is the reason behind the ending 
scene? 
HK Yes! That's right. 


It was such fun finding them each time. 

HE There is a shooting level. And alert 
messages will appear before the mid- 
dle boss. Beep! These two messages 
are... a token of respect to particular 
shooting games. 


Thunder Force? 

HK Well, no. Salamander and Darius. 

First message: in Salamander, when 
you get to the boss, you'll see a 
message saying, “An intruder has 
penetrated our force field.” | changed 
this to “A huge Angel has penetrated 
your force field” And from Darius, “A 
huge battleship... something?” 


... “is approaching fast”? 

= “Is approaching fast’ yes. | changed 
this to “A huge Angel is approaching 
fast” | did it in Viewtiful Joe, too. Like 
“An unknown cast has penetrated our 
force field” Hm? “An unknown cast 
has penetrated our Viewtiful Show.” No 
one noticed it. | thought, “Why haven't 
you found this?” and wanted to post 
an entry in the forum. Not one person 
recognized that. 

YH Now this is revealed. 

» Ah! When I saw videos on “Nico 
Nico douga” people posted “Is this 
from Salamander?” and then “The 
second half is from Darius.” 

~- Yeah, that’s okay, but no one knows 
you put that message into Viewtiful 
Joe. 


But now, everyone will know. 

_ And I'm the one who dubbed this 
message. This was full of personal 
feeling, but no one noticed that. 


This time, you haven't dubbed? 

_ This time, the disc is really full and 
there was no room.. | wanted to, but it 
was not possible. 


Now I would like to ask about the bat- 
tle system. 
_ Ah, a serious question. 


First you wanted to create a 3-D game, 

a 3-D action game. How did you get the 

idea for systems like Witch Time, Dodge 

Offset and so on? 

HK | see. The initial idea was only 
“Guns on hands, guns on legs,” that’s 
all. And Beast Within, Witch Time... | 
did not know how to put this into the 
game, but | wanted a lightning-fast 
system to defeat enemies. That was 
the initial idea. The question was: How 
could | introduce this into the game?... 
by playing. The first idea was just like 
Joe. The slow motion effect is active 
while you press the button...... or if 
you defeat an enemy and they are 
blown away, and suddenly the video 
is getting incredibly slow. We tried 
several ideas. Finally, we came up 
with the idea of close evading. | had 
concerns though and discussed them 
with Hashimoto. This system will 
make simple attacking more difficult. 
Simple attacking is not enough. You 
must evade an enemy's attack. So, 
by integrating this system, the player 
must first face the threat of an enemy, 
which is a hard step for beginner. | 
was concerned, so | asked Hashimoto, 
“What do you think?” 

~H [told him only one thing, “If the 
system demands hard input timings 
from the player, | don’t want you to do 
that” 


through playing. | put a lot of enemies 
in an empty room and played the 
whole day. When I saw that some 
timings weren't correct, | went to Don- 
san immediately and said, “Please 
lengthen this cancel frame,” or, “I'd 
like to cancel these moves.” So | 
fought the entire time, | evaded attacks 
in order to activate Witch Time. Then | 
wanted to perform an attack. As | have 
already said, the idea of attacking with 
summoned monsters came during the 
course of the project. Clothes made 
of hair matched this idea. Therefore, | 
integrated this actively into the battle 
system. But this was a finishing move 
and evading stopped the sequence. 
So | wanted to connect these attacks 
somehow and introduced this system 
as an experiment. Experienced play- 
ers were getting better and fitted into 
this system. At that point, the system 
became indispensable. From the 
beginning, this game was designed 
without a guard system. Well, none of 
my games have a guard system. Ah, 
Okami has a defence system due to 
the game genre. But my pure action 
games have no guard system. This 
has to do with my obsessiveness. | 
want to express the aesthetic of main 
character's fighting. So rumbling, 
beating and defeating are not enough. 
There must be an aesthetic to the 


tack or swing if they can’t touch their 
opponent. The opponent doesn’t even 
need to defend. And then comes the 
counter-attack. This will come from 
the heart. | wanted to create a hero 
like that. That's why | didn’t create a 
defence system, This would stop the 
gameflow. | set great store on game 
response. | always make an action 
game with 60 frames per second. | 
wanted to have fluent fighting, with no 
stopping. If you want to defend, the 
moment you press the button every- 
thing has to stop. You also stop when 
you block an enemy’s attack. This puts 
a halt to the flow of the fight, however 
evading keeps things moving. Espe- 
cially this time. When you hold the 
attack button Bayonetta can continue 
shooting, while evading. So evading 
becomes a method of attack as well. 
When you see a video of her fight- 
ing, you won't see her stopping for a 
second. She is moving the whole time 
and performing attacks on enemies. 
That’s the scene you'll see. This is the 
battle... their (character’s) style. In this 
game players don't stop, so the fever 
never goes down. That’s the reason 
behind this system. Therefore there is 
no guarding, but evading. Evading will 
stop the combo. 

| also wanted to introduce beating 
someone with a gun while shooting. 


| wanted to have fluent fighting, with no stopping. 
If you want to defend, the moment you press the 
button everything has to stop. 


Also, Joe's style was to evade and 
attack. There were players who felt 
stressed by this. Well, you can attack 
without evading in Joe. But evading... 
and attacking with activated slow mo- 
tion effect is much stronger. This was 
basic to adjusting the enemy's energy. 
But there are players who only want to 
press the attack button to play. | guess 
these players had trouble in Joe's 
game system. So | asked, “What if I 
cause the same problem again?” | was 
worried about this. But when | listened 
to the players’ feedback, they had had 
a lot of fun. From the very start, this 
game was developed for “core” gam- 
ers. Our aims and the players’ feelings 
about these aims have matched nicely. 


And what about Dodge Offset? 
HEK Dodge Offset was also created 


main character's fighting. 

For me, it’s important to show that 

a character insists on doing some- 
thing which is apparently nonsensi- 
cal. Bayonetta performs a pose. Her 
posing is like opening herself up. But 
she still does this. Being attacked 

and the roses appearing. This is also 
quite nonsensical. But, just at this 
point, she shows the aesthetic of her 
fighting. The method of showing the 
aesthetic is the lack of a guard system. 
| think, defending an enemy's attack 
causes an even... or rather more of a 
disadvantage, because the character 
is defensive. From an enemy's point of 
view, they have succeeded in hitting 

a spirited and powerful attack. | think, 
perfect evading to counter an attack is 
the key to clobbering an enemy totally. 
It doesn’t matter how often they at- 


So you can press the attack button to 
attack and then shoot immediately by 
holding this button. Then | thought, 
“Can't | save my input by holding the 
button while | evade?” That was the 
initial idea. | introduced this system 
as an experiment. And the battle did 
not really stop. One, two, three... hold 
the button and evade...and four, five. 
For example, @ /& performs a 
hundred kick as final move. You can 
do @@@@ and then perform evade, 
evade, evade and evade as a move- 
ment to get closer to the enemy, in 
order to hit the hundred kicks. We 
could finish the non-stop style in that 
way. The result of ‘trial and error’. In 
reality, this was done at the late pro- 
duction phase. This system didn’t exist 
at the beginning. We could control 
Bayonetta like our own hands and legs 
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at long last. Like in the Animé series, 
Mobile Suit, Gundam’s Magnetic Coat- 
ing, Gundam didn’t move properly 

in response to the incredibly skilled 
pilot Amuro’s directions. The Magnetic 
Coating ensured Amuro could move 
the robot in his image. | wanted to 
bring Bayonetta to higher level so 
that she can move like my image. 

We worked hard at improving the 
response. Dodge Offset was one part 
of this. | wanted to move Bayonetta 
just as | wanted. 


So if players eventually turn into New- 

type, they can finish Climax easily. 

HK Yes, exactly. We provide the 
tool. How good you become with it 
depends on you. There are so many 
incredible players now. 

YH Players have amazing potential. 
They transcend the reach of our imagi- 
nation. It’s fun to see them. 


Now, talking about the Platinum Ticket 
and the secret battle against Rodin. 
This fight seems to have been designed 
as the ultimate challenge for players. 
Who at PlatinumGames makes the de- 
cisions about adjusting the difficulty? 
HE Unfortunately, it’s not me. Our 
super player... the best player in the 
team, is our criterion of the game’s 
difficulty. It's okay if he can win. | just 


YH He has developed an enemy that 
he cannot defeat though (laughs). He 
could not defeat Rodin. He said this is 
the only thing he regrets. 

HK He said, “It’s the first enemy ever | 
have not been able to beat.” 


So Don-san created a battle that is 
balanced to be as hard as it possibly 
can be? 

HK Yes. But Don-san will never intro- 
duce an unfair attack. That would be 
against our policy. We place an em- 
phasis on adjusting the difficulty. We 
can simply say something is difficult, 
but it has to be a legitimate difficulty. 
To make things difficult is what we can 
do without any limits. For example, 
an enemy using an attack which far 
exceeds the player's reaction, or 
a cheating system which checks a 
player’s input. Like counter-attacking 
with this attack if a player inputs this 
move. So your attack will be always 
countered. Or an enemy moving at a 
speed that overpowers a player’s mov- 
ing skill. Something you can’t evade. A 
one-frame attack with no preparation 
motion. Evading is impossible in this 
case. So we think, we must give them 
a predictor. “Here comes the attack,” 
then “Now attacking” Players should 
be able to react. Creating this kind of 
give and take is, in our opinion, the 


Players should be able to react. Creating 
this kind of give and take is, in our opinion, 
the difficulty adjustment. So we never do 


anything unfair. 


have to tell you this... When we were 
testing, Rodin suddenly got double 
HP and | had to give up (laughs). Like 
“Whaaaat?” Don-san is standing 
behind us, watching the super player 
and me playing. When we have been 
trampled underfoot, he gives us a 
satisfied look. But if we find an easy 
pattern or strategy, he jumps back to 
his place and... (types rapidly on the 
desk). 

__.., and sends the new version to us. 
So when we check the program, it’s al- 
ready an updated version with no easy 
patterns. Rodin is now stronger. 


Already? Before you even talked to 

him? 

Yes. When | went to Don-san and 
said, “Well, | have just found an easy 
pattern,” he didn’t even look at me but 
simply said, “It’s already gone. Load 
the updated file, it’s fixed” 


difficulty adjustment. So we never do 
anything unfair. 


Is that why the Death Grab move has a 

preparation phase? 

Yes. This is true for Death Grab. We 
show the preparation. 


When we first played this game on 
Climax, we thought: What? No Witch 
Time? We despaired, but once we had 
played it a bit longer this mode turned 
out to be great fun. 

Well, the difficulty adjustment 
requires great care. When Don-san 
tosses an enemy out to play with his 
first attack pattern and algorithm, it 
is too difficult. “No damage” defeat- 
ing is really impossible. And from 
that “this is theoretically impossible” 
point, we have to work to pump in 
countermeasures to these patterns. 
The game becomes fun, because 


we follow this process and we don’t 
spare any expense. If there is an at- 
tack off-screen, without any sound, it 
is unfair. If something comes, there 
must be a sound as a predictor before 
the attack. The same goes for motion. 
First, you start with some flashing ef- 
fects and then “wham!” This forms a 
tactic. | want players to react to this. 


Can you talk a bit about the sound 
effects when you rotate the camera to 
outside the battle area when the enemy 
does a long-range attack? 

HKE Yes. This is also my policy from 
Devil May Cry. What | like is Mari- 
onette with the shotgun. When it 
shoots, the wrist rotates. So, if you 
hear a kind of rattling noise off-screen, 
then you know a shot will come, 
“boom!” At this moment you will lose 
a lot of energy. But you heard the rat- 
tling, so you could have evaded. 

If there was no warning, it would be 
too dirty. It must be user-friendly. It’s 
the same in Bayonetta. That's why this 
game has no complex commands for 
techniques. Because of false inputs... 
“If | could do this technique, | could 
counter, but | failed and was dam- 
aged.” That would not add up. | want 
the player to be able to trust in our 
input method completely. If you were 
damaged, you may think, “That was 
dirty!” We make an adjustment so that 
you then think, “But | was also not 
good enough, because | did not react.” 
That is our method. You can then say, 
“Wow! This enemy is strong!" This is 
the key. | can’t win, but when | play, | 
see the attack chance. | had to Evade 
here and attack. Since I’m an old man, 
| can’t react any more. Amuro could 
have won. 


Whether it’s Rodin or the final enemy 

of Angel Slayer, we thought, “What 

the hell!” When we reached the final 

boss of Angel Slayer, however, we were 

defeated within 5 seconds. When we 

first tried to write a strategy, we wrote 

“impossible” 

= That is the real voice of a player 
(laughs). 


But on the way, we tried a lot out and 
found some nice patterns, like keeping 
this Angel Arm here, and so on. Bayo- 
netta is a quite difficult game for this 
day and age. Was it the first concept of 
a game made for the core gamer? 
Yes. It has no meaning to create a 
game of this kind, if we don’t do this. 
If not, we don’t need a hardcore game 
like this. We wanted to work seriously 
at our aim. So the main game has a 
high... a challenging difficulty. And we 
developed Easy Automatic as a basic 
game (for the non-skilled player), which 


has a completely separate design. 

YH Putting players off was not what we 
wanted. We wanted them to have fun 
with an action game. But this is not 
enough. In general, we think that not 
many players want to play challeng- 
ing action games. We wanted as many 
players as possible to enjoy Bayonetta. 
Therefore we developed the Easy 
Automatic mode with a totally different 
control mechanism. In this mode you 
only have to press one button. You can 
have fun just by looking at the display 
and tapping on the button. 


Did you create this system so you could 

also show players what techniques 

they could employ, if they wanted to? 

HK Maybe for more skilled players, but 
the most important reason is difficulty. 
What does a beginner need, if they are 
to enjoy a game like this? “Enemies 
with low HP, player with high HP 
and the enemy is dead.” No, not like 
that. A beginner wants to perform an 
elegant combo. | think this is the most 
enjoyable point and the quintessence 
of this game. How to let a beginner 
play like that. This was fine-tuned very 
subtly. But it didn’t take that long, be- 
cause Don-san created this during the 
development phase of enemies and 
player characters. The majority of this 
is based on his talent. 

~~ If you simply make the enemy’s HP 
lower and player’s parameter higher... 
the difficulty of control is still the 
same. So it's not possible to enjoy the 
game. What should we do? Develop 
a function that allows people to play 
easily with one button! This is our 
answer to that problem. We have had 
this automatic mode since Devil May 
Cry, and now this system has been 
expanded. 

| guess, if we make enemies softer 
and players harder, beginners will 
finish this game, but they will have 
only seen the same punch. They won't 
have seen Bayonetta’s elegant action. 
So we wanted to enable them to do 
this. This is the main concept. And if 
we had tried to cater for both experts 
and beginners our concept would 
have been compromised. Therefore 
we developed a completely different 
concept for each one. 


These kinds of players will play it once 

and see the ending. And it’s possi- 

ble that they will say, “Okay, that's 

enough,” and won't play again. 

-I think that's okay. It's a bit like a DVD. 
There is no difficulty watching a DVD. 
The only possible difficulty is falling 
asleep. But if you beat sleepiness you 
can reach the end. But, in a game, there 
are hurdles on the way which can make 
a player drop out. You're dead. Game 


over. But they think, “I bought this 
game. | want to finish.” Now, there are 
many stories with big scenes, “And | 
want to enjoy them together with stage 
design.” | believe there are players who 
think like that. It’s our answer to this 
kind of user's needs: “I have fun when | 
can reach the end,’ while eating snacks. 
Hopefully as many people as possi- 

ble will say, “Well, | want to play now 
without using easy automatic,’ and 
then they will discover the fascination of 
action games, or if they say “I'd like to 
play better; and come to our level, then 
we'll be happy. That is what we think. 


So you more or less broaden the entry 

level? 

YH Yes. It’s us developers showing our 
care for the player. If we use the same 
difficulty adjustments as we did a few 
years ago, then we will only cater for 
the same players. We want as many 
players as possible to have fun. This is 
our answer... for an action game. 

HK [believe the fascination of a game 
lies in the accomplishment of it. For 
me... probably down to the genera- 
tion | belong to... this comes from 
overcoming its difficulties. Nowadays, 
there is more than a small group that 
thinks differently. They are the people 
who say “accomplishment is to see 
the ending” | think | have tailored this 
game to both these styles. And the 
most suitable way to do this was to 
separate these two game modes. 


So that as many people as possible can 

enjoy it “normally”? 

~E Right. For that reason, we made this 
quite comfortable. You can change the 
difficulty at the beginning of the stage. 
A long time ago | was more dogmatic, 
because | was young. | insisted that you 
could only choose normal mode first. If 
you played that and died a few times, 
then the easy mode would be unlocked. 
“Due to your technique, you qualify for 
easy mode.” But now | think more flex- 
ibly; things like that are not necessary. 
So if you play and get stuck, you can go 
back to the very start of the stage and 
change the difficulty to easy. It’s messy 
to start with a new game from the 
beginning again. If you play on easy for 
a bit and learn the ropes, then it’s nice 
to be able to change back to normal 
mode. You can remove the automatic 
things any time you want. So it’s good 
to remove them and play manually. 
Changing from automatic to manual is 
possible whenever you open the menu 
screen. So the player can try it out. On 
that score, we made all kinds of efforts 
to create a wide entry level. 


This game has a lot of system-like ac- 
cessories and so on. If you invent a new 


game system, how do you ensure that 

the game balance is not upset? Just by 

playing it right through? 

HK Yes, the only way is to play it en- 
tirely. This time, we have weapons and 
you can do an unlimited number of 
combinations. Well... we have many 
weapons, but coordinating these was 
really hard. 


People are talking about the Hundred 
Kilgore technique (where you can 
perform rapid shots with the Lt. Col. 
Kilgore weapon). Did you leave this in 
the game on purpose or was that an 
accidental by-product? 

HK Well, this is a... glitch (laughs). But I 
don’t object to this technique. Because 
it's good for people to enjoy this game 
using their own style. You get your 
result at the end of the chapter, but no 
one has fun just playing in the most 
efficient way possible in order to get 
a high rating. | think this is a game 
where you should be able to have fun 
by playing with Bayonetta in whatever 
way you like. So if someone wants this 
sort of fire power, that’s okay. | don’t 
think it is a problem. 

In Devil May Cry, there was the hid- 
den... secret weapon, Sparda. Equip 
this and you couldn't use your devil 
trigger, but instead, your sword was 

a bit stronger. There was a special 
adjustment. It is quite tough equip- 
ment. Not so that you are stronger by 
fighting with it. | saw someone who 
fought with it like nothing. So insisting 
on fighting with this was his style. The 
resultant rank didn’t matter. That was 
fun to me. We give them the game 
and the players should then play in 
whatever style they like. 


Performing the perfect evade in order 
to attack is the concept of the game. Is 
this the initial idea behind the hidden 
character Zero? Where did this idea 
come from? 

Hmm, there is only one thing that | 
can say about this. | didn’t think that 
players would like to have a strong 
secret weapon. The only exception 
is the Climax Brace. Equip it and you 
can fight any time in boss mode. With 
this item, the player has the advantage 
when fighting. It’s a party item. Like 
Super Dante in Devil May Cry and 
Super Joe in Viewtiful Joe. This is 
just like invulnerable Mario with star. 
Basically, you don’t need a strong item 
as a reward for finishing the game, be- 
cause the player has better technique. 
| think the player wants another chal- 
lenge. Therefore, all secret weapons 
have an awkward side. The same thing 
goes for secret characters. Jeanne 
has drawbacks and advantages. She 
is a bit difficult. In some cases, she's 
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trickier to use than Bayonetta. And 
Zero is an extension of this.. 


Have your staff ever completed this 

game with Zero? 

YH Yes, some have finished this game. 

HE Yes, during the bug checking tests. 
It's the worst if the game stops during 
the ending. Therefore they did. But 
they did not play intensively with Zero. 
If we give the user something which 
can be finished... 


...someone will? 

HK Yeah, someone will (laughs). 

YH [think the first idea was: “Zero 
looks funny, so let’s put it into the 
game,” something like that. Yes. Zero 
was in the game from the beginning 
of the development phase. And we 
said, “We would like to keep this until 
our gold master.” 

HK And it’s still there. 


So Zero survived because of its 

appearance? 

Yes... just a joke within the team. 

HE Zero was cute. 

YH We all thought it looked funny and 
wanted to see this in the game. Then, 
we said: let's do it. 


And if you put this character in, then 

there should be some limitations? 

HE No point in doing things by halves. 

That's his job, always. 

=E | attach great importance to extra 
content. Often there is something like 
a mini-game. Like the Hunk mode in 
Resident Evil 2. The goal was to clear 
a game using a limited map. | person- 
ally don’t like mini-games much. The 
player often doesn’t enjoy them and 
they are out of proportion to the ben- 
efit. We put a lot of effort into the main 
part and people want to play this. 
When they see a mini-game, they play 
a bit and say “Oh, they included this 
sort of thing too,” and leave it at that. 
Therefore | was thinking of changing 
it somehow. And then... this feeling... 
came out most strongly in Joe. When 
| worked on Joe, | prepared three hid- 
den characters. In this case we had to 
take time and energy to create these 
characters properly. But you don’t play 
with them in a small range of mini- 
games. You can play all seven stages 
of the main game... (or was it eight?) 
with the new character. Anyway, you 
can play the whole game again. Every 
time you get a new character, you can 
play the next round. You can enjoy 
the game from a different perspec- 
tive. This method is more reasonable. 
| want to put in elements with which 


players can play the main game with 
new feeling again, more than a mini- 
game. That's why | let Jeanne join. If 
you don't play with Bayonetta as the 
main character, there will be a totally 
different strategy for all stages. So you 
can play with Jeanne and Zero three 
times. This is more fun for players. 


It was fun to see Jeanne in the event 

scenes. 

HK It gives a new flavour. That is one of 
the highlights. 


Surreally funny pictures. 

HEK And talking about secret weapons... 
one of my favourite games is Onimu- 
sha. | don’t want Onimusha run down, 
but if you finish this game, you can 
play with the strongest sword in the 
next round. This made me unhappy. 
| thought, “Please kick me around, 
more!’ because | was now a skilled 
player, so... 

YH You wanted some sort of challenge. 

HE | need more... things like... 

YH A stick. (laughs) 

HEK A stick (laughs)! 
A stick or dagger, something like that. 
So one can say “That's insane!” 

YH Why this weapon?! 

HEK What the hell? 


The Handguns in Bayonetta, right? 

HK Correct. But | went too far with it 
(laughs). In Devil May Cry, you can 
use the simple sword “Force Edge” 
from the beginning. So... | wanted a 
restriction in Onimusha. Therefore all 
weapons have their speciality. 


You wanted the user to play this game 
again and again, so you created an 
unlock condition like “Finish 50 chap- 
ters"? 

Well, yes. This weapon should 
appear when players think they have 
played intensively. Then they think 
“oops, | thought | played it a lot, but 
there is more?” We thought, how 
many chapters should they play that 
they can say “played a lot”? Was it 
100 chapters? 100? So | said 100 chap- 
ters. Truth of matter is, we wanted to 
make a timed unlock like Tekken in 
Arcade. 

Yes. 

_ Around about... one week? Unlock- 
ing something after about one week 
would be great. 

That was rejected for various rea- 
sons. 

You could have then unlocked 
everything immediately by changing 
the date of the console. Unlocking 
with play time is not good, because 


you don't have to do anything to make 
play time count. This is why the chap- 
ter number method provides the best 
method for triggering things to do for 
the player. First | thought 200 chapters, 
instead of 100. But all the staff said 
“no way” 

YH They accused him. (laughs). Accusa- 
tion and revilement 

HK Okay then, 100. 


Seven or more game rounds. 
HK Quite normal for a game you like. 


It was great to see that you need ten or 
more hours to complete the first round. 
But when you become an expert, you 
only need few hours. 

HK So you could clear one in a day. 

So for 100 chapters, you only need a 
week or so. 
Not a good idea? 

YH Maybe next time. (laughs) 

HE It does not make sense to be 
anything other than generous. | want 
as many players as possible play the 
hidden features. 

YH We believe we have prepared a lot 
of weapons and secrets so that they 
can play the main game again and 
again. Also costumes. We want people 
to play this game. This is important 
to us. Not only a mini-game, but 
something which comes back to the 
main game, so that players can enjoy 
it plenty of times by starting from the 
beginning. 


We were surprised by the amount of 
weapons. 
Indeed. (laughs) 


Normally, this kind of content is avail- 

able as a download. 

I don’t like the idea of download 
content, | mean, for this time, for 
Bayonetta. | wasn’t keen on having 
downloadable content. And this is 
not an action game which expands 
with download contents. If it had had 
a major versus mode, we could have 
thought of additional content. We 
wanted to put everything into it. From 
the beginning of Bayonetta, we tried 
to include everything in the one pack- 
age. It increases the user's satisfaction 
levels. They feel they are getting value 
for money. 

=- Making one large firework. Buuum! 
And then it’s over. 

_ We don’t need small fireworks splut- 
tering afterwards. (laughs) 


The philosophy of PG is to make origi- 
nal and new games. But players are 
now used to the system and would like 


to face new challenges, new enemies 

and new stages. So is it possible to 

make a sequel? 

HK First of all, it's not our policy to 
make original games. Our policy is to 
invent interesting games. And since 
PlatinumGames is new, we can only 
develop original games (laughs). So 
one way to create interesting games 
is to respond to players’ ests. A 
sequel is one of the possi ies... I'd 
like to think about it if users do want 
to play. Of course we would like to do 
something different with the “Bayo- 
netta” material. With the characters, 
world and story. 


Isn't it a waste of potential, to use all 
these completed elements only for one 
product? And you said you would like 
to do something different. What could 
that be? 

HE Well, it's not a specific game genre. 
| would like to expand Bayonetta’s 
world. Like, what did Rodin do in the 
past? And the other characters too. 
Well, not Enzo. (laughs) 

YH (laughs) We can’t expand Enzo. 

HE And the in-game story 500 years 
ago, well the side of the Sages is only 
described with Balder. As an enemy of 
Bayonetta. But what about the history 
from the viewpoint of the Sages. What 
about the vendetta 500 years ago? 
When | delve deeper, my imagination 
takes me to all sorts of places. | feel 
that | want to depict these somehow. 
Well, not just like Star Wars Clone 
Wars. 

There could be many new heroes 
then. We could expand the story from 
this point of view. 

- The Sage Balder was evil. But not 
all Sages are. There should also be 
a story about the Sages. | mean, I've 
created material which | could expand 
as far as | want. Thinking about what 
kind of game could expand it... could 
map out these ideas. Well, it's more 
accurate to say, that | would rather ex- 
pand the world than create a specific 
game. 


And the best game genre would be an 

action game? 

~~ Let me think... no, | don’t insist on 
it being an action game. Dozens of 
witches approaching you and you 
have to defend... perhaps a vertical 
shooting game. (laughs) A Sage going 
“bang, bang, bang bang!” 

Please do that as downloadable 
game. (laughs) 

\ Witches flying like this (poses like 
Superman) Flying in formation. 


Could you imagine developing a game 
which is not Bayonetta but uses this 
world? As a downloadable game? 


HK Well, we haven't planned anything 
in detail. 

YH Nothing. But if we do, we would 
like to create something new which 
surprises players in a positive way. 
Something full of playfulness. Also 
no set ideas on genre. We want to 
surprise, like we have done with 
Bayonetta, positively. If we think “this 
genre will be more interesting” then 
we will choose that. 


So you could suddenly do a MMO 

with it. 

HE Anything is possible. At this mo- 
ment, it’s just a conversation between 
me and Hashimoto after a business 
trip, riding a Shinkansen, while we 
were drinking. (laughs) And we are a 
really small game studio. This com- 
pany can’t face it although we make a 
big story of it. It is still just a wish of 
ours. 


But new ideas can be bom from this 
kind of idle chatter, can they not? Ideas 
from Team Kamiya/Hashimoto? 
HK Right. 
~H In seven years. | think, maybe | 
will develop an action game in seven 
years. 


You co-operate together every seven 

years? 

HE What a long Olympic game. 

~H When seven years are passed, | will 
say to him “Kamiya-san, it's time to do 
an action game.” (laughs) 

~| Talking about Bayonetta, | believe 
strongly that | have done everything | 
could. | have expended all my energy. 
The main point is... It's for me and 
also for Hashimoto. Devil May Cry 
1 was released in 2001. Then, came 
many other action games... well, 

Devil May Cry become a series. Lots 
of games following the same or a 
similar genre were released. The only 
thing we could do is to watch with 
folded arms. During the development 
of Devil May Cry we talked a lot about 
our dreams, “next time, we want to 

do this’There were many things that 
we couldn't do in Devil May Cry 1. I 
couldn't do anymore and my passion 
had been stopped. But now, | could 
free all these agonizing feelings in one 
go. And of course we wanted to create 
the best product for gamers that we 
could produce. This feeling of accom- 
plishment is now very strong. 

Too big. | don’t even want to think of 
a sequel. (laughs) 

It's like | made a sissy and could 
empty my bowels completely like 
“bash! 

They can’t print this interview 
(laughs) 

_ Wow, my bowel is clear! 


We sure can and will! 

HE If you have had a great bowel 
movement, you can't have a shit 
anymore. That's our feeling. So great 
that you don’t even need to wipe your 
ass. (laughs) Bumm! Even if you wipe, 
there will be nothing on your paper. 

YH Just as | thought. (laughs) 


So you think you have done everything 
you could do with the action game 
genre? 

HK Yes we have. 


So you can’t even say “| should have 

done this”? 

HE Sure there are small elements, | 
would like to introduce, or to stick in 
for detail, | wanted to adjust some 
points... things like that. But | don’t 
have the impulse that | made Bayo- 
netta with anymore... that feeling has 
gone. Completely. 


If you wanted to expand the Bayonetta 
world, you may develop some kind of 
other game? 

HE Yeah, maybe. But that isn’t totally 
in our control. If a big guy in our com- 
pany says “Do Bayonetta 27 then | 
have to. (laughs) 

~H A vertical shooting game. (laughs) 

=E That would be a big surprise. The 
game Monster Land. Developed by 
Weston, and released by Sega. The 
sequel is Monster Lair, a horizontal 
shooting game. 
| couldn't believe it. “Whaaat?!” 
Where is my Action RPG?! (laughs) 

~= So we shouldn't copy that. (laughs) 
=E Who knows? Okay, | don’t think that 
Bayonetta 2 is a vertical shooter. 


So no horizontal? 
< Not horizontal either. But 3-D is 
possible. 


You talked about Rodin’s past. Have 
you created his history and background 
as well? 

Well, | left all his story in 
Shinkansen together with an empty 
beer can. After talking a lot about 
him, | can't remember anything. We 
talked about some very awful things in 
Rodin’s past. 

~= It would have been very hairy if 
someone had recorded our conversa- 
tion. 


Something you remember? 

_ Well, these things come from chat- 
ting. When we are serious about doing 
this we have to talk again about that. 
We will ask others, what do you think, 
what kind of man is Rodin? Then we 
will pick up the elements to shape his 
history. But at this time, there is really 
nothing. 


FVD temaren 
Habben 


Ané nents, 
teta natmenrenes perien 
TOT a 

Shao fh Ht aM RRL. sn 


YR OIAE7 KOK" 


Uwe 
Phot o Bire toatl 


mass $ 
k 
Vv 
a 
yà 


pj 
& 
= 
= 
ef 
en 


Rodin is very tired when he goes away 
to create a new weapon. What is he 
doing there? 

HK He is fighting a fierce battle. For 
example for the Durga, Rodin must 
beat it very violently, make it submis- 
sive. Then he can put the Durga into a 
weapon and give it the order to work. 
So he is going away to have a “man- 
to-man conversation” 


Talking with fists? 

HK Yes. 

YH All our staff were wondering about 
that. They were asking “So what about 
Rodin, what's happening with him?” 
(laughs) 

HK For Bayonetta who is waiting there 
is just a 10 or 20 second delay. He 
goes away and comes back, but it’s 
a matter of another world. In reality, 
he may have spent a lot more time, 
maybe two or three years, in the other 
world. He went on a long expedition, 
finally finding the Durga and bringing 
it back. Also this is my imagination, a 
story which | have made up just now. 
We discussed that we would like to 
depict all these details. 

YH | talked to our staff and thought, ah, 
they are curious. The developer must 
get into the game or else no good 
ideas will come. We'd love to continue 
creating things like that. But this time, 
we have got it all done. Talk like this 
needs to be reserved for the next time. 

HE | guess it's for me, Hashimoto and 
for our staff. It's not the post-fin of 
Bayonetta’'s finished story, that we 
would like to see. It is more the things 
we could not depict. You remember | 
mentioned the story about 500 years 
ago? About the Sage’s side... or what 
Rodin did in the past. Sub-stories of 
the first part. This is what we are inter- 
ested in. As a creator, | think it's more 
satisfying to go deeper into these 
themes. | hope, all players become 
interested in these [themes], If players 
demand: “We want Bayonetta 2” then 
it's my duty to attend to that need. 


Please do! 

We're talking like this now... but just 
you wait and see - it'll be “Announc- 
ing Bayonetta 2”! (laughs) in Famitsu 
next week! They will say “Hey, you're 
doing it!” There is nothing. Really. 
Sorry. 

It would be a big surprise if there 
was an announcement and we didn’t 
know anything about it. (laughs) 


You make cutscenes with freeze-frame 

pictures. What was the intention be- 

hind this method? 

-~ A desperate measure. Let me tell 
you the inside story. When we did a 
cutscene for each scenario, it took 90 


minutes. And due to our development 
schedule, we only had time for 60 
minutes. So we wondered what we 
could do about the other 30 minutes. 
First and foremost, | didn’t want to 
cut stories anymore. So | looked for 

a method which did not damage 

us financially and which fitted into 
Bayonetta’s world. Instead, | thought 
“Is there any way of presenting this in 
Bayonetta’s style?” And so this style 
was introduced. The basic story is that 
Luca is chasing after Bayonetta the 
whole time. The plot develops from 
this basic fact. This is used as an im- 
age. It’s not a direct film of Luca, but 
likeness of his archive film. Luca's, or 
his father’s. He tracks down various 
materials, analyzes them and makes a 
record. | came up with this method in 
order to express these things in one 
style. 


It is a fast and interesting method of 
story telling. We aren't fond of idly long 
movie scenes. 

HK I think, expressing things with 
movement isn’t the be all and end all. 
I've depicted all scenes with action, 
which | wanted to show in motion. 
And it’s not okay to present a doo- 
dling, talking scene. A more stylish 
performance makes scenes much 
more interesting. This is like our solu- 
tion. 


What we also wondered about in the 
cutscenes was the number on the film, 
like 48124BA. Do these have any mean- 
ing? 

HK Wait... 

~H There is a meaning? (laughs) 


We thought this might be a secret com- 

mand to input and tried them all out. 

But nothing happened. 

~ Oh ha. The member of staff who 
did this... it was Takashima... | think, it 
has a meaning. What I've heard from 
Takashima is... the “PG003" He said, 
this is for “3rd game of Platinum- 
Games’ A story behind a story. This 
48... thing has some meaning too, 
sorry, l'Il have to ask him. 


Like super special moves? 

_ Input directions depicted as keypad 
numbers? (laughs) In fact, about the 
film-like event scenes. | was told that 
this was down to money-matters, but 
when we worked on it, it was very 
troublesome. (laughs) 

We started and it had nothing to do 
with cheap. 


It took more time than you thought? 

_ We did fine detailed tuning. 

_ We began to create this style and it 
was getting interesting. So we tried to 


attach importance to the wipe effects 
and made various patterns. Made 

the sound effects more realistic, and 
so on. It’s not carried by graphics. In 
videos, you only have to use sound 
effects for the walking movements. 

In this style, it’s just like an audio 
book. So we can use sounds to fire 
the imagination. | talked the staff into 
going for more sounds. As a result we 
choose this style and had to face huge 
quantities of work. 


Did you work on all cutscenes first as 
render scenes and then made them into 
a film-like style? 

HEK Well, no. Our software staff kept 
trying and first only created these film 
effects. With frames which we can 
put real-time cutscenes in anytime. 
Therefore we don’t need pre-rendered 
scenes and the costume change is 
also reflected in these cutscenes. A bit 
of a special method. 

YH We also use this technology for the 
ending. 

HE Ah, yeah. 

YH Some scenes will zoom in, and will 
be playable. 


We were shocked. “I have to concen- 

trate during credits as well?!” 

=E They all say that you can’t relax at 
anytime during this game. (laughs) 


Pressing buttons during event scenes 
is quite okay, but doing that in the final 
scene! 

It's what is called “quick time 
event” There are arguments for and 
against it. | put this into the game, 
because | was focused on repeated 
playing. Many players will fail the first 
time. That doesn’t matter. | guess no 
one fails the second time round. That's 
okay. And... how should I say... Here 
you get a bonus by pressing at exactly 
the right time. Or by rapid triggering 
to gain a bonus. | can put a petit... a 
mini-game there. It’s the first thing | 
wanted to do. These QTE-games... are 
sometimes like a “brain challenge” 
Press this, this, this, and this. Kind of 
like that. In most cases, the input is not 
connected to the on-screen happen- 
ings. But biting is similar to trigger- 
ing. So | wanted to reflect this feeling 
in the game. Like “Hey, Gomorrah, 
bite harder!” This is what | wanted 
to achieve. That's also the reason 
why you can't fail at summoning. No 
biting because you didn’t trigger fast 
enough. That would be a bad surprise. 

-You'd wonder “Why did | summon 
this?!” (laughs) 

_ If you make an effort to bite, you 
will be rewarded for that. If you don’t 
need the reward, you don’t have to 
trigger. It’s like that. 
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| thought, Hecatoncheir might succeed 

at volleyball the second time. 

HK Actually, | wanted to structure the 
second time differently. But repeating 
a joke is quite okay. Personally, | love 
this summon. And the first appearance 
of Joy, the start of the dance battle. 
How can | put it... It’s nonsense... not 
a gag. | love nonsense choreography. 
Someone may ask “Do they have to 
do a dance battle?” My answer is no, 
there is no particular reason, but “Why 
not? It’s okay in this mood.” 

Is this the reason for the dance movie 

at the end? 

HK Yes, the same reason. | didn’t give 
much notice about wanting to do this. 

YH Yes, this came out of nowhere. Sud- 
denly, he began to perform a strange 
movement. So | asked him what it was 
and he replied “There is something 


be replaced easily, because it doesn’t 
influence the in-game data. Therefore 
| got them to put a dummy file on 
the final approval ROM. A dummy 
movie which we would replace once 
we had brushed up our movie. Then | 
gathered all the staff who had finished 
their main job and told them to cre- 
ate this movie. And we then put this 
into the game. An ultimate hidden 
technique. 

YH It’s nothing like a hidden technique. 
(laughs) It’s like a normal working 
flow. They told you, this movie won't 
fit because of its size. 

HK The DVD is really full. This time. 
The only movies are... the title demo, 
Bayonetta’s pole dance at the end, and 
the dancing video clip. That's all. All 
other cutscenes are in real time. But 
it’s not just full because of the movie 


“The Legend of Zelda: A LinkToThe Past” 
for Super NES. This game should be displayed 
in museums, as one of humanity’s treasures. 


It's planning is godlike. 


which | haven't told you. | would like 
to insert a dance movie.” 

HEK We recorded this movement while 
we were working on the motion 
capture. The ending scene is around 
about 3.5 minutes long. So | asked 
our dancer to bring a song that was 
3.5 minutes long, to which she could 
dance easily. And | let her dance to 
this music. And we then created some 
ending music which fits this dance 
movie. We tailored the music to the 
high point of the dance afterwards 
matching its timing exactly. We 
completed the animation and then 
matched it to the length of the music. 
Then we did the credits. After that, 

I came to the main issue. “| want to 
make a dance video clip.” The movie 
was completed after we had already 
stated bug checking, a phase during 
which we can’t make changes to the 
game data. | used this in an under- 
hand way. So | thought: “Well, that 
means, some of our staff... 

=- “have nothing to do?” 

“have nothing to do.” 

_ But they had to work. 

_ Of course they were busy. They 
had to do the bug check. (laughs) 
And this is the only scene with a pre- 
rendered movie. And movie data can 


data, The main game data is really 
huge. One costume is 50MB and we 
got to a point where we were talking 
about reducing costumes. 

YH You already did a diet but... 

== You can’t sweat anymore. Never- 
theless, | got the people from each 
section together for a meeting and 
told them “please delete unnecessary 
data.” This applied to all sections. We 
identified what data wasn't needed 
and have pruned it bit by bit. And then 
we packed the data in tightly. It is so 
full. 

-~ A member of staff said that we 
might have to put it on two discs. 


Because of a lack of data space? 

-I said “no way.” | don’t want to de- 
velop an action game with two discs. 

Instead we've really crammed this 
DVD. 


So we could enjoy a fantastic game. 

That's something that | would be 
concerned about if | have to make 
Bayonetta 2. This first one was so full, 
and when | calculate a schedule with 
this workload... it would be an insane 
schedule. This time around we did not 
start out with such a schedule. | gave 
more and more work to them while 


everybody was working correctly ac- 
cording to the original schedule. They 
worked reluctantly. All this additional 
workload was done just by sheer man- 
power. So it's impossible to calculate 
the schedule in advance. Well, it’s 
nothing | can boast about now. 

YH At last, you are being responsible. 
(laughs) 


Okay, we are looking forward to 2. 
HK If you say so, we must keep tryi 
YH In seven years time! (laughs) 
HK Oh man! 


Finally, what are your three favourite 
games of all time? You can name more 
if you like. 

HK Firstly “The Legend of Zelda: A 
Link To The Past” for Super NES. This 
game should be displayed in muse- 
ums, as one of humanity’s treasures. 
Its planning is godlike. Have you 
played this game? 


Sure. Many times through. 

HE I've played several game rounds 
too. It's really beyond challenge. 

The second game is Gradius. | can't 
forget the impact Gradius had on me 
when I saw it the first time in an ar- 
cade. Saw the demonstration screen, 
before you insert a coin. There are 
some options and | thought “What the 
hell is this?!” Option itself was first in- 
troduced in Twinbee. In Gradius, some 
orange glowing things were tracing 
the player's movement. And that Shot 
which filled the whole screen! This 
firepower was... 

~ Unbelievable. 

_ Unbelievable. | didn’t think the 
game could work. Firepower like that. 
Baaam. | thought “this game is incred- 
ible” when | saw that picture. And the 
background was, like stage 1, a vulcan, 
very photographic. This world was so 
mysterious to me. Mountains are on 
the ground. But there was also ground 
on the upper side, with mountains. 
Old games were based on illusion. 
But Gradius had realistic graphics. 
Therefore | tried to apply a visual 
image based on reality to this game 
graphic. | asked myself “so what is 
it?” There is ground below. But there 
is also ground above. This landscape 
is only possible if you sliced a cave. 
The problem was, that you could see 
stars in the background. So it wasn’t 
a cave. 

Kind of art. 

= Yes, this is art. | was thinking of 
a gap between two planets in the 
universe. But the ground is wooded. 
So it’s not in space since it was 
verdant. But air can’t exist with this 
background. Therefore | couldn't 


understand this world. Then some- 
thing sparked in my head. “This game 
is amazing” - | was fascinated by it. 

| have played and played it inten- 
sively. And the next... The last game is 
“Space Harrier’This also had a mind- 
blowing impact on me. | saw it the first 
time in the magazine Beep, as covered 
in the opening article. This was the 
first... well maybe not the first... game 
with 65535, full colour graphics. | 
guess Hang On was the first game... 
for games by Sega. In Hang On, they 
used the board just experimentally 
and didn’t use full colour. Space Har- 
rier was the first attempt at full colour. 
Something like that was written in 

the article. So the imagery was very 
beautiful. And 3-D shooting... | loved 
3-D shooting right from the begin- 
ning. This game was graphically one 
of the best of all 3-D shooting games. 
But | saw this only in the magazine's 
screenshots. So the first impression 
was just “a beautiful fantastic world” 
And then | saw the game the first time 
when | went to an arcade. | thought 
“no one can play this!” Like the bike 


looked at you. All you see is a bloody 
iron pipe on the ground. The scene 
was filled with sense of tension and 

| wondered, what kind of masculine 
game is this? Then | started to play it. 

HEK Cody was looking to this side (Ka- 
miya looking back) 

YH That's it (laughs) 

HK Cody turned around, with a 
clenched bloody fist. (laughs). This 
poster is great. Was it Yasuda-san who 
drew it? 

vues. 

HK | don’t really want to praise him, but 
this was great. 

YH It was very good. Then | searched 
for this game and played it the whole 
time. | still love this game now. 

HE [needed to talk with Hashimoto-kun 
at lunch break and went to find him. 
But he didn’t acknowledge me at all, 
so | watched him for a bit and thought 
“ah, he's playing” 

YH That was an imported PSP version 
and the last game is “Tactics Ogre” 
The atmosphere, the world and the 
visual style were fantastic. It was as 
hard and serious as a game can be. | 


I want you all to challenge your limits and 


master this game. 


race inTron. | thought “I could never 
play it while | was watching the movie. 
Tack, tack, tack! No normal human be- 
ing can react so quickly. A visual just 
like that. One object came after other 
object from interior with high speed. 
And one player was playing this game. 
| watched him from behind. It was so 
incredible, that | thought “This must 
be the final stage” | just thought “I'll 
never reach that level.” Then | inserted 
a coin to play, and saw, this stage was 
just the second stage. (laughs) “These 
graphics were already in the sec- 

ond stage?! The first stage was also 
great!” That had a big impact on me. | 
put all my respect into Bayonetta this 
time. That's all. 

I've often heard about this title. 
Each time you talk about that, you 
mention this game. For me, the first 
one is “The Legend of Zelda: A LinkTo 
The Past’ just like him. It's a fantas- 
tic game. So fantastic that | can't say 
anything else other than “fantastic 
game“The next is “Final Fight” 

He says that every time. (laughs) 

It just happened that I was in an 
arcade. | did not go to arcades much 
at that time. | saw a poster on the wall 
there and this poster was so cool. 
Normally, someone is looking at the 
viewer, but on this poster, no one 


love this game so much. | played this 
game ‘til the end of Super NES. Also 
while changing to the Playstation 
generation. Until the very last phase of 
Super NES. 

== You really mean that you like “Tac- 
tics Ogre” not “Ogre Battle”? You like 
“Tactics Ogre” more? 

| like “Ogre Battle” too, but it is too 
unreasonable. (laughs) You can’t finish 
it playing in a regular fashion. (laughs) 


Well, Yasumi Matsuno did work on 
MadWorld. Is it possible that you two 
are going to work together with him 
sometime? 

Well, let's see. If | get a chance... 

~= | raise sand when | work with other 
people, so | don’t think so. 

-That is a quite misleading state- 
ment. (laughs) | think he means “with 
other game creators” 

-Its impossible for me to work to- 
gether with other obsessive people. 

You start to compete? 

= Definitely! Wait, the only creator 
with whom | could work with is Shu 
Takumi. 

The creator of “Phoenix Wright: Ace 

Attomey”. 

“Ace Attorney” But | don’t know 
what he... 

He is going to say no (laughs). 


HK [just meant... you don’t have to 
compete if you can trust someone. | 
don’t know a lot about other creators, 
so | guess | will start arguing. But | 
have a long-term relationship with 
Takushu. We joined the company in 
the same year and | also know him 
personally. | have played Ace Attorney 
1, 2 and 3, so | know what quality he 
can produce. | would be able to trust 
his choices completely. Even if a fin- 
ished scenario is like bullshit, | could 
accept it, as long as it was under his 
authority. If it was Shu Takumi, | could 
do it. 

YH So it's impossible. (laughs) 

HE Why is that?! Who knows?! 

YH | meant Matsuno-san. 

HK Ah, Matsuno-san. Sorry, | don't 
know much about him, but I can imag- 
ine that he is quite obsessive. 

YH He (Kamiya-san) can write a sce- 
nario. 

HK | don't think so. 

YH Well, I think, you can. 

HK I'd like to work with Shu Takumi. 

YH Its possible, | guess. 


Please give a message to the fans who 
bought this Limited Collector’s Edition 
Game Guide. 

HE I've said this before for Devil May 
Cry, but this game is like a letter of 
challenge to players. | think, a game 
for hard core-players is now quite 
valuable. On this occasion, | would like 
you players to rise to this challenge. 
This is our letter of challenge to you, 
but when you receive it and hone your 
skills, our challenge-letter will change 
one day into a challenge to yourself. 

I want you all to challenge your limits 
and master this game. 

~ Me too! You've said what | wanted 
to say. 

Hey, hey, hey. Those were my 
words! 

We have packed this game with 
many elements. And there will be 
information which you won't under- 
stand by looking on the internet. If so, 
please read the guide, then go back to 
the game and play it again. | want you 
to dive into this game a number of 
times. We hope you will love Bayo- 
netta for many years to come. 
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